Introduction
Using This Book

There comes a desperate moment when every hero looks skyward in search of divine favor, when he raises his
armsto the heavens and calls upon the crud fatesto spare hislife.

Who hearshim?

Legends & Lore is a compendium of possble answvers. It provides AD&DO© game datistics and role-playing
details for dozens of deities from the pantheons of eeven different cultures. Included in this book are sections on
the mythoi of the American Indians, Aztecs Cdts Chinese, Egyptians, Greeks, Indians, Jgpanese, and Norse
peoples. In addition, there are sections detailing the tales of King Arthur and the gods of Fritz Leiber’s Nehwon.

Legends & Lore dso describes a few of the heroes and mongters from the mythology of esch of these societies,
& wdl as presenting a brief summary of their cultures. In short, it is a resource book filled with useful
information for any Dungeon Master who wishes to enrich his AD& D© game campaign .

As many readers will note, this is not the first edition of Legends & Lore With the publication of the AD&D
2nd Edition game, updeting the origind volume seemed a must. The Legends & Lore revison is much more than
a readjustment of game detidtics. It is a complete rewrite from top to bottom, with many completely new entries.
Even the old entries have been researched again and examined in afresh light.

The volume has been expanded from 128 to 192 pages. Where the old Legends & Lore placed its emphasis on
game mechanics and wespons, the new book is concerned with role-playing and using the gods in a fantesy
campaign. It dso sresses culturd flavor, beginning each section with a short summary describing the society
and civilization of the people who worshipped the pantheon in question.

Despite the volume's increased dze, the decison to concentrate on role-playing has necesstated some
difficult decisons. The entry for each deity has been expanded to at least haf a page, emphasizing such things as
divine relationships with worshipers and the specia duties and powers of the priests who follow the god. No
doubt, some readers will take issue the content of some of the entries themselves. In a project of this nature and
scope, such disagreements are unavoidable.

When reading and usng Legends & Lore it is important to keep its intent and purpose firmly in mind. This
book is not, in any way, a judgment on the vdidity or vaue of any religion practiced in any pat of the world,
either currently or in the past. It does not encourage or discourage belief in any of the deities listed herein, nor
does the omisson of any religion reflect in anyway upon that religion's vaue or vdidity. Such judgments have
no placein fantasy role-playing.

Nor does Legends & Lore make any clam to being a scholarly work. A comprehensive study of the mythology
of even one culture would fill many volumes of this size To complicate matters further, the study of mythology
is far from an exact science. For the large part, mythology is based upon an accumulaion of stories handed down
from generation to generation over a period of thousands of years. As these stories passed from one teller to
another, the details were quite naturally dtered, either intentionaly to fit the current needs of the society, or, less
obvioudy, through inaccurate memorization or shifting cultural biases. Invariably, the end result is that severa
versons of the same myth exis side by side, presenting the serious student with a tangle of legend, fact, and
fiction that cannot be unsnarled.

Legends & Lore does not even attempt this formidable task. Instead, it Smply selects the version most suited to
its purpose and presents it for the Dungeon Master's consderation. In at least one case, that of the American
Indian, many of the deities are complete fabrications of the author, designed to @pture the spirit of the culture,
not to present accurate descriptions of gods once worshipped by true Native Americans.

Running Divine Beings

When deities in an AD&D®© game deign to notice or intercede in the lives of mortas, it is the Dungeon Magter
who must play their roles. Running a god is a far grester chalenge than assuming the role of a sage, merchant, or
talkative monster. The players will pay careful atention to the words and actions of divinities, so the DM must
make sure he thoroughly understands his deities and be careful to present them in aspecid light.

The most important principle in having gods in a fantasy role-playing campaign is to use them judicioudy and
sparingly. It is certainly possble to run a high-level role-playing game in which gods commonly appear for the
purpose of helping player characters. But such a campaign would sretch the game's rules to the point where it
could hardly be cdled an ADVANCED DUNGEONS & DRAGONSO® game a& dl. The AD&D® game is
designed for a more mortal level of play. The player characters are heroic not because of the tremendous powers
they might or might not accumulate, but because of the terrible risks they take in the face of imminent death. To
use agod to save characters from those risks time and time again isto sully the heart of the game.

On the other hand, neither are the gods super-powerful monsters. Most of them are capable of destroying a
mortal a the merest whim. To set the characters into direct conflict with a deity is, amost dways, © ensure a
quick and inescapable death for the individua concerned — not much fun, no matter how onelooks at it.

Despite the two precautions above, gods are a vitd part of a fantasy world. Since the dawn of history, every
culture has drived to explain the myseries of the world in terms humans can understand, and men have dways
tried to influence their fates by appeding to the wondrous forces that shaped their lives. In amost every case,
these forces have been given names, shapes and persondities which men could, a least to some smal degree,
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comprehend. In addition, magica powers have been attributed to these forces To gain the favor of these
supernaturd beings, the people who created them began offering them gifts of food, wedth, and even life itsalf.
This is how the gods of the ancients were born, and no fantasy campaign is complete without its own pantheon
of such beings.

The nature of a society’s gods is both a reflection and a catalyst of its culture. Its pantheon embodies its world
view, greatly influencing what the characters in that society desire, how they behave, and their motivations for
undertaking heroic deeds. In practica terms, then, gods should be used not only to provide flavor to a campaign,
but to provide guidance and motivations for player characters. Each player character should sdect a deity from
his culture's pantheon, then use that deity’s ethos as guide for his character’s actions. For example, while a
search for wedth and adventure would be sufficient reason for a Norseman worshipping Thor to undertake an
unprecedented sea voyage, a mountain of gold would hardly motivate an American Indian venerating the Great
Spirit to paddle his canoe acrossasmall lake.

More importantly, character dignment assumes its full importance only when tied to the worship of a deity.
When it comes to behaving properly for one's dignment, the fear of evoking divine wrath is a much better
persuader than the threat of having one' s dignment involuntarily changed.

Of course, the presence of deities has a much greater impact upon the priest class than it does on any other.
Priests are expected to actively serve their deties, and each entry contains a specid section that delinestes
exactly what the deity in question expects from his priests. At the same time, the wide range of choices avalable
should make priests a more important part of the campaign, with even greater posshilities for creative
innovation and roleplaying on the player’s behalf.

Deitiesand the Campaign

At firg glance it may prove difficult for the Dungeon Master to choose which gods to make available to his
player characters. He should begin by consdering the nature of his campaign, then sdecting the pantheon (or
pantheons) which has the closest flavor. For example, those running Orientad campaigns might consider the
Chinese or Jgpanese pantheons, those running a medieval campaign could select the Arthurian, Cdtic, or Norse
mythos, and those running campaigns st in classica times might sdect the Egyptian, Greek, or Indian mythos.
The different pantheons included in Legends & Lore have been sdected to provide a range of possbilities wide
enough to cover dmost any setting.

Once the DM has sdected the pantheon, players should chose their characters deities from within that
pantheon. In certain cases, a DM might want to use two or more pantheons in his campaign. Although this must
be handled carefully (for each pantheon comes with its own peculiar world-view that may not be compatible
with that of another pantheon), it is a pefectly acceptable decison. Perhgps, as in ancient times, different
pantheons are worshipped in different parts of the world. Perhaps two cultures have only recently come into
contact with each other, and the natives of each society are ill worshipping the gods of their own pantheon. It is
even possible to envisage a campaign in which deities from dl of the pantheons are worshipped.

The most important thing to remember in sdecting a pantheon and using Legends & Loreis that it presents
resource information, not rules. Although al of the materid in this book has been carefully researched, the
information presented here should be consdered as a collection of guiddines to be dtered and changed
according to the specific needs of the campaign.

For the most part, the relationship between the gods in this book and player characters is of the same
magnitude as that of men to ants. While the gods are certainly aware of the existence of men, and occasiondly
find them interesting or annoying, men hardly merit al of their atention. If a man is foolish enough to irritate a
god, hewill amost certainly be noticed — and then quickly crushed by the deity’ s supernatural finger.

Unlike the relationship between men and ants, though, there does seem to be something more vibrant in the
association between a god and his worshipers. The exact nature of this connection, unfortunately, remans a
mystery far beyond the comprehenson of mortas and (some say) immortas dike. Suffice it to say that gods
need worshipers and will often go to somelittle trouble to make sure they have agood supply.

Ancther interesting aspect of the gods is that they cannot be killed by anything save another god of greater
stature, or by a god of any dature using an atifact. This means that no mortd may ever kill any god. He might
be capable of inflicting enough damage to drive off or disspate a god, egpecidly if he is widding an atifact, but
the god will dways recover from its damage Needless to say, gods that have been atacked, and especidly
injured to such an extent, will not be very happy with the responsible mortal. More often than not, they will dedl
with such fools quickly — and permanently.

Fortunately for such daring and unwise mortas, even finding a god is no easy natter. For the most part, they
inhabit the outer planes. They never visit the Prime Materid Plane in their true forms, for this plane is the focus
of so much divine atention that it is impossble for any deity, no matter how powerful, to enter it persondly.
Therefore, heroes wishing to confront a true god must first find a way to travel to the outer planes and then track
down the god they wish to find. The latter action, of course, is no easy matter, since the gods can move between
the planes at will, and often take advantage of this ability asthey pursue their individua agendas.

At the DM’s discretion, campaigns that utilize only one pantheon may take place in an dternate Prime Materid
Plane. In this dternate Prime Materia Plane, the gods of that pantheon (and that pantheon only) are permitted to
vidgt the plane in ther true forms. In some cases, a god's true form is described as being the earth, the sky, the
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moon, or some other natura phenomena. In these instances, the form described is in an dternate Prime Materid
Pane. If the campaign tekes place in the true Prime Materiad Plane, then the description refers smply to the
god's essence, which has been projected into the appropriate body in the true Prime Material Plane.

Avatars

When a god has business upon the true Prime Material Plane, he must send an avatar. An avatar is smply a
manifestation of the god upon the Prime Maerid Plane. This manifestation is not nearly as powerful as the god
himsdf, and is meredly a projection of the god's power to the Prime Materid Plane. Always remember, there is
great difference between the god and the avatar. The avatar embodiesjust asmall portion of the god's power.

Unlike the god himsdf, an avatar can be destroyed, which is never looked upon kindly by the true god, and
often results in some sort of divine retribution. Although avatars may take many different forms, the number that
can be created and the frequency with which they may be replaced depends upon the god's stature (explained
below). Often, avatars possess magic items of incredible power. Unless dtated otherwise, these items aways
teleport back to the god when the avatar is destroyed.

Avatars are unaffected by the redtrictions which apply to norma characters. For example, they often have
atribute scores over 18, magic resstance, can be of any cdass without regard to dignment, duad- or multi-class
redrictions, and can even possess a character class while in animd form. They adso receive a damage (but not
THACOQ) bonus for strengths of over 18. In order to reflect their supernaturd natures, however, their dtatistics are
presented more in a mongter type format than in that of a character. Ther hit points are aways caculated a 8
points per hit die, and they use the THACO, saving throw, and other statistica tables for monsters. Always use
the listed THACO for the avatar; they do not receive any THACO bonuses for Strength or magical weapons.

Many avatars use wegpons in combat. When they have multiple attacks with the same wegpon, the wesgpon's
damage is liged only once, followed by any magica bonus it may receive, the wegpon's name (in parentheses),
and then the avatar's strength bonus. If multiple weapons are employed, the word "wesapon” will appear and if
atacks are made unarmed, then no parenthetical information will appear. For example, the damage datistic of an
avatar wielding asword +3 with a Strength of 19 would look thisway:

Dmg 1d8 + 3 (sword) + 7.

Most avatars have the ability to move only over land. However, some can dso fly, swim, or burrow, often a
the rate that the avatar moves over land. In these cases, the totad movement mode is indicated by an abbreviaion
following the movement rate, like this MV 15 sw. If the fly or swimming rate is different, the abbreviation will
be preceded by the appropriate number. In cases of flying avatars, they are adways assumed to have a
maneuverahility classA.

Often, avatars have specid abilities in addition to their norma class abilities. These are described in the
individua entries under "Specid Att/Def".

Many avatars have the ability to cast spells. Such avatars a cast spells while in any form, even that of an
animal. they do not need to make any gedtures, spesk any words, or use any materid components. When they
decideto cast aspdll, it Smply goes off.

The spheres or schools to which the avatar has access are listed in his description. An avatar dways has access
to any spell in the school or sphere, providing it is of the appropriate level for level of expertise. In addition, re
may only cast the same number of Sels of a given leve tha a wizard or priest or comparable rank would be
able to cast. For example, an avatar with the abilities of a 12th level wizard access to the illuson/phantasm
school of magic could cagt four illuson/phantasm spells from each level up to five, and any one phantasm spell
of leve sx.

Divine Abilities

The reader will note that there are no datistics for the powers and ahilities of true gods listed anywhere in this
book. This is because the powe of the gods is such that it is impossible to quantify it. Statistics quite smply
become meaningless when deding with the gods.

Nevertheless, some gods are more powerful than others. In Legends & Lore the gods are divided into severa
different datures: Greeter, Intermediate, Lesser, and Demigods. There dso a separate class for heroes. These
legendary men and women are of such renown tha they deserved incluson in this volume. Each class possesses
certain abilities and powers, which are outlined below.

All Gods

All gods, from Lesser to Demi-, have the powers described this section. Although these are powerful abilities,
they aretaken for granted by the deitiesin this book.

Immortality: All gods are immortal. The only way for a god to die is to be @stroyed by a god of higher statue
in magica or physical combat. Otherwise, any god that suffers an attack that should destroy it smply disperses,
then resssembles laer (roll percentile dice to determine number of days). So, for example, a god which is
seemingly torn apart by a powerful artifact would Smply be dispersed, only to reassemble later.



Teleport:  All gods possess the innate ahility to instantly teleport to any point on the same plane. They can do
thisat will and without any chance of error.

Initiative:  When deding with mortas, dl gods automaticdly receive the initiative. Of course, they can
choose to smply wait and see what the mortals opt to do, but they may dways act first if they desire.

Comprehend Languages All gods understand and can spesk any language. It is assumed that this includes
written and spoken languages as well as other, more unusud, forms of communication like the light and color
based dialect of the will o'wisp.

Magic Uss All gods may use any spel of any level. This includes the spells of priests or wizards and does
not require the use of spel books, prayers, or materid, verba, and somatic components. In short, invoking such
powers requires the dightest act of will on the part of these incredible beings.

Greater Gods

In addition to the abilities above, Greater gods can do practicaly anything. In most cases, they are the gods
who created the rest of the pantheon. Some of their additiona abilitiesinclude.

Shapeshifting:  Greater gods can transform themsdves into any object, animate or inanimate, of any size. In
some cases, beings of this stature have been known to assume planetary proportions.

Magic Resstance: Greater gods are 100% resstant to mortd magics, 75% resstant to the magic of gods of
lesser ranks, and 50% resistant to the spells of other greater gods.

Saving Throws: All grester gods are assumed to autometicaly make dl saving throws reguired of them. This
isareflection of their great abilities, mentad powers, and physicd stamina.

Planar Travel: Just as they can teleport across space without error, o too can they travel between the various
planes of exisgence a will. As mentioned earlier, however, even these powerful beings cannot enter the true
Prime Materia Plane.

Sensing Ability: These beings are truly omniscient. That is, they know what is happening everywhere at all
times. In many cases, they can accurately predict the precise actions of mortals and other gods based on ther
vadt knowledge.

Creation: Gregter Gods can create any object, animae or inanimate, they can think of. This process is
draining, however, since they are converting their own energy stores into physica objects. Therefore, the god
must rest for one turn per ton of mass he or she wishes to manifest. Thus, the creation of a 10 ton stone statue
would require that the god rest for 10 turns (100 minutes) afterward.

Life and Death: Greater gods can kill any living mortal creature with but a thought. Likewise, they can
bestow life upon any dain mortad being anywhere. Of course, another greater god can reverse effect immediately
if sodesired.

Communication: Greater gods can spesk directly and secretly to any being across any void and through any
physicd or mystica barrier. This power transcends the bounds of space and planes, but not (asarule) time.

Multi-tasks: Greater gods can peform any number of tasks a once. Of course, naturd limitations based on
their current physica form may apply, but there is never a penalty on their actions due to complexity.

Avatars Greater gods can employ up to ten avetars at a time, moving them between planes a will. If one is
destroyed, it requires one day to make another.

Granted Abilitiess A greater god can grant any power or spell of any level to his or her priests. It is through
this ability that deities give priests and paladins their magical powers.

Intermediate Gods

Intermediate gods wield a grest ded of power, but are by no means as powerful as greater gods. One important
difference is that they lack the vast credtive powers of greater gods, and are generdly not the crestors of their
pantheons (although they may be the fathers or mothers of other gods). Their powersinclude:

Shapeshifting:  Intermediate gods can change into any object, aimate or inanimate. The limitations on ther
powers prevent the object from being bigger than the largest natura or enchanted item of its Size dready in
exigence. Thus, an intermediate god could assume the shape of a huge bull dephant, but not one which is larger
than the largest ones found in nature.

Magic Resistance: Intermediate gods are 95% residant to mortad magic, 70% to magic of gods of lesser
stature, 50% resistant to magic of gods of same stature, and 25 % resistant to magic of gods of greater stature.

Saving Throws: Intermediate gods have a saving throw of "2" in dl caegories. Thus, they will only fal on a
naurd roll of "1"

Planar Travel: Intermediate gods have the same ability to travel between planes as greater gods. They are
still unable to enter the Prime Materid Plane, but otherwise have no chance of error.

Sensing Ability: Intermediate gods aways know what is happening within 100 miles of their current position.
In addition, they can extend their senses and learn what is happening within 100 miles of any worshiper of any
god in their pantheon, or any holy object of any god in their pantheon.

Creation:  While they cannot creste objects out of nothing, intermediate gods cen summon or crege a
duplicate of any object they hold, providing suitable materids are avaldble on the same plane This is a tiring
process, however, and they must rest one turn for every 100 pounds of the object’ sweight .



Life and Death: Intermediate gods, while unable to directly cause the death of a living cregture, can arrange
accidents that can will kill any mortd being anywhere. They can raise any previoudy living being from the deed
a will, regardless of the time that has passed since that being died or the current location or condition of the
body.

Communication: Intermediate gods can spesk directly and secretly to any being across any void or through
any physica barrier. In thisregard, their powers are the equa of the greater gods.

Multi-tasks:  Intermediate gods can perform up to 100 tasks at once without suffering any pendties of any
sort. Obvioudy, there may be physica limitations imposed on this based on the current physical form of the
deity.

Avatars Intermediate gods can use up to five avatars a a time, moving them between planes a will. If one is
destroyed, the deity requires one week to make another.

Granted Abilities: Intermediate gods can grant any power that does not exceed their own powers, or spell of
any level, to priests. Like the greater gods, they use this power to give spellsto their priests.

Leser Gods

Lesser gods often serve other gods in the capacity of helpers or domestics. Their powers are mighty, but in no
way equal those of greater or intermediate gods.

Shapeshifting:  Lesser gods can change into any animate object they desre. Their power is redtricted,
however, s0 that their new form will be an average example of the cresture. Thus, if a lesser god wished to
become agtallion, it would look much like any other stalion.

Magic Resistance: Lesser gods are 90% resigtant to mortal magic, 60% resstant to magic wielded by gods of
lesser ranks, 45% resstant to magic of gods of same saure, and 20% resistant to magic of gods of higher
stature.

Saving Throws. Lessr gods have a saving throw of "3" in dl categories. Thus they will only fal their saves
on natural rollsof "1" or "2".

Planar Travel: Like the grester and intermediate gods, lesser gods can travel between planes a will. No
physicd or materid barrier can hinder such trangit and they have no chance of error.

Sensing Ability: Lesser gods aways know what is happening within 10 miles of themsdves Like
intermediate gods, they can extend their senses to include knowledge of dl tha is transpiring within 10 miles of
any of their worshipers or any of their holy objects.

Creation: Lesser gods cannot create or duplicate any object. But they know where to find any object that they
desre that dready exists. If they desire an object which does not exist, they can sense the location of those who
can manufacture it.

Life and Death: Lesser gods share the ability to raise any previoudy living morta being from the dead. They
can do thisa will and across any distance or barrier no matter what the current condition of the body.

Communication: Lesser gods can communicate with their worshipers only through dreams or by means of an
avatar. In some cases, they creste specid holy objects which adlow them to communicate directly with their
followers.

Multi -tasks:.  Lesser gods can peform up to five tasks at once without pendties of any sort. Obvioudy, in
some forms they may encounter physical limitations to the number of actions which can be attempted.

Avatars Lessr gods can only use two avatars a& a time, moving them through planes a will. If one is
destroyed, it requires one month to make another.

Granted Abilitiess Lesser gods can grant their worshippers any power that does not exceed their own powers,
or spell of up to 6thleve.

Demigods

Demigods are the least powerful deities of any pantheon. Freguently, they are mortas who have earned divine
status through great deeds. They have the following powers:

Magic Resistances Demigods are 70% redstant to mortd magic, 40% resstant to magic of other demigods,
and 20% resistant to magic of gods of greater stature.

Saving Throws. Demigods have a base saving throw of "4" in dl categories. Thus, they fail their saves only
onanatural roll of "3" or less.

Planar Travel: Unlike other gods, demigods can travel between planes only via magic spels and devices
Because of thislimitation, they tend to remain on one plane more than any of the other types of gods.

Sensing Ability: Demigods have the ahility to know what is happening within one mile of themsdalves or any
of their own worshipers.

Communication: Demigods can speak only through their avatars. In rare indtances, they have fashioned holy
objects which aso dlow them to converse with their followers directly.

Multi -tasks:  Demigods can paform any two tasks at once without pendty. In rare cases, the physica form
they select may limit this further, but that is seldom the case.

Avatars Most demigods can use but one avatar a a time. If this avatar is destroyed, they require one full year
to fashion another. Many demigods, however, are wholly unable to employ avatars.

Granted Abilities: Demigods can grant any power or spell of up to 5th level to their worshippers and priests.



Heroes

Heroes are legendary mortds who have performed such grest feats that they become part of a culture's mythos.
They have no godliike powers, dthough they ae generdly well-known to the gods and may have frequent
dedings with immortals. Their only powers are that they often have very high atribute scores, maximum hit
points, and are not subject to dual- or multi-classrestrictions.

Divine Ascension

As mentioned in the previous section, it is possible for a hero to become a demigod. In order for this to hgppen,
the following conditions must be met:

The hero must have advanced to an experience level a least twice as high as the average experience levd in
the campaign. No matter what the average experience leve is in a campaign, however, the hero mugt be a least
15thlevel.

The hero mugt have at least one Attribute score that has been raised to 19 or above.

The hero must have a charisma of 18, with a body of a least two hundred followers that regard him as virtudly
adeity dready.

The hero must be a true and fathful follower of his aignment, having committed no more than one
incongruous act during his lifetime.

If dl of these conditions are met, the DM may, a his option, dect to invest the character with demigod gtatus.
Characters granted such status become part of the cultur€'s pantheon. If they are player characters, they are
removed from play and trested as a demigod from that point on.

Priests and Deities

As one might expect, the relationship between a priest and his god is of the utmost importance. It is through his
deity’ sfavor that a priest receives his specia powers and the ahility to cast spells.

These blessings have their price, however. In return for this benison, most gods expect a grest deal of service
from their priests. First and foremost among a priest’s many obligations is the duty to work toward his deity’s
goals. For example, if a priet's deity is dedicated to pesce, he must aways drive to promote pesce and
harmony.

Second, he must behave in an manner exemplary of his faith's teachings. Even when conducting everyday
business, the priest must stand out as a shining example of the values his god advocates.

Another important duty is the obligation to expand the influence of his faith. No meatter where a priest is, he
must miss no opportunity to explain the teachings of his religion to the uninitisted, taking specid care to
emphasize the rewards worshipping his deity can bestow. In accordance with this duty, the priest must aways
conduct himsalf in amanner which reflects properly upon his deity.

The Dungeon Master must also be sure that the priest has a good sense of his podtion within his community
and religious hierarchy. In most socidties, fellows of the clergy are respected (or sometimes feared) members of
society. Priests who engage in adventuring are usualy consdered unorthodox and tolerated only with reluctance.
As they advance in level and importance to the order, senior members will no doubt exert increasing pressure on
the individual to settle down and apply himself to amore sedentary lifestyle. Of course, this is probably not what
the deity himsalf wants from the priet, and the conflict may lead to many aminor controversy.

Even if he is an "adventuring cleric’, a priest is expected to support his order. Often, this tdkes the form of
giving part (or dl) of his treasure to the order. But his superiors may aso ask him to undertake some dangerous
missions on the order’ s behalf .

Depending upon the religion, and the DM’s decision, priests are sometimes required to perform certain rituds
or sarvices. Many of these are liged under "Duties of the Priesthood" in the individua entries, but the DM
should fedl free to replace or modify the listed responsibilitiesif he desires.

Priests may occasionaly fal away from the worgip of their deties. This dways results in a loss of powers and
spells, at least temporarily. If the priest transfers his worship to another deity, and has been a worthy follower of
the fird, there is a 75% chance that the second deity will accept the character as a priest. Such a trandfer is
aways accompanied by a loss of enough experience points to place the priest in the midrange of the level below
his current level.

Of course, there are many ways for priests to anger their gods other than a change of loydties. Behavior
violations of dignment codes are dways consdered a least minor transgressions, usudly punished by the
temporary loss of low level spells. Minor transgressions can usualy be corrected by an act of penance, such as
fasting, meditation, or the gift of minor amount of money to the order.

Neglecting to perform the proper rituds or faling to grive toward fulfilling the deity’s gods are examples of
moderate transgressons. Such infractions are punished by the loss of granted powers and high-level spells, and
can only be rectified through maor penance. In addition to a period of fasting or meditation, the priet must give
a least one moderatdly powerful magic item to the order (never to be used by again), and/or undertake some
danger ous quest on the deity’ s behalf.

Any priet who commits heresy, a second moderate transgresson, or who willfully disobeys or ignores his
deity, has committed a mgor transgresson. Such transgressons are dways punished by an immediate and totdl
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loss of dl priestly powers and spdls. If the dety is a neutrd or evil one and the offense serious enough, maor
tranggressons may even be punished by death (in whatever form the god has the power to arange). Penance, if
the deity dlows it, must be accompanied by a complete sacrifice of al possessons (save one st of normal
clothing and one non-magical wegpon). Then the erant priest must undertake a seemingly impossble quest
involving ahigh risk of death, donating all treasure recovered, including magic items, to the deity’ s order.

Fortunately, the path for most priests is a narrow but well-marked one. For a true and fathful priest, the
commisson of even a minor transgresson should be a rare thing. By and large, the mgority of priests should
never have to make penance for anything worse than aminor transgression.

Turning Undead

The ability to drive away or destroy undead is a mgjor advantage shared by the worshippers of many deities. In
the AD&D®© game, there are two versons of this power. One is avalable to priests of good dignment and the
other to priests of evil dignment. Characters who are neutra (whether lawful, chaotic, or true neutra) are
usualy unable to employ turning powers.

The good version of this power is described briefly on page 3 of the Players Handbook and in more detail on
pages 67 and 68 of the Dungeon Magter's Guide The evil verson of this power is defined on page 68 of the
Dungeon Magter’s Guide. The latter power is refereed to as " commanding undead"” in this book.

Non-Human Followers

Legends & Lore draws upon history for its gods and heroes. As such, the deities in its pages reflect only the
human experience. If the AD&D game were purdy higtorical in content, this would present no problem.
However, the AD&D redm is more than that. It includes races such as eves who never truly graced our own
world.

When setting up a campaign and deciding which of the pantheons presented in this book to use, remember to
think of the non-humans in your game world. Be sure that deities are set up as the patrons of eves and others for
dwarves, gnomes, haflings, and so forth. In many cases, the way to do this is to adgpt one (or more) of the gods
liged in Legends & Lore When sdecting gods for non-humans or demi-humans to worship, ke sure to keep in
mind idedls of ther race. Elves, for example, might find the Norse god Badur to be worthy of repect because of
his inherent beauty and charisma. Dwarves, on the other hand, might not be too impressed with such a figure —
but Thor, now theré’ sagod adwarf can give repect to.

Explanatory Notes
In order to provide as much information in as little space as possble, we have followed a drict format in
Legends & Lore. Each entry will be in astandardized style, the major dements of which are:

Myths Section Introduction

The introduction to each section includes a short summary of the culture thet created the pantheon in question.
This background information will prove helpful in placing the gods of that mythos into context, and in adding
flavor to campagns usng those gods If the Dungeon Master intends to st his campaign in one of these
historical periods, however, he would do well to take a trip to his locd library or bookstore in order to do some
further reading. It isimpossible to provide al the detail needed to flesh out such acampaignin just afew pages.

Following the higtoricd summaries, is a section of new magic items and spels which have been designed
expecidly for campaigns utilizing deties from that mythos. In some cases, new character classes have been
added or subdituted to this section. As these new spdls, items, and character classes have been designed
especiadly for that mythos, we do not recommend usng them outsde of campagns utilizing the gods of that
mythos.

The introduction adso includes a map of some structures that might be encountered in that culture, such as a
temple, farm, or castle. These are included as examples of architecture that will add flavor to campaigns in those
mythos.

Personal Entries

After the introduction comes the entries describing individud gods, heroes, and mongters. Each  entry
describing adety isarranged in asimilar order:

¢ Deity name (and stature)

® Deity description

® Roleplaying information

® Avatar description

¢ Duties of the Priesthood

Entries describing heroes and monsters are similar to those describing the deties, making use of datistica
abbreviations to present game information in condensed form. However, the text of hero and monster entries
tendsto be shorter, only presenting a summary of the hero or mongter’ s history and abilities.



Abbreviations

The following abbrevidions are used in Legends & Lore Alignment abbreviations: Ig (lawful good); ng
(neutrd good); cg (chaotic good); In (lawful neutrd); cn (chaotic neutrd); le (lawful evil); ne (neutrd evil); ce
(chaatic evil); g (good); e (evil); ¢ (chaotic); n (true neutrd); | (lawful).

Deities statistics: All deitieswill have their AD& DO game Statistics presented in the following formet:
Statistics: AL Ig; WAL any g; AoC sun; SY bdl of light.

AL =the god'sdignment

WAL = dignments of those worshipping the god

AoC = areaof control; in other words, the aspects of nature over which the deity exertsinfluence
SY = ashort description of the symbol used by the deity’ s worshipers

Avatar's datistics  All of the avatars presented in Legends & Lore will have ther AD&D game information
presented in the following format :

Str 18/00 Dex 18 Con 18

Int 18 Wis 18 Cha18

MV 15f 6 MR 15%

AC-2 HD 16 HP 128

#AT 2 THACO03 Dmg 1d8 (sword) +4

Str = strength

Dex = dexterity

Con = congtitution

Int =intelligence

Wis=wisdom

Cha= charisma

AC = amor dass

HD = hit dice

SZ = size (Note that Szes are given in feet).

MR = magic resstance

THACO = to hit armor class0

HP = hit points

MV = movement rate; f = flying rate, sSw = swvimming rate, br = burrowing
#AT = number of attacks per round

Dmg = typica damage done per attack (see "Avatars above)

Following the avatar' s satistics will be a section which detail its specid attacks or defenses.

Requirementsof the Priesthood

Lastly, we will present information for the deity’s priests as well. All of these entries will be formatted as
follows:

Requirements AB dandad; AL Ig; WP mace and daff; AR a SP dl, heding, divinaion; PW 1) hedl, 10)
raisedead; TU turn.

AB = atribute scores required to become a priet of the deity’s order. "Standard® means that the standard
requirements listed in the AD&D® 2nd Edition Player’ s Handbook apply.
AL = acceptable alignmentsfor priests of this deity
WP = wegpons priests of this faith are alowed to use
AR =armor regtrictions for priests of thisfaith. The following codes may gppear:
a(any armor dlowed)
b (May only wear nonmetal armor)
¢ (May only wear metal armor)
d (May not wear any magica armor)
e (May only wear magica armor)
f (May only wear armor made by priests of the samefaith)
g (May not wear any armor at al)
SP = spheres of clerica spells to which the deity grants access for his or her priests. A sphere followed by a "*"
indicates only minor accessis alowed to that sphere.



PW = specia powers commonly granted to priests by the deity. A number followed before a power indicates that
the listed power is granted when the priest reaches that level. Unless otherwise indicated, these powers may be
used once per day. For example, "10) raise dead" means that a tenth level, the priest is granted the ability to
raise dead once per day.

TU = The ability to turn or command undeed.

Legends & Lore dso gives the datistics for many heroes and monsters specific to a given mythology. Heroes are
presented in a format Smilar to that used for avatars. Although the order of the datistics lised for them is
different from that used for avatars, the abbreviations are the same and should cause no confusion in the reader’s
mind.

Mongter stetistics are presented, like heroes, in a format smilar to that used for avatars. However, the following
entries appear only for mongters:

No. = Number appearing in atypical encounter.

ML = Mordeleve of the mongter.

XP = Experience point award for defeating the mongter.



American Indian Mythology

In ancient times, North America was inhabited by a vest number of Indian tribes. In the limited space
available, it would be difficult to merely describe them dl, much less discuss the differences between the deities
worshipped by each tribe.

The mythologies of North America are as varied and numerous as the different Indian nations that inhabited
the land. From the Iroquois who inhabited the lush woodlands of what is now the Northeast United States to the
Apache who lived in the desarts of northen Mexico, the people of each tribe had their own peculiar
interpretation of the supernatural world and their place in it. Any attempt to incorporate al of the deties
worshipped by these various tribes as part of a single pantheon is destined to be full of unexplained gaps and
conflicting detail.

Fortunately, there are many andogies between tribes, even those located on opposite ends of the continent. For
the purposes of a campaign sdting, we can use these andogies to draw some rather broad and coarse
generdizetions that will allow us to creste a unified and consstent pantheon where, in historicd redity, one did
not exist.

Firg, no matter where they made their homes, the Indians of North America lived close to nature — probably
closer than any other civilization (or, more accurately, group of civilizations) in any other pat of the world
during any period in history. Many tribes lived in temporary or portable housing such as wigwams or teepees,
and spent their lives following the game herds upon which their existence depended. Other tribes lived in more
permanent hogans and adobe houses, feeding themsdves through crude farming and by gahering nature's
bounty.

No matter how they provided for their needs, the Indians lived at natur€'s mercy. The game herds might roam
away and hunting would become difficult, or locusts might come and destroy an entire crop of maize. It should
not be surprising that in trying to understand the mysterious forces that meant feast or famine for them, the
Indians concluded that nature was full of unseen spirits that sometimes chose to ad and sometimes to ravage
theirlives.

The Indian world was inhabited not only by men, but by an unseen magica force which abides in every aspect
of nature — gones, plants, animds, even themsdves. Often, this magica force took the form of spirits which
were associated with certain animas or plants. Therefore, mogt Indian deities are associated with some form of
nature, such as an anima, a manlike being or even a naturad force such as a season or an agpect of weether. In
many tribes, children were named in honor of a particular spirit, in the belief or hope that the spirit would return
the honor by becoming the child's supernatura guardian.

The Indian view of the supernaturd was not confined to their own world. Most tribes believed in an Upper
World, where the grestest spirits abided — including those that had preceded the crestion of the physica world.
There was dso a Lower World, where (in many cases) the essence of the dead spent eternity. In some cases, it
was believed that the Upper World contained the images which descended to the physicd world to become men,
and in other instances, the Indians believed that the firss men crawled out of deep caves leading to the Lower
World.

Whether they believed men had come from above, below, or had smply existed for dl time, many Indians
believed in a powerful deity called anything from the Great Spirit to Father the Sky, the Magter of Life, the Great
Mystery, or Wekonda The Great Spirit is foremost among the gpirits, and is associated with greet power and
beneficence.

The Great Spirit is believed to reside in the Upper World, which is normaly unreachable by morta men.
Therefore, birds and other winged creatures are often used as intermediaries to this relm. Similarly, snakes and
cravling things are often used as messengers to the Lower World, which is likewise unreachable except through
death.

The Indians share no commonly-held belief regarding the creation of the world, and many tribes smply view
the world as having dways existed. However, among the tribes that do have creation myths, the world is largely
assumed to have been drawn from benesth the water by some powerful spirit — though this spirit is not dways
thought to be the Great Spirit.

Deties from the Indian pantheon are most commonly found in the Upper World and Lower World. These
demiplanes are located in the Outer Planes, with direct access to the Happy Hunting Grounds where Indian
deties spend much of their time. There are many gates connecting the Upper and Lower Worlds with that
portion of the Prime Material Plane inhabited by the Indian tribes.

New Spells
Spirit Animal Form (Alteration)
Third Level Priest

Sphere: Animd
Range: Touch
Components. V, S
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Duration: 1d10 days
Cagting Time: 1 hour
Areaof Effect: 1 person
Saving Throw: None

This spell is most commonly used on warriors and rangers in the pursuit of some heroic deed. Spirit animal
form can be cast upon the saf or another willing person. After entering a trance which lasts at least one hour, the
receiver changes into a typicd member of his spirit anima’s species. For dl intents and purposes, he becomes
that animd, receiving al of its norma ettributes and abilities, save that he retains his own intelect. He uses the
spirit anima’s combat tables, but uses the saving throw tables appropriate to his human form. Everything he was
wearing or carrying becomes part of the anima form, and is ill with him when he returns to norma. The spell
lasts 1d10 days, and neither the caster nor the receiver has any control over when it will expire.

This spell may not be used to assume the form of supernatural or supernaturdly large animals, such as thunder
birds. If such an attempt is made, the receiver assumes the form of a dmilar type of creasture — in the case of
thunder birds, for example, an eagle.

Bad M edicine (Enchantment/Char m)
Fourth Level Priest

Sphere Cham

Range Lineof Sght

Components: V, S, M

Duration: Specid

Cading Time: 2

Areaof Effect: Individud (or village)
Saving Throw: Negates

Bad medicine is a powerful spdl most often used by irae priests to avenge themsalves on those who have
angered them. Bad medicine modifies the target’s THACO, saving throws, morale, and damege by -2. It is
usudly cast upon a single individua, but a priest of 16th level or higher can @st this spell upon as many as 300
beings (anima or human), as long as they are gathered in an area of an acre or less The character with the
lowest saving throw score saves for the entire village.

To cancd bad medicine, a priest of equa or greater level than the origind caster must cast the reverse of the
spell upon thevictim(s). If thisis not possible, the spell can aso be removed by remove curse or wish spell.

If not cast in order to cancd bad medicing, the spdl’s reverse, good medicing, is not nearly as powerful as its
vengeful form. It raises the THACO, saving throws, morde, and damage of the target by +1 for 1d10 rounds.
Good medicine can be cast on an entire village, but only if al occupants are gathered together in an aea no
greater than 100° in diameter.

The materiad components of ether spel are a handful of herbs common to the area, the claw of an eagle (for
bad medicine), the feather of an eagle (for good medicine), and the venom of a poisonous snake.

New Magic Items
Sacred Bundle

A sacred bundle is a collection of 510 totemic items placed together in a pouch for the purpose of imbuing
magica protection on the wearer. To creste a sacred bundle a warrior: enters a trance (usudly with his medicine
man's help) and contacts his guardian spirit. He then asks for the spirit's help in creating this magica taisman.
After carefully considering the warrior’s personality and nature, the spirit sdects 49 (1d6 +3) items which the
warrior must collect. Usudly, severd of these items will be difficult or dangerous to procure, such as a bear’s
claw, agiant snake srattle, or afeather from the nest of an eagle.

After he has collected these items, the warrior goes to his tribe's medicine man and asks for his help in
mydticaly binding the materials together. The medicine man then asks the warrior to gether one lagt rare item.
Almogt aways, the medicine man chooses an item which he needs in peforming his shamanigic duties, and
when thewarrior procuresit, takes part of theitem for hisown use.

Once dl the items are assambled, the medicine man performs a ceremony hinding them into a sacred bundle,
and from tha point forward the warrior wears the bundle at dl: times. The sacred bundle bestows the following
benefits upon the owner: + 2 on dl saving throws, the warrior is only surprised on a natura roll of 1, his
unarmored AC becomes 2, and he subtracts one point from each die of damage when he is hit by an enemy’s
Weapons.

If the sacred bundle is ever removed from the warrior's body, dl of its benefits permanently vanish, and he can
never get another. A sacred bundle never benefits anybody but the warrior who madeit.

Great Spirit (greater god)
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The Great Spirit dwells in the Upper World and is the most powerful of al North American Indian deties.
Though it would be incorrect to say that he is the leader or ruler of the pantheon, he is the magter of light and the
bresth of life. Without him, no living thing would inhabit the physica world.

The Great Spirit is known by a variety of names, including Magter of Life, Father the Sky, Great Mydery,
Wakonda, Tirawa, Arch of Heaven, and the Kitcki Manitou. In his primary form, he appears to be a disc of white
light more brilliant than the sun, and mortas daring to look upon him are aways blinded (no saving throw
possible). Only another grester god can restore the eyesight of amortal so marked.

The Great Spirit has dl of the powers of a normal greater god. In addition, he controls the weather of the
physical world, can assume the shape of any animd in nature (though the anima adways appears to be made of
light), and can animate and breethe life into any substance — be it rock, wood, or dead flesh.

Although the Great Spirit is aware of dl things, he rarely intervenes in the affairs of men. The only exception
to this is when an entire tribe or nation is threatened by some form of supernatura evil. On such occasions, he
usudly attempts to thwart the evil by manifesting himsdf in the form of some awe-ingpiring anima and warning
the offenders away. He only resorts to the taking of life asalast resort.

Roleplaying Notes. As discussed above, the great spirit seldom answers any mortd summons, though he is
adways aware of everything happening in the physicd world. When he intercedes in human affairs, it will dways
be of his own accord and on the behaf of alarge number of people of good dignment .

Very occasondly, the Great Spirit will send an omen to a medicine man worshipping him. This omen aways
tekes the form of bright light, and usudly relies on color to convey the deity’s message. For example, if the
Great Spirit is pleased with the cleric's efforts, he might have a luminous white owl land on the man’'s shoulder.
If angered by abetrayd of faith, he might send aglowing red eagle to atack the medicine man.

When he finds it necessary to discipline a priest, the Great Spirit's punishments generdly involve light in some
manner. A minor punishment might deprive the medicine man of the ability to see colors, while a more severe
punishment could be tota blindness. In extreme cases, such as when a medicine man betrays his own people and
the Great Spirit, the offender might even be struck dead by a bolt of lightning.

Statistics: AL Ig; WAL any good; AoC life, nature, cregtion, and light ; SY shining globe.

Great Spirit’'s Avatar (Ranger 14, Druid 18)

Most often, the Great Spirit's avatar gppears in the form a white, luminous bear, dthough it can assume the
shape any animd in naure. The avatar dways receves the benefit of any specid ahilities of the anima whose
shapeit assumes.

Str 19 Dex 18 Con18

Int 15 Wis18 Chal6

MV 20f, sw SZ 10 + MR 55%

AC-3 HD 18 HP 144

#AT 3 THACO3 Dmg 1d8/1d8/1d12 +7

Special Att/Def: The datistics above are for the favorite form: a bear. The avata retains the bear’s ability to
hug its victims for 2d4 + 7 additiona damage on a tohit of 18 or better. Even though the avatar has the form of a
k it can cast spels as an 18th levd Druid and al spells in All, Anima, Elementd, Plant, and Weather spheres
avalabletoit.

Duties of the Priesthood

A medicine man who worships the Great Spirit is venerating the most powerful of Indian spirits. Although he
has access to great powers, the Great Spirit seldom grants powers to him easily or rapidly. Priests must lead lives
of exemplary virtue.

They must adways drive to drive evil from the world through their own kindness and wisdom, relying upon
force only when the lives of their fdlows are in danger. Clerics the Great Spirit may never live with evil or
warlike tribes, unless they are doing so in order to change the wicked ways of such people.

As a priest of the Great Spirit, a medicine man must congantly strive to promote life and nature. He must
subsis on a vegetarian diet and may never eat flesh, even in the most desperate circumgtances. Because the
Great Spirit remains o doof, his clerics presde over very few ceremonies, and beseech his ad in the mogt dire
of circumstances.

Requirements.  AB dsandard; AL Ig; WP ding & wegpons AR b; SP dl, animd, dementd, heding,
protection, sun, & wegather; PW 5) Shape Change (a forms only), 7) Control Weather (1 mile radius), 10) Raise
Dead (once per week); TU nil.

Sun (inter mediate god)

Sun, sometimes cdled Shakuru, is charged by the Great Spirit with casting warmth and light over the world.
Asde from the Great Spirit himsdf, Sun is the most powerful of the dominant Indian spirits. Although he serves
the Great Spirit's will, he is not subordinate to the Great Spirit in any servile sense, for he is free to discharge his
duty as he pleases.
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On most days, Sun is clearly visible in his true form, a shimmering disc of light. He is said to wak from one
side of the world to the other, spreading warmth and light over the land as he goes. Sun has the power to create
warmth and light wherever he can see, though he is often inconsistent in his use of this power.

Roleplaying Notes: Unlike the Great Spirit, Sun is heavily involved in the affairs of men. As he waks across
the sky each day, he cannot help but see wha the tribes are doing. When he is pleased with their actions, he
shines down upon their lands brightly and keeps them warm. When he is displeased, however, he does not show
himsdf and the day is dim and chilly. If angered, he shines down with great intensity, meking men hot and tired
and withering their plants.

Unfortunatdly, Sun has a mercurid dispostion, so it is difficult to determine what will make him angry and
what will not. In addition, he is not one given to gentle messages. Often, the fird sign of Sun's anger may be a
svere sunburn suffered during the dead of night, or sudden and severe heat exhaustion. Sun rarely punishes
falen priests with death, however. If a priest offends him too deeply, Sun smply severs the spirituad connection
which gave the medicine man his powers.

Statistics: AL cn; WAL any but evil; AoC light, heat; SY sun.

Sun’sAvatar (Fighter 14, Illusionist 14)
Sun's avatar takes the form of a yelow-skinned, yellow-haired warrior of great physicd srength and
atractiveness. He can call upon the Illusion/Enchantment school of magic for his spells.

Str 20 Dex 20 Con 18

Int 18 Wis 16 Chal8

MV 15f 6 MR 35%

ACO HD 14 HP 126

#AT 2 THACO7 Dmg 1d8/1d8 +8

Special Att/Def: when someone looks a Sun's avatar with harmful intent, the attacker must save versus spels
or be permanently blinded. Once per round, he can throw a firebal up to 500 yards without suffering penaty for
range. This firebal does 2d10 damage for each 100 yards it travels. Sun's avatar can fly a the same speed he
moves on ground.

Duties of the Priesthood

Medicine men devoted to Sun spend the mgority of their time trying to appease their spirit. They ae
congtantly sending messengers, in the form of powerful birds, to the Upper World with messages of supplication.
When Sun shines too brightly for too long, they must suffer endless hours of rigorous penance in the hope of
saving hisanger. If Sun chooses not to shine, they must often spend days on end begging him to show himself.

One of the most important duties of a medicine man devoted to Sun is greeting him each morning. The surest
way for apriest to incur Sun’swrath isto deep past dawn.

Ancther important ceremony is the Sun Dance held each spring. The medicine man must spend an entire week
dancing. It is during this time that young warriors hoping for Sun's favor must endure a test of pan to prove
their worthiness.

In each tribe, the mog experienced medicine man worshipping Sun is granted the power to cal and command
birds of prey, which serve as messengers to the Upper World.

Statistics: AB Standard; AL any g or n; WP bow, tomahawk (hand axe), or cdub; AR b; SP sun, dl, heding’,
and protection; PW specia (see above); TU turn.

Moon (intermediate god)

Moon, adso known as Pah, is the sster of Sun. Her duty is to light the night, which she fulfills with regular but
vaying success. Her gppearance is congtantly changing, though she most often appears as a shimmering disk of
slver. Hersisthe power to light the dark, and to hold at bay the dangerous things which lurk in the night.

Roleplaying Notes. Moon is particularly sympathetic to women, and is 10% more likely to answer a plea for
help if it comes from a woman. Good omens from Moon generaly take the form of a visit from her avatar, but
she expresses her digplessure only by her adisence. Moon rardly punishes individuds who have angered her, she
simply severstheir spiritual connection with her instead.

Statistics: AL Ig; WAL any good; AoC light, protection, women; SY silver disc.

Moon'sAvatar (Bard 10, Priest It)
Avatars of Moon are beautiful women. In dangerous Studtions, they are each accompanied by 25 dedicated 3rd
level warriors.

Str 16 Dex 18 Con 16
Int 18 Wis 18 Cha20
MV 14 f 5 MR 30%
AC1 HD 12 HP 84
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#AT1 THACO09 Dmg 1d4 +1

Special Att/Def: Any sentient male looking upon Moon's avatar must save versus spels or fal under her
control. She casts spdls as a 12th bve dleric, save that dl spells in the charm, hedling, and protection spheres of
sixth level or lower are available to her. Moon's avater flies at the same rate moves on land.

Duties of the Priesthood

Moon's derics must meet dl of the dandard clericd requirements, but must dso be femades of good
adignment. Moon discourages her priestesses from engaging in combat, but they may defend themsdves with
knives if atacked. Moon alows her derics major access to the Protection and heding spheres, and minor access
to charm and cregtion spheres.

She dways grants her priestesses the power to create light within a 10' radius, and they are expected to keep a
light glowing within their teepee or (camp) at all times.

Statisticss. AB dsandard (dways femde); AL any g; knife AR b; SP dl, protection, heding, charm, and
cregtion; PW 1) light (10 radius); TU nil.

Earth (intermediate god)

Earth is known by severa names Eath Mother, Nokomis, and the Grandmother. She is the beginning and end
of dl life for al mortal beings spring from her bosom upon birth and return to it upon desth. She feeds al
animals, men, and plants, and isthe provider of the Water of Life.

Earth derives her power from the Great Spirit, who has bestowed upon her the ability and duty to nurture life.
However, she is free to use this power as she pleases and does not answer to him in any subservient sense. She
can create up to a 100 sguare miles of land or ten million gdlons of water a will an without tiring. Further, she
can accelerate, decderate, or control the growth of any plant, or cause earthquakes of such magnitude that
everything within the affected area must save versus death magic or be destroyed.

Earth is usudly vishle in her true form to al mortas, though few redize what they are looking a. She abides
in the ground upon which they stand, the soil which they till, and the rocks upon which they st. Those who
know what to look for sense her asawarm presencein al that surrounds them.

Roleplaying Notes Earth is a patient and careful deity. She is the most likely of higher Indian deities to
answer the individua supplications of her worshipers. As a rule, her base chance to respond in any given case is
increased by 1% for each level of the beseecher, and by 5% if the beseecher isapriest of her order.

Earth prefers to guide her worshipers through a wide range of omens. Almogt anything can serve as a sign of
her pleasure or digplessure a white eagle, a black wolf, a burning tree. Often, the meaning of such portents is
unclear, and the recipient must enter a deep trance to clarify its meaning.

However, when she finds it necessary to discipline a transgressor, Earth’'s punishments are severe and
unmistekable. In cases of tribd offenses, she often sends a flood or earthquake to devastate the wrongdoers.
Individud offenders fare little better: being attacked by a black bear or bitten by a sake is conddered an
unmistakable Sgn of her enmity.

Statistics: AL ng; WAL nor ng; AoC life, nature, food; SY stalk of maize.

Earth’sAvatar (Druid 18)
Eath's avatar aways takes the form of an old woman. She casts spells as an 18th level Druid, save that she
can cal upon any clerical spell in the plant or animal spheres.

Str 18/00 Dex 16 Con 18

Int 18 Wis 19 Chal4

MV 15 br 5 MR 35%
ACO HD 18 HP 144
H#AT 1 THACO03 Dmg 1d6 +7

Special Att/Def: Eath's avaar cannot be injured by weapons made of unworked naturd materids. For
example, a wooden club or stone arrowhead causes her no damage, but she is affected normaly by any wespon
of forged metal. Earth’ s avatar can burrow through soil or rock at the same rate she moves on the surface.

Duties of the Priesthood

Earth's clerics must meet the standard requirements for druids, except they must dways be of neutra good
dignment. Usualy, but not dways, her priests are women. Whether mae or femae, however, her clerics must
prove their fruitfulness by being parents, and usudly have between 4-8 children living in their lodge. Losing the
ability to bear children is consdered a sure sign tha an individua has lost Eath's favor, though this sddom
happens to even to the oldest of her clerics.

Priestesses worshipping Earth preside over two important ceremonies each year: the Blessng of Spring, when
life returns from the bosom of the Grandmother, and the Sacrifices of Fal, when important magic items must be
buried in thefields or thrown into raging rivers so that the life will return to the fieldsin the spring.
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Clerics worshipping the Eath Mother may use clubs or sickles to defend themsdves or, if necessary, to
prevent the desecration of the land. Earth adlows her priestesses mgor access to the animd and plant spheres,
and minor access only to the dementd, summoning, and westher spheres Once they reach the 4th levd of
experience, she d grants her derics the ability to summon and command 1- 6 wolves. At the 8th leve of
expaience, she dlows them to instantaneoudy grow one tree per day, up to sixty feet in height, provided they
have the proper seed to plant. At the 12th level of experience, she permits her priests to travel over water as if it
wereland.

Statistics:.  AB as dmid;, AL ng; WP dubs or dckles SP dl, animd, plant, dementd’, summoning’, and
westher’; PW 4) summon and command 1-6 wolves; 8) tree growth (see above); 12) water walking; TU: turn.

Wind (intermediate god)

Wind, dso known as Hotory, is the master of weether and climate. Upon his breath, caries life-giving rains or
the parched gasps of drought. He can cool off a hot day, or can uproot trees and topple even the sturdiet of
lodges with a tornado. Wind takes great joy in his liberty from the Great Spirit's authority, exercising his powers
with caprice and whim.

In his true form, Wind is an invisible swirl of air that can dways be felt and sometimes heard, but never seen.
He has the power to control westher a will, even to the point of parching the land with hot breezes one moment
and covering it with terrible blizzards the next.

Roleplaying Notes. Wind is chaotic and capricious. Upon noticing any dight, he is likely to take vengeance
in the form of catastrophic weat her. Omens from Wind take the form of unusud winds. When he punishes one of
his own priests, he carries the offender away in a powerful tornado and drops him in the middle of a large body
of water.

Statistics: AL cn; WAL any; AoC weether, agriculture SY tornado.

Wind'sAvatar (Fighter 10, Wizard 10)
In avatar form, Wind dways appears as the huge chief of an unknown tribe. In one hand, he carries a massve
club and in the other ahuge war lance.

Str 20 Dex 19 Con 18

Int 16 Wis 15 Chai8

MV 15, 20 f S8 MR 35%
AC-1 HD 10 HP 80

H#AT 3/2 THACO11 Dmg 1d10+8

Special Att/Def: Wind's avatar can unleash a lightning bolt which does 2d10 points of damage, dways hits its
target, and has a range of 900 yards. He can only be hit by +1 or better wegpons or magi c. Wind's avatar can fly
a will. Both his club and his lance do 1d10 damage and require a strength of 18/00 to wield. The lance fires a
2d10 lightning bolt once per round. Wind's avatar casts spells as a 10th level wizard, and he can cdl upon any
spell of up to 5th level from the invocati on/evocation schoal.

Duties of the Priesthood

Clerics of Wind must meet the standard clericad requirements, but may use any wegpon in battle. They must
congantly appease Wind with sacrifices of food and valuables, made at least weekly. In agriculturd tribes,
Wind's priests are treated with a combination of ave and mistrust, for the well-being of the entire tribe often
depends upon the ahility of such prieststo earn and hold Wind' sfavor.

Requirements:  AB dandard; AL any ¢; WP any; AR b; SP dl, combat, dementd, weather; PW 5) summon
rain (500 yard areg); TU nil.

Morning Star (intermediate god)

To Morning Star, the Great Spirit has entrusted the Breath of Life, which Morning Star must spread over the
eath each dawvn. Morning Star is free to use this gift as he sees fit, but he is generdly a benevolent god who
executes hisduty faithfully.

Vidble on the Prime Materid Plane as the last gtar in the ky each morning, in his true form Morning Star
resembles a young man painted red, wearing moccasins, a heavy robe, single downy eagle's feether, dso stained
red, and a headdress. Morning Star can animate any materid, even rocks.

Roleplaying Notes. As long as priests worshipping Morning Star strive to promote life, they remain in his
favor. When a priest violates this code, Morning Star generally reveds his displeasure by hiding his presence a
dawn. Morning Star punishes transgressions by removal of clerica powers.

Statistics: AL Ig; WAL any good; AoC life, morning; SY star above the rising sun.

Morning Star’s Avatar (Fighter 13, Priest 12)
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Morning Star's avatar dways takes the form of a young man armed only with his bare hands or a rope. He can
cast spells as a 12th level priest, save that he has access to any priest spell of 6th level or below in the creation
and hedling gpheres. He can dso use the raisedead spell.

Str 20 Dex 18 Con 18

Int 18 Wis 18 Chai8

MV 15 (f) <6 MR 35%
ACO HD 13 HP 104
HAT 2 THACO09 Dmg 1d3 +8

Special Att/Def: Morning Star's avaar is immune to dl forms of light or heat atacks, such as prismatic
sphere, rainbow pattern, fireball, flame dgrike, etc. He can animate and control any single object, such as a
teepee, tree, boulder, etc. Morning Star’ s avatar can fly at the same speed he moves upon ground.

Duties of the Priesthood

Clerics of Morning Star must pray to his star each morning, and must dways grive to promote the creation of
new life They may never kill, even in sdf-defense, indtead attempting to disable attackers without depriving
them of life They are usudly cdled upon to bless the birth of new infants, crop plantings, and anything
involving the cregtion of life.

Requirements AB sandard; AL Ig; WP lasso and net; AR b; SP dl, creation, heding, animd, divination,
plant and protection; PW 10) raisedead; TU: turn.

Fire (intermediate god)

Upon Fire, aso known as Hastsezini, the Great Spirit has bestowed the ability to destroy anything living. He is
dso charged with providing warmth and light, but is resent ful of this duty and only executes it if constantly fed.
Firés true form is that of a jet-black human with the head of a hawk, and he is dways sheasthed in an aura of
flames. He has the power to see and hear anything that passes within fifty yards of afire

Roleplaying Notes: Fire is arogant, vengeful, and tolerates no affronts to his power or shortcomings among
his priests. His omens dways involve fire and are never subtle. It is common for him to creste a face in a fire and
speak directly to his worshipers. He delightsin punishing by burning.

Statistics: AL leg WAL any; AoC fire, destruction; SY burning torch.

FiresAvatar (Ranger 12, Druid 12)
Fires avatar gppears in the form of a dark-skinned human, sometimes with a hawk’s head. Occasondly, he
appears as ahuman-shaped flame.

Str 20 Dex 18 Con17
Int 19 Wis19 Cha12

MV 15 (f) 7 MR 35%

AC-1 HD 12 HP %

HAT 312 THACO9 Dmg 1d10 (wespon) +8

Special Att/Def: The avata’s flaming sheath inflicts 1d10 damage per round to dl within ten yards. He
cannot be hit if attacked from behind and can cast any firebased spdl, no matter what the level or sphere. Fire's
avaa can fly a the same speed he moves upon ground.

In avatar form, Fire casts spells as a 12th leve Druid, with access to dl spdls of 6th level or less in the
appropriate spheres. He carries a magical shidd +3, a bow thet fires arrows of flame, a large club, and a lance of
fire (al doing 1d10 damage). If a mortd touches any of these wegpans, he suffers 1d10 points of fire damage per
round — even if magicaly protected from fire.

Duties of the Priesthood

The duties of priests worshipping Fire consist primarily of appeasing their arrogant god with regular sacrifices
of food and fresh meat. Fireés priests must dways keep a fire burning within their lodge, and are often cdled
upon to peform foul tasks, like murdering those who have offended their god. They are dlowed to use any
wegpon, though Fire grants an extra firs level spdl to those usng only flane-based wegpons. Because of their
deity’ s evil nature, his priests are often banished from the tribe if some fire-basad cdamity befdlsthe village.

Requirements  AB as druid; AL any; WP any (see above); AR b ;SP dl, combat, divination, dementd,
guardian, necromantic, and summoning; PW 1) bonus spell (see above); 1) create fire (as the spell); TU nil.

Thunder (intermediate god)

As the voice of the Great Spirit, Thunder is the herald of disaster and the bearer of good fortune. Also known
& Heng or the Thunder Bird, Thunder announces the coming of grest disssters. He dso has the power to bring
good fortune to those who deserve it. Occasondly, when Wind has neglected to bring rain to a deserving tribe,
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Thunder caries a lake upon his back and sprinkles it over the fidds. In true form, Thunder resembles a huge
black eagle aslarge as the ky, but he sometimes appears asawarrior in orm clouds.

Roleplaying Notes:  Thunder does not enjoy his role as the harbinger of catastrophe. Neverthdess, he
executes this duty conscientioudy. Portents of impending disaster include fierce thunder, cloud cover so heavy it
blots out the sun, and the unexpected and unwelcome arivad of thousands of hirds Omens of good fortune
adways teke the form of a black eagle soaring overheed. In fact, such a dghting is enough to modify the saving
throws and attack rolls of the viewer by +2 for aperiod of 1d10 weeks.

Thunder rarely punishestribes or individuals directly. Rather he smply withdraws his support.

Statistics: AL cg; WAL any good; AoC good fortune; SY black eagle.

Thunder’'sAvatar (Fighter 14, Priest 10)
Thunder’ s avatar takes the form of a giant black eagle, but can aso be seen asagiant carrying a huge lance.

Str 21 Dex 17 Con 18

Int 18 Wis 18 Chails

MV 15, 24 f 12 MR 40%

AC1 HD 14 HP 126

#AT 3 THACO7 Dmg 1d12/1d12/2d10+9

Special Att/Def: Every other round, Thunde’'s avatar can shoot lightning from his eyes. This atack never
misses its target and aways inflicts 30 points of damage. In his eagle form he is able to make two claw attacks
and one besk atack each round. When in his giant form, he can srike with his lance twice per round for 1d12
points per attack. Thunder casts pdls as a 10th level priest utilizing any spell of 5th level or less in the guardian,
protection, or westher spheres.

Duties of the Priesthood

Thunder's priests may never engage in an evil or sdfish act. Upon reaching the 5th level, Thunder's priests
receive the ability to grant good fortune once per week. This modifies the saving throw and to-hit rolls of one
subject by +1 for 1d10 rounds. This ability increases by +1 every five levels, so that at 10th level it is +2, 15th
level itis+3, 20thitis+4, and so on.

Requirements.  AB standard; AL any g ;WP bow, lance, and tomahawk (hand axe); AR b; SP dl, divinaion,
protection, guardian, heding, and westher; PW 5) good fortune(see above); TU nil.

Raven (lesser god)

Raven is one of the most powerful of the many anima spirits. He professes to have created the world by
pulling it up from beneath the waters. The vdidity of this clam remains in doubt, however, for he is wel known
as a trickster who resorts to anything to satisfy his ravenous appetite. Though his true form is that of a large
black raven, he can polymorph at will into many different forms, including afox, jay or even the moon.

Roleplaying Notess Though generdly goodhearted, the unpredictable Raven has a narow range of concerns
—and most of them have to do with food. Raven never answers appeds for aid unless an offering of food is
made to him. Even then, Raven is unlikely to help unless the gpped isfor food, water, or shelter.

Raven's omens are aways ddivered by one or more of his namesskes. For indance, if displeased, Raven might
send a flock to drop various disgusting items on the offender. When serioudy angered, Raven's punishments are
inventive and harsh. As an example, Raven once turned a man who hunted too many ravens into a grasshopper,
0 that the ravens could hunt him.

Statistics: AL cg; WAL any; AoC trickery and deception; SY black feather.

Raven’sAvatar (Fighter 10, lllusionist 8)
Raven's avatar usudly takes the form of a giant raven. However, he is able to change form at will and does not
hesitate to assume ancther shapeif it will further his progressin agiven matter.

Str 18/00 Dex 16 Con18

Int 18 Wis 14 Cha6

MV 8,20 f SZ 6 wingspan MR 15%

AC?2 HD 10 HP 80

#AT 3 THACO11 Dmg 206/2d6/3d8+6

Special Att/Def: Raven can employ both the polymorph other (-2 to save) and polymorph self spdls at will.
He has the spdl abilities of an 8th leve Illusionist, cdling upon any spel 4th leved or less in the
I1lusion/Phantasm school of magic.

Duties of the Priesthood
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Priests worshipping Raven must be of a chaotic dignment and must meet al ordinary clerica requirements.
They are expected to feed any ravens that happen to be nearby, and must converse with these birds constantly.
Asaresult, there are variably 1d20 of these garrulous birds following any priest of Raven.

Requirements AB dandard; AL any ¢; WP any; AR SP dl, anima, and cham; PW 3) converse with ravens
fly (movement rate = 15); TU nil.

Coyote (| esser god)

Coyote is the mogt clever and cunning of anima spirits He is credited with teaching men crafts such as
making weapons, pottery, as well as the summoning and controlling of fire. Despite the generous side of his
persondity, however, Coyoteis acowardly thief who often resortsto trickery.

Coyote can polymorph himsef into any naturd anima once per day. He canh make himsdf or any object
invisble for an indefinite period of time, and can animate any object for up to one week. His true form is that of
agiant, slver furred coyote.

Roleplaying Notes: Coyote is greedy and conniving. During his frequent attempts to swindle a fellow god,
he often assigns difficult jobs to his worshipers, promising grest rewards if they succeed. Most often, he
"forgets' to keep such promises. He is not above bullying amorta to get what he wants.

Omens from Coyote teke the form of strange noises in the night. Typicdly, he will only punish his clerics for
faling a an assigned task or daring to cheat him. Such punishments take the form of a crue trick, such as
stedling a cherished possession and giving it to the victim’ s enemy.

Statistics: AL cn; WAL any; AoC crafts, thievery; SY bushy, drooping tail.

CoyoteésAvatar (Thief 14, Illusionist 6)

He can cast dls as a 6th levd illusonis, and can cdl upon any spell under the 3rd levd in the
illuson/phantasm school. Despite his lack of hands, Coyot€'s incredible Dexterity alows him to utilize dl of the
thief abilitiesappropriateto hislevel.

Sr19 Dex 20 Con 18

Int 15 Wis 18 Cha7

MV 15 7 MR 15%
AC2 HD 14 HP 112

#AT 1 THACO7 Dmg 2d10 +7

Special Att/Def: On any natura attack roll of 20, the avatar's victim must save versus death magic or have his
neck snapped by the creature’ s powerful jaws.

Duties of the Priesthood

Coyote's priests must meet al of the norma requirements for clerics, save that they must have a Dexterity of a
least 12. In addition, priests of Coyote must sacrifice 1 gp per level worth of treasure (or one magic item) a
week. Failure to do so results in a loss of spells and powers until the missed sacrifice is made up. They must dso
defend coyotes whenever they encounter an endangered one. To lure young worshipers to him, Coyote grants all
of hisprieststhe ahilities of athief of smilar level — to amaximum of tenth level.

Requirements AB dandard, Dexterity 12+; AL any ¢ ;WP as thief; AR b; SP dl, animd, summoning,
charm; PW 1) thief abilities (see above); TU nil.

Snake (lesser god)

Though a giant serpent in true form, Snake takes great ddight in manifesting himsdf in the guise of a man
with rainbow-colored skin. Sneke has complete control over dl scaled, land-dweling creatures within his sight,
even if they are supernatura in origin. He has the power to make any object poisonous to the touch, or to turn
any poison into a harmless substance (even after it has begun acting). He can control his age a will, often
growing vishly older or younger during the course of asingle conversation.

Roleplaying Notes. As long as his worshipers don't do anything evil, Snake is a pdient dety. But he does
not tolerate transgressons of his drict mora code. Those offending Sneke will find themsdves growing
mysterioudy older a a rgpid rate. After the offendve behavior is atoned for, the supernatura aging stops, but
does not reverse itsdf. In cases where severe punishment is caled for the offender mysterioudy dies of effects
normally associated with alethd snake' s venom.

Statistics: AL ng; WAL any neutrd or good; AoC reptiles and aging; SY awrithing sneke.

Snake' s Avatar (Wizard 15, Priest 8)

Snake's avatar is usudly a man with rainbow-hued skin, though he can dso take the form of a giant snake. In
either form, he casts spdls as a 15th levd wizard and an 8h level priest, save that he has access to any wizard
el of 7th level or under, and any priest spel of 4th leve or less in the al, anima, charm, or necromantic
spheres.
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Str 14 Dex 18 Con 18

Int 19 Wis 18 Chal8
MV 15 SZ6 MR 20%
AC1 HD 10 HP 80
#AT1 THACO11 Dmg 1d6

Special Att/Def: Snake's avatar can only be hit by magic or +1 or better weapons. No reptile (including
dragons) will atack him under any circumstances. In addition, he can summon and command 5500 snakes at
will.

Duties of the Priesthood
Priests of Snake must meet dl the standard clericd requirements, and must keep a leest four varieties of
dangerous snakes as pets. As wegpons, they are alowed to employ poisoned arrows or daggers, but only in
defense of themsdves, others, or a snake. At the 10th level of experience, Snake gives his priests the power to
summon and command 1d10 snakes, and a the 15th level of experience he grants them the ability to control
their aging process (making them immune to the effects of norma and magicd aging, but not to disease, injury,
or degth).

Requirements AB (see above); AL ng; WP poisoned arows and daggers AR b; SP dl, animd, charm,
healing, and protection; PW 10) summon snakes; 15) control aging; TU nil.

Spirits (demigods)

The Indian world is populated by many different spirits, which are manifestations or "manitous’ of the
mysterious magic power that inhabits al things There are ancestral pirits who watch over their descendants
from campsin the lower world, animal spirits who demand homage before the hunt, and spirits of sacred places.

An Indian might encounter a spirit in virtudly any situation and in virtudly any form. For instance, an
ancestrd spirit might appear as a very old man or a river spirit as watery sneke. They will generdly have one or
two supernatural powers associated with their nature.

Of course, it would be impossible to present satistics for every spirit in the world of the Indian, but their
avatars generaly fall within the following parameters:

Roleplaying Notess The pesondities and gods of these minor spirits are as vaied as ther number.
Generdly, they promote and protect whatever it is they personify, and look disfavorably upon anybody who
harms their embodiment. Anima pirits generdly recognize the need for hunting and dlow it, as long as the
hunter shows the proper respect and is not crue or greedy. Their omens and portents adways take a form
appropriate to their nature. Generaly spesking, they are quicker and more severe in ther punishments than the
higher deities, for they must compensate for their limited power by demanding dgrict obedience from their
worshipers.

Spirit Avatar (any oneor two classes, level 7-11)
Like the spirits themsdves, the avatars usudly assume a form relaed to their nature. They amost dways have
some form of limited spell ability, dthough its nature will vary based on the background of the spirit.

Str 14-19 Dex 13-18 Con 13-18

Int 13-18 Wis13-18 Chaany

MV 10-15 SZuptolL MR 5-15%

AC4-0 HD 811 HP 64-88

#AT 1-3 THACO011-13 Dmg 1d4-2d10+1-6

Special Att/Def: Any one or two powers which are gppropriate to their nature. For example, the spirit of a
lake might be able generate awall of fog just as the lake does on an autumn morning.

Duties of the Priesthood

Spirits do not have priests in the sense that other deities do. Rather, they are venerated as the need arises and
will often reward the individuas paying homage to them with specid powers and protections for a limited time
(usudly 1-10 days). For example, a warrior venerating a cloud spirit might receive the ability to ride the winds.
Obvioudy, such powers are only given when the actions of the individud ae sncere and he makes some
appropriate sacrifice to the spirit.

American Indian Heroes
Hiawatha (Ranger 15 Druid 8)
One of the greatest of dl Indian heroes, Hiawatha was credited with uniting the Iroquois into the Five Nations.
A man of grest thought, Hiawatha wes invited spesk before the Council of Hereditary Chiefs. He convinced the
chiefs to end the bitter and murderous wars between Iroquois tribes and form a confederacy. He envisons
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spreading this confederation from tribe to tribe dl across North America Sadly, the arrivd of foreign colonizers
stop to his plan.

Str 18/95 Dex 17 Con 17

Int 18 Wis 18 Chai8

AC5 MR 10% MV 12

HP 195 AL Ig

THACO04 HAT 2 Dmg 1d6 (weapon) +5

Spells: 1) animal friendship pass without trace, detect snares and pits; 2) speak with animal, produce flame
dow poison; 3) hold animal, water breathing, snare 4) cure serious wounds neutralize poison Speak with
plants.

Hiawatha is credited with many other great feats battling mongsters and even gods on behdf of mankind. In his
headdress he wears a fegther given to him by an eagle-spirit that modifies his AC by +2, and he traves in a
canoe that moves by itself. Hiawatha fights with club or bow and arow, each of which 6 points of damage. In
unarmed combat, he grapples and bear-hugs his opponentsfor 8 points of damage per round.

Stoneribs (Ranger 10)

According to legend, Stoneribs is the son of a legendary mother named Volcano Woman. He could shoot birds
with bow and arrow as soon as he could walk. He ways goes to the ad of tribes in dire peril, and is the warrior
who dew the great sea mongster Qagwaa. He possesses a magica hdibut skin that dlows him to assume the
form of a man szed haibut. It dso bestows upon him the ability to breathe and move through water as if were
he afish even when in his human form.

Str 18/25 Dex 18 Con 18

Int 15 Wis 14 Chal5

AC6 MR 10% MV 12

HP 140 AL Ig

THACO011 #AT 3/2 Dmg 1d6 (weapon) +3

Spdls: 1) invishility to animals, passwithout trace 2) barkskin .
Qagwaaz

Qagwaaz is a powerful warrior who wanders the plains aone, capturing wild horses and hunting buffalo solely
for the sport of it.

Ranger 12, Bard 5

Str 18/52 Dex 17 Con17

Wis 18 Int 18 Chal7

AC6 MR 10% MV 12

HP 156 AL ng

THACO7 HAT 312 Dmg 1d6 (club) +3

Spells: 1) invishility to animals, pass without trace, ventriloquism; 2) produce flamg messenger; 3) hold
animal.

He is a welcome guest in the camps of dl the plains tribes, where he enjoys chdlenging the resident warriors
to contests of prowess and <kill. In such contests, Qagwaaz relies only upon a wooden club and his great strength
so that he does not injure his opponents too severely.

After such contests, Qagwaaz enjoys feasting and impressing the women with his gtories and songs. Should a
vil lage be atacked while he is visting, Qagwaaz is the first into battle. He is considered the ided for al warriors
to emulate.

Yanauluha

The firgt tribd priest, Yanauluha can summon any Indian deity to his aid a will. Though now considered a
spirit, t is not clear how or even if he has died. Anyone sacrificing a magic item to him has a 10% chance that
Yanauluha will ad him, unless an evil act is requested. He appears as a richly garbed, ancient Indian who taks
very dowly.

Priest 20, Ranger 10
Sr 14 Dex 16 Con 18
Wis 19 Int 18 Chal6
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AC3 MR 15% MV 12
HP 170 AL ng
THACO5 #AT 3/2 Dmg 1d6 (wespon)

Spells: 1) any; 2), any; 3) any; 4) ay; 5) any; 6) wall of thorns, find the path, fire seeds, animate object,
weather summoning; 7) windwalk,, resurrection.
Spell Immunity: causefear, charm command, friends, and hypnotism

Big Head

The big heads are fearsome mongers inhabiting the deep forests. They are enormous manlike heads covered
with thick hair. They lack any sort of body, but move about on two paws with long, sharp claws. Big heads
prefer to hunt during storms, when they fly about searching for isolated victims. There is a 75% chance that a big
head will have one randomly determined magic item in its possession.

AC3 NO. 1-2 SZ6 XP: 9,000
MV 15, 20f ML 15 AL ce INT High
HD 14 MR 25% THACO7 #AT 3
Dmg 1d6/1d6/2d6

Special Att/Def: Big heads eyes can fire flame to 10 feet doing 2d10 damage (save versus breath weapon for
hdf damage).

Gahonga

The gahonga are a race of short, tangible spirits that inhabit bodies of water and rocks. Though neutra in
dignment, the men ae genedly foul-tempered and reluctant to help strangers. Their beautiful daughters,
however, take great pleasure in tempting men to commit acts of folly — such as trying to follow them as they
scalearocky diff or dive into the depths of alake. They sldom have any treasure.

AC5 NO.1:10 SZ23 XP: 2,000
MV 12,15 sw ML 12 AL cn INT Avg.
HD 6 MR 15% THACO015 #AT1
Dmg 1d6 (wespon)

Special Att/Def: Gahongas can become invisble a will. Anyone hit by a gahonga in combat must save versus
pardysis or be rendered motionless for 1d6 rounds. A gahonga can pass through rock at will while moving a its
norma movement rate.

Ohdowa
The ohdowas are short, scdy humanoids who inhabit caverns and other subterranean aress. They raise snakes
and the like, which they have compl ete control over.

AC3 NO. 1-6 SZ 4 XP: 9,000
MV 12,9 br ML 12 AL ce INT Avg.
HD 10 MR 10% THACO011 #AT1
Dmg 1d6 (wegpon)

Special Att/Def: An ohdowa can burrow amost as fast as it can wak. It can summon and command 1d10
snakes or piders and isimmune to poison.
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Arthurian Heroes

King Arthur was a ceebrated British hero, a legendary ruler credited with uniting tte independent and
belligerent knights of Britain a the Round Table and besting back the Saxons and other barbarian invaders. He
aso edtablished a ream of virtue, Logres, that was the spiritua counterpart of his material kingdom. In this way,
Arthur became not only the principa defender of Britain, but the embodiment of her ethica ideds as wel. In
every sense, he was the ultimate savior-king of Britain.

Despite his legendary standing, Arthur and his companions are seen as very human. Arthur himsef $ nearly
aways presented as just, powerful, wise, and generous. But he is adso pictured as indecisive, unseeing, petulant,
and occasondly subborn. His queen, Guinevere, is beautiful and dedicated, but she is in love with Arthur's
greatest knight. Despite his dedication to Arthur and the principles of virtue, this knight, Launcelot, is powerless
to keep himsdf from returning her affection.

These characters, and hundreds of others, are described with such vividness and detail that it seems impossible
that they did not live. Yet, the Round Table has never been discovered and the locations of Arthur's castles have
never been determined. The idand retrest, Avalon, remains as thoroughly hidden by the haze of time as it ever
was by ocean migts.

Many mythologists insst that the great king never lived. Arthur, they clam, is the personification of a Cdtic
dety or, & mos, an exaggeration grown out of the exploits of a conquering barbarian king. But for every
mythologist who believes Arthur did not live, there is a historian who has devoted his or her life to proving that
Arthur is more than mere legend. Many believe that they have found the locations of his most famous battles, the
mounds upon which his castles once stood, even an idand that might have been Avaon. Unfortunately. many of
these assertions conflict, and it is not within the scope of Legends & Lore to sort through their claims in search
of their vaidity. For our purposes, it is the legend itself, and the people who created it, that matters most.

Whether he lived or was only a mythica ided, Arthur was born into an Britain descending into the depths of
anarchy and chaos. The time was 500 AD The Germanic tribes of wha is now esstern Europe were sweeping
down on the degenerating Roman Empire, conquering Gaul, Spain, and even sacking Rome hersdf. Faced with
such fierce oppostion, Rome withdrew her legions from the far-flung teritories, leaving Britain undefended,
disorganized, and easy prey for the fierce Saxon, Angle, and Jute warriors of wha is now Denmark and northern
Germany.

It was Arthur who united the quarrdsome British knights and led the fight to repd the invaders Many
historians claim that he was the grandson of a Roman named Congantine (probably not the Emperor, though that
is a posshility), and was trained in wafare & a Roman academy. He united the British redms through his
tactical genius and was elected to lead the defense against the Saxon invaders.

According to legend, he was the son of Uther Pendragon and Ygraine, conceived through Uther's
impersonation of Ygrane's hushand even as he lay dying on the battlefield. Upon Arthur's birth, the wizard
Merlin took the infant and had him raised by an honest and trustworthy knight, so the youth would mature into a
wise and just king. Arthur was proclamed king at the age of 15, when he pulled the sword Excalibur from a
stone a a contest to pick the new king. (In many versions of the myth, Arthur was given Excalibur by the Lady
of the Lake)

Upon achieving kingship, Arthur moved quickly, defegting the barbarians in a series of fights known as the
Twelve Bdttles. In the lagt of these battles, fought & Mount Badon, he reputedly killed 960 enemies persondly,
putting an end to the Saxon invasion — a least during hislifetime.

After the Twelve Battles, Arthur began uniting the British knights around the Round Table and establishing the
chivdric order that was his grestest nonmilitary achievement. It was during this time that Guinevere and
Launcelot fel in love, and began the affair thet would eventudly devastate the unity of the Round Table.

Also during this great peace, Arthur's jedous haf-sster, Morgan le Fay, began sudying sorcery and engaged
in many plots to destroy her brother and his achievements. Her most successful plot was the conception of
Mordred, who was degtined to betray Arthur. Morgan's plots became so troublesome that Arthur was forced to
banish his haf-sister from court, further undermining the unity of the Round Table.

In the midst of the Round Tabl€'s troubles, the knights of Arthur's Ream faced their grestest test: the search
for the Holy Grail. At a feast where al the seats of the Round Table were filled, the Holy Grail momentarily
agppeared over the table. When it vanished, al the knights present swore to sk the golden chdice. Although
they dl tried vaiantly to complete the quest, it was the saintly Sir Galahad who finadly drank from the Holy
Grail and cured many evilswhich had been afflicting the land.

Upon completion of the Grail Quest, Arthur's court began to decline Severd knights had died during the
quest, Launcdot and Guinevere were powerless to discontinue their love affair, and Mordred was conspiring to
usurp Arthur's throne. The find blow to the unity of the Round Table came when Mordred presented Arthur
with proof of the Queen's adultery and demanded that she be executed, per the lawv. When Arthur reluctantly
agreed, Launcedot took the queen and fled. The King and his knights followed, laying Sege to Launcelot's cadle
in order to enforce the law. During the bettle, Launcdot saved Arthur's life. As a reault, the King agreed to a
trucein which Launcelot exiled himsdlf to France and returned Guinevere.
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Unfortunately, many of his knights did not approve of this arrangement, most notably Sir Gawain, who was in
the midst of a blood feud with Launcelot. In order to preserve what endured of his rem, Arthur agreed to attack
Launcdot in France. While he was away, Mordred atempted to usurp the throne and marry Guinevere, further
shattering the Round Table. Upon hearing of this, Arthur returned with his remaining loyd knights. They faced
Mordred's forces in a terible batle a Camlann that left only a handful of men dive. Although Mordred was
killed, Arthur himsdf was mortaly wounded. Before he died, Arthur had Excalibur returned to the Lady of the
Lake, then wasferried to Avaon by three mysterious queens.

Upon hearing of Arthur's death, Launcelot returned to find that only five Knights of the Round Table dfill
lived, and that Arthur's Realm was shattered beyond repair. Guinevere had entered a monastery to repent of the
sin tha had destroyed the Round Table Launceot followed her lead by giving up his ams and becoming a
monk. By the time he and Guinevere died, England was again being overrun by barbarians.

Role-playing in an Arthurian Setting

Unlike mog of the other beings described in Legends & Lore King Arthur and his companions are not deities.
They are legendary heroes, and, as such, should not be worshipped. Even if they could hear a cleric’'s prayer and
or warrior’s pleafor supernatura aid, they would most likely be powerless to answer.

Instead of treating the Arthurian Myths as a pantheon of supernatural beings, DMs wishing to make use of it in
thelr campaigns should view it as a sdting. The Arthurian saga will fit into dmost any campaign, especiadly
those based to some extent on the European Dark and Middle Ages. Any isolated land, such as an idand or
remote peninsula, will serve as the territory. Sprinkle it liberaly with an assortment of feudd lords, add an
invading horde of barbarian plunderers, then have Arthur, or a sSmilar great leader, unite the lords in order to
defend their homeland.

The player-characters might arrive in this setting in any number of ways If they don't have seasoned
characters dready, they might dat as a squires or men-at-ams for one of the smdler knights, then work ther
way into Arthur's court during the many battles against the barbarians. On the other hand, if they have aready
been adventuring for some time, they might encounter one of Arthur's knights, or hear stories of a fabulous court
where dl knights are treated as equds, which is renowned for its judtice, and where strangers are aways treated
as welcomed guests.

Once they have reached the Round Table, of course, they may find themselves deeply entwined in the palitics
of court, asked to undertake a perilous quest on the king's behaf, or suddenly forced to prove their skill and
courage in the midst of agreat tournament.

Duties of a Knight of the Round Table

Any player character aspiring to a seat on the Round Table will have to earn it. Firs, they will have to atract
Arthur's attention through some vaorous deed or trait, such as prowess a& arms, undaunted bravery, a thorough
command of magic, unerring piety, etc. Once Arthur has noticed such persons, they will have to impress him
with their adherence to a strict code of behavior.

They must be just, loya, courteous, generous, and, most importantly, reverent; they must protect the poor and
week, and never deny protection to a lady or maiden; the must remain clean and chaste in spirit and in flesh
(though it is permissible to love from afar); they must strive for candor and flee from pride; and they must face
desth a dl times with courage and good bearing. Although Arthur is not foolish enough to believe that dl of his
knights can live up to this code al of the time, he will not extend an invitation to the Round Table to anybody
who displays more than minor variations from these sandards.

Taken together, these standards may be interpreted as the Code of the Round Table. The code is rooted in deep
faith in the existence of an ultimate deity, in the beneficence of the a specid order, and in the belief that men and
women prove their worthiness only to the extent that they serve an ided greater than themsdves. While, for
game purposes, it should certainly be possble for a player character to become a man of the Round Table
without sharing Arthur’ sreligion, they should share these three beliefs, at lesst.

Arthur will permit an individual of any character class into his court, provided their apparent adignment is some
variation of good. Generdly, their scores must be at least 10 in attributes, at least 15 in their primary atribute,
and it mugt be a minimum of 5th levd (unless admitted as a domestic servant or squire). Only fighters of 10th
levd or greater, well-versed in jousting and sword combat, will be invited to st a the Round Table itsdf.
Nobody using poison, backstabbing, or other trickery to win acombat will ever beto stay in Arthur’s court.

The Pious Knights

A specid order of clerics known as "The Pious Knights' wanders through Arthur's ream. These clerics are
warrior-priests who have dedicated their lives to reverence and righteous use of force. Though their deity
remans myserious and distant, they are unswerving in their devotion. The Pious Knights will undertake any
mission that contributes to the greater glory of their deity or order, no matter how dangerous or life-threstening.

Though they are an organized order, the Pious Knights have no centra seat of control or power. Instead, they
gather a a secret circle of standing stones once per year to introduce new initiates and discuss the order’'s
business. The Pious Knight with the most experience pointsistrested as group’s spiritua leader and advisor.
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During the rest of the year, they wander through the rem seeking out poor and oppressed people to help.
They differ from the Knights of the Round Table in that they usualy direct their atention to peasants in distress
rather than nobles. Despite this difference in emphasis, the Knights of the Round Table respect the Pious Knights
very highly. The leader of the Pious Knights is dways granted a seat a the Round Table, and, at various times,
severd other members of the order have also sat at thetable.

To become a member of the Pious Knights, an initiate must become the squire of a Pious Knight of 10th level
or more. Such initistes must meet the following requirements. Strength 13, Condtitution 9, and Wisdom 15.
Ther prime requistes are Strength and Wisdom, and a Pious Knight who has scores of 16 or more in eech
receives a bonus of 10 percent to the experience points he earns. Only humans may become Pious Knights. Pious
Knights must aways be lawful good in dignment, and automaticdly lose the benefits of ther character class if
their dignment changes. In this case, they revert to being smple warriors until they have peformed a suitable
act of contrition. Characters whose alignments are changed to evil, however, can never again be a Pious Knight.

In combat, Pious Knights may use non-cutting wesgpons, such as maces, nals, or dings. For tournament
purposes, they may use lances and swords, providing the cutting edges and points have been dulled. They may
never use wegpons of backstabbing or deception, such as daggers, poison, or garrotes.

Intentionally causing the desth of a human or demi-human, even in the heat of combat, results in an immediate
and irreversble loss of powers for a Pious Knight. Such characters immediatdly become smple wariors of a
level appropriate to their experience points. Note that thismay result in aloss of levels.

Pious Knights inadvertently causng the desth of a human or demi-human lose a 3d10 x 100 experience points
and must undertake an act of penance before they may begin advancing again.

Pious Knights are a cross between cleric and warrior. They use the THACO, Hit Dice, and Saving Throw tables
of warriors, but use the Experience Level, Spell Progression, and Turn Undead tables of cdeics They may
employ the standard powers of cdlerics, save tha they have mgor access only to the dl, credtion, heding, and
protection spheres and have no access at dl to other spheres. They receive no granted powers from their deity.

At the first level of experience, Pious Knights are alowed to adventure on their own or with a group of their
choosing (as long as this group does not contan any characters of evil adignment that the knight knows about).
At the tenth level of experience, they may accept up to six initiates of levels 05 as squires and companions. It is
the respongibility of the Pious Knight to ensure that these initiates are lawful good.

The shield symbol of the Order of Pious Knightsis a representation of the Holy Grail.

Special Note: There is no evidence, in literature or history, that suggests an order resembling the Pious
Knights redly exiged in Britain during this time. The Fous Knights are offered as a new character class for
gaming purposes only, and the use of this order in your campaign is strictly optiondl.

Portents, Omens, and Transgressions

Although Arthur's deity remains distant and unapproachable, Arthur's world is filled with portents, omens,
mysterious magic, and miracul ous occurrences.

Portents associated with duty, an upcoming quest, or some other endeavor important to the welfare of the
kingdom take the form of a rdigious symbol such as the Holy Grail. Beneficent omens are associated with
romance, beauty, or a lovedy woman; for example, the Lady of the Lake is often credited with giving Excalibur
to Arthur. Signs of doom are identified with the harsh sde of nature or paganism; for instance, Merlin was able
to prophesize the downfdl of one of Arthur's predecessors, Vortigen, after watching a red dragon devour a white
dragon.

In Arthur's world, transgressons of proper behavior cary ther own tragic consequences. The direct
involvement of a supernatura being is never required to levy a punishment, for the well-being of the world
depends upon the good behavior of its inhabitants. If they fal in their duty, their sins reverberate throughout
society and eventualy come rolling back to destroy them. Thus, the love affar of Guinevere and Launceot
destroys first the unity of the Round Table and ultimately forces them to enter a monastery to repent from the
atrocious consequences of their deeds.

New Spells
Imper sonation (lllusion)
Sixth Leve Wizard

Range Touch
Components: V, S, M
Duration: 1 turn/level
Cadting Time: 1 round
Areaof Effect: One person
Saving Throw: Specid

When this spell is cast upon a willing recipient, he immediately assumes the appearance of another person
whom he wishes to impersonae. The recipient becomes the same height, sex, and race of the target, even
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spesking with the same voice, and gesturing with the same mannerisms. The impersonator is indistinguishable
from theimpersonated in al outward appearances.

However, the impersonator does not acquire the subject's memories or abilities, and cannot automatically
spesk the subject’'s language. Furthermore, if the impersonator does anything that is out of character for the
subject, anybody present who knows the subject mekes a saving throw versus spdls. Anybody making a
successful save sees through the illusion and redizes that an impostor has taken the subject’s place.

The materia component of impersonation is a drop of blood, lock of hair, or cherished possesson beonging to
the person who isto be impersonated.

Revelation (Greater Divination)
Sixth Level Wizard
Fifth Level Priest (Divination)

Range Lineof sght
Components. V, S
Duration: 1 round
Cadting Time: 1 round
Areaof Effect: Sdlf
Saving Throw: None

By casting a revelation spdl, a wizard immediately understands, in wnerring detail, the complete meaning of an
omen or portent. This spell can only be used when the spdllcaster sees the omen, and must be used while the
portent remains visble. Revelaion cannot be used to predict the future, except as indicated by the portent, nor
even who sent the omen. The spell only reveal s the exact meaning of the omen.

Should a spdllcaster atempt to use revelation to understand an unusua event which is not an omen, the spell
fails, athough the caster does learn thet there is no great importance to the supposed sign.

Protection From Death (Necromancy)
Seventh Level Priest

Sphere: Protection
Range: Touch
Components: V, S, M
Duration: 1 turn

Cagting Time: 2 rounds
Areaof Effect: individud
Saving Throw: Negates

Protection from death is a powerful priest spell which temporarily prevents an individua from dying. When
cast upon a willing recipient, no saving throw is required. The individua suffers damage normdly, save that
when he reaches zero hit points, he must smply admit defeat and retire from combat. While under the influence
of a protection from death spell, an individud is immune to the effects of poison, diseese, and desth magic. The
protection from desth spel can be cancded by a disped magic spel, leaving the individud subject to death
normally).

After a protection from death spell wears off, the individua is completely heded and returned to full hit points.
Log limbs and the like are not regenerated, however, unless they have been recovered and ae hdd in place
when the spell fades out. If the person has suffered injuries too severe to permit survival after the spell ends
(beheading, for example) then they will Smply die.

The materia component of this spell is an item taken the body of adead person.

New Magic Items
Holy Grail

The Holy Grail is a sacred rdic brought from Rome to Britan by Joseph of Arimathed's family, where it was
logt until Arthur's knights set out on their search. It is a large chalice that gppears to be made of pure gold,
though in redity it is craft from wood. In order to even see the Holy Grail, one must be of Lawful Good
adignment and above evil temptations. Only a knight of saintly virtue may actualy touch or drink from the Holy
Grail.

When a worthy knight drinks from the Grail, he activates its magicad powers. At this point, the chalice has the
following powers, which it exercises automaticdly as the need indsts create food and water (for al those who
can e it), heal, neutralize poison, remove curse (for anybody who can see it) and plant growth over any barren
area into which it is taken. Once a saintly knight drinks from the Grail, it disappears from his hands and is again
lost until found by another worthy man.
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Excalibur

Given b Arthur by the Lady in the Lake in return for a favor to be named later, Excalibur is the magicd sword
which gave Arthur the power to unite the kingdoms of Britain. Its origins are as misty as the location of Avaon,
but it is clear that the weapon was brged by some supernaturd being in order to asist worthy kings in defending
Britain. Excalibur is a sword of sharpness +5 that can only be wiedded by a Lawful Good warrior of 18 strength
or greater. If stolen, taken by treachery, or lifted in an evil cause, Excalibur will bresk upon contact with another
wegpon. It can only be mended by returning al of the resulting pieces to the Lady of the Lake, she will only
mend it for aworthy king, such as Arthur.

As vduable as Excalibur itsdlf is the sword's scabberd which prevents blood from flowing from its wearers
wounds. Anyone wearing the scabbard suffers damage from bludgeoning, magic, fire, and other forms of non-
cutting attacks. The scabbard only functions for a Lawful Good wearer.

King Arthur

King Arthur is the legendary ruler who united Britain and beat back her Saxon inveders He dso established a
redm of virtue, Logres, that is the spiritual counterpart of his materid kingdom. Arthur is not only the principa
defender of Britain, but the embodiment of her ethical idealsaswell.

Arthur's heritage and remarkable achievements have dready been discussed in the introduction to this section,
0 it shdl suffice here to say that he is a savior king in every sense of the word. He rules his redm, the united
kingdoms of Britain, with compassion, wisdom, and, when need be, unappeasable might.

Pdadin 16, Bard 5

Sir 18/52 Dex 16 Con18
Int 17 Wis 18 Chal8
AC-1 MR nil MV 12
HP 147 AL Ig THACO03
#AT 2 Dmg 1d8 +5 (Excdlibur) +3

Priest Spdls: 1) conmand, remove fear, protection From evl; 2) enthrall, hold person, dow poison 3)
remove paralysis, magical vestment; 4) cloak of bravery.

Arthur is married to the beautiful Guinevere, whom he met when he came to the aid of her father, Laodegan,
who was being besieged by Irish forces. Despite the fact that they were outhumbered, Arthur and his company
atacked the Irish and drove them away. In gratitude, Laodegan promised Arthur anything he wanted. The young
king, who had falen in love with his host's daughter the ingtant he saw her, asked for Guinevere's hand in
marriage. Laodegan was happy to comply, though it was not clear that Guinevere returned Arthur's fedings. In
addition, Laodegan presented Arthur with an oak table large enough to seat 250 knights. This table eventualy
became known asthe Round Table.

Physicaly, Arthur is a huge man with strong, honest festures, a heavy beard, and a penetrating gaze. He is
never far from his famous sword, Excalibur, or its magica scabbard (see section introduction far description of
these two magic items). In combat, he wears glisening plate mail, his bgewded war crown, and caries a shidd
bearing his device, the golden dragon.

King Arthur has al of the powers normdly due a paadin of his rank. Because of his satus as the savior of
Britain, however, he is not bound by al of the restrictions which normaly apply to paadins. First, he has
dtracted a large body of followers in the guise of the Knights of the Round Table Second, he is dlowed to
accumulate vast sums of wedlth, which he uses for the good of England.

Merlin

Merlin was concelved by a woman who had the misfortune of being seduced by supernatural cregture of evil
origin. Fortunately, she was a woman of outsanding mord character and related her misfortune tune to her
confessor, who used aholy symboal to save her unborn child from the clutches of evil.

Wizard 17, Druid 14

Str 12 Dex 15 Con 20

Int 19 Wis 18 Chal4
AC2 MR 15% MV 15

HP 77 AL ng THAC012
#AT 1 Dmg 1d6 (staff)

Wizard Spells: 1) deect magic, identify, read magic phantasmal forcg ventriloquism; 2) detect evil, detect

invishility, ESP, invishility, mirror image 3) dairaudience, clairvoyance spectral force, phantom dead,
wraithform; 4) detect scrying magic mirror, hallucinatory terrain, illusonary wall, phantasmal killer; 5)
contact other plane, false vison, advanced illuson, dream major creation; impersonation, revelation,
permanent illusion; 7) vision, smulacrum monster summoning V: 8) screen, trap the soul
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Priest Spells: 1) detect evil, creaste water, cure wounds, pass without trace, entangle, faerie fire 2) messenger,
snake charm, dow poison, barkskin, trip, obscure 3) meld into stone, protection from fire pyrotechnics, shape
tree, call lightning; 4) produce fire cure serious wounds, neutralize poison; gticks to snakes, control
temperature, 10 radius; 5) transmute rock to mud, wall of fire, cure critical wounds, 6) done tel, heal; 7)
creeping doom.

Born a least three generations before Arthur, served severa kings, including Arthur's father, Uther, acting as
an advisor, seer, and magician. He is a grizzled old with a long white beard and har, though he is dso
surprisingly agile and hardy for his appearance. His supernatura heritage gives him the ability to regenerate 1 hp
per round and is regponsble for his unusualy high inteligence, which renders him immune to 1t leve illuson
spells.

Merlin is often credited with supernatural prophetic abilities, but this assumption is not exactly accurate. He
has an intense interest in divination magic, which he often uses in atempt to foresee the future Merlin's staff
sarves as asaff griking and absorbs spdll levels like astaff of the magi.

Though he has a good heart, people often regard Merlin surly and impatient. This is because he rarely tolerates
fools and never tolerates sdfish or evil people Merlin's one wesk spot, however, is his love for a pretty face —
more than one woman has made afool of him.

Queen Guinevere

After risking his own life to save Laodegan from a band of Irish besegers, Arthur was rewarded with the hand
of Laodegan’'s beautiful daughter, Guinevere. Unfortunately, dthough she regpected and admired the young
king, Guinevere was not truly in love with him. Nevertheless, she was obligated as a dutiful daughter to do as

her father wished and marry the king.

Bard7

Str 12 Dex 16 Con 16

Int 13 Wis8 Chal9
AC8 MR nil MV 12

HP 42 AL cg THACO017
#AT1 Dmg 104 (dagger)

Spells: 1) charm person friends, protection from evil; 2) detect evil, ESP; 3) non-detection.

Despite Guinevere's lack of feding for Arthur, the roya couple had a happy and harmonious life for a time,
for the king was a kind and just man. However, their happiness came to an end when Launcdot of the Lake rode
into court and asked for admittance to the Round Table.

Merlin had foretold of the coming of a young, sturdy knight who was invincible in combat. Both Arthur and
Guinevere immediately recognized Launcdot as this man, and welcomed him with open arms. Unfortunately,
Guinevere and the handsome knight dso fell hopeesdy in love with esch other. For many years, the pair
managed to keep their love virtuous and chaste, ennobling themsdves and drengthening the Round Table
through their sacrifice But as Guinevere picnicked with her ladies-in-wating one day, the crud Sr Mdeagans
kidnapped her and caried her off to his cadle. Of course, Launcelot soon came to her defense and, after facing
many dangeroustrias, rescued her. In the passion of the moment, they consummated their love.

After returning to court, Guinevere tried to retore their love to its previous courtly form. But, having known
bliss in Launcelot's ams once, she will not be able to resist temptation indefinitely. It is this weakness that
ultimately led to the downfall of the Round Table.

To new acquaintances, Guinevere often seems rather doof and haughty. As the Queen, she is accustomed to
dedling with power-hungry, manipulative nobles, and tends to hold strangers at arm’s length until confident of
their true motivations. Once she knows somebody well, however, she has awarm and generous personality.

When ghe finds it necessary, Guinevere can make hersdf irresgtibly enchanting by usng a combination of her
bardic magic, naturd charm, and unparaleled beauty.

Sir Launcelot of theLake

The greatest knight of the Round Table was Launcdot of the Lake, who was invincible in combat and
irreproachable in character — save for his love of Guinevere. Orphaned as a young child, he was raised by the
Lady of the Lake in her underwater castle. She saw to it that he was trained not only in the ways of the warrior,
but dso in those of chivalry, and became the ided paladin.

Fighter 18

Str 18/00 Dex 18 Con18
Int 14 Wis13 Chai8
AC-3 MR 10% MV 12
HP 115 AL lg THACO00
#AT 2 Dmg 1d8/1d8 (sword) +6
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When Launcelot turned 18, the Lady of the Lake gave him a magic ring (which modified his AC by -3 and
bestowed a 10% magic resgance), and sent him to Arthur's court to join the Round Table. The young knight
was immediately accepted, and he fel irretrievably in love with Queen Guinevere, though he swore to love her
fromefar.

Launcdot quickly proved his worth and became the king's champion and most trusted friend. He went on
many quests for Arthur and defended the king's side in many batles. In addition, it was Launcelot who rescued
Guinevere when Sr Medeagans abducted her. Near the end of this adventure, Launcdot and Guinevere
consummated their love. It was after that episode that Launcelot lost the benefits of paladinhood and became an
ordinary knight. Despite his fdl from grace, Launceot continued to serve his friend the king, struggling dl the
whileto return hislove for Guinevereto its pure and chaste form.

Launcelot is the object of the affections of Elaine, the beautiful daughter of one of the minor kings of Britain.
She has even resorted to sorcery to win his affections, having hersdf changed into a likeness of Guinevere in
order to seduce the handsome knight. This episode, during which they conceived Launcdot's son Galahad, so
disturbed Launcelot that he became ahermit for atime.

His presence was missed so much that both King Arthur and Guinevere spent fabulous sums searching for him,
eventualy finding the sad knight and convincing him to return to Camdot and the Round Table. This proved
disastrous, for having known Guinevere' s physica love once, he was not be ableto resist it forever.

Launcdot is the perfect gentleman, dways courteous to thoee he meets and willing to give al drangers the
benefit of the doubt. He is extremey charming and will gladly befriend any person who would befriend him,
provided that friendship does not encroach on his loydties to Arthur or Guinevere. Those who mistake his mild
manner for cowardice, however, will soon seethat thisis not the case, for Launcdlot is fearlessin battle.

Lady of theLake

The Lady of the Lake is a person of mysterious origins, and some believe fairy blood runs in her veins. She is
the women who raised Launcelot and who presented Excalibur to Arthur. In times of peril, she occasiondly
helps heroes who observe the Code of the Round Table Even then, she seems withdrawn and doof, as if
concerned with something beyond the comprehension of mortals.

Enchantress 16

Str 13 Dex 15 Con 16

Int 18 Wis 16 Chal8

AC2 MR 15% MV 12, 10 (sw)
HP 65 AL lg THACO016
#AT 1 Dmg 104 (dagger)

Spells: 1) comprehend languages, dancing lights, light, charm person friends, hypnotismm 2) fog doud,
continual light, levitate, bind forget, ray of enfeeblement 3) tongues, water breathing, wind wall, wraithform,
hold person, suggestion; 4) charm monger, confusion emotion, enchanted weapon, humble, magic mirror; 5)
airy water, distance distortion, dream domination, feeblemind, hold mongter; 6) part water, enchant an item,
guards and wards, mass suggestion; 7) Mordenkainen's magnificent mansion, teleport without error, shadow
walk; 8) permanency, antipathy-sympathy

The Lady of the Lake lives in a cadle in the waters of a hidden lake, where she stores many magicd items. She
adwayswearsapair of magica bracers bestowing AC 2 upon her.

Mordred

Mordred is the son of Morgan le Fay, Arthur's hdf-dgter. Though his mother is married to a Knight of the
Round Table, Mordred's true parentage is in doubt. It is well known that his mother is a seductress, and there are
whispers that she practices the darker side of magic.

Fighter 14

Str 18/76 Dex 16 Con 18
Int 15 Wis11 Chal5
AC-1 MR nil MV 12
HP 9% AL le THACO5
#AT 2 Dmg 1d8/1d8 (sword) +4

As Morgen le Fay's son and Arthur's nephew, Mordred has been granted a seat at the Round Table. However,
he secretly covets Arthur's power and shares his mother's hatred of the King. He is aways scheming to usurp
the throne, and is working to shatter the unity of the Round Table by exposing Guinevere's affar with
Launcelot.
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Morgan le Fay

The daughter of Ygraine and Gorlois, Morgan le Fay is Arthur's hdf-sster. Secretly hitter over her father's
death and the trickery which Uther, Arthur's father, employed in seducing her mother, Morgan is determined to
see her begotten son, Mordred, replace Arthur as king of Britain.

Illusionist 14

Str 10 Dex 17 Con 17

Int 18 Wis7 Chai8
AC4 MR nil MV 12

HP 64 AL ce THACO016
HAT 1 Dmg 1d4 (dagger)

Spells: 1) shocking grasp, unseen servant, charm person change dif, ventriloquism, magic missle 2) alter
«df, darkness 15 radius fools gold, hypnotic pattern, invishility, mirror image; 3) hold person, suggestion,
spectral force, fireball, wraithform, lightning bolt; 4) polymorph other, fear, dimension door, minor creation,
phantasmal killer; passwall, summon shadow, advanced illuson, dream seeming; 6) project image, invisble
dalker , permanent illusion prismatic spray, sequester.

She is an accomplished seductress who uses her charms to sow discord a@ the Round Table In generd, Morgan
does her best to gppear seductive and charming to strangers who might prove useful to her. Should one of these
unfortunates yield to her charms, this domineering woman soon atempts to subvert his mordity and twist him to
her own ends.

Sir Gawaine

The favorite nephew of King Arthur, Sr Gawaine is a vaiant but prideful knight who will stop at nothing to
avenge a blemish to his honor. He has engaged in many adventures on behdf of Arthur and the Round Table,
incuding the famous incident with the Green Knight. Gawaine is angry with Launcdot for an imagined inault,
and is awaiting an opportunity to avenge himsalf.

Fighter 16

Str 18/30 Dex 18 Con18

Int 16 Wis13 Chal6

AC-3 MR nil MV 12

HP 102 ALn THACO4
#AT 2 Dmg 1d8 +2/1d8 +2 (Galantine) +3

Gawaine's sword, Galanting is a +3 weagpon. He dso the benefit of a unique magicad gift. From 910 in the
morning, his drength increases to 19; from 10-11, it is 20, and 11-12 it is 21. After noon, his strength returns to
normal.

Sir Galahad

Gdahad is the son of Launcda and Elaine, conceived when Elaine used a magic potion to impersonate
Guinevere in order to seduce Launcelot. After his mother died of grief because Launceot would not have her,
Galahad was reared by monks.

Pdadin 15

Str 18/00 Dex 18 Con18
Int 15 Wis18 Chal8
AC-3 MR nil MV 12
HP 108 AL Ig THACO03
#AT 2 Dmg 1d8/1d8 (sword) +6

Spells: 1) remove fear, detect magic, detect evil; 2) hold person, dow poison; 3) dispel magic

Perhaps because of his upbringing, or perhaps to make up for the impurity of his conception, Galahad has
remained chaste throughout his life. His physica attractiveness and his prowess are as evident as his saintly
moral standing. Merlin has prophesied that only Sir Gadahad has the necessary mora perfection to complete the
Grail Quest.

Sr Gadahad wears white fidd plate and carries a white shiddd with a red cross. Once a day, the shield can cure
critica wounds.

The Green Knight
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Srr Bernlad, a knight of fiercely independent disposition, is one of the few powerful lords who has not sought a
chair a the Round Table. He rode into Arthur's court in bright green armor and chalenged any man to hit him
with his axe. When Gawaine accepted this chdlenge and beheaded him in one stroke, Bernlad smply picked up
his head and | &ft, ingtructing Gawaine to present himself for asimilar strokein ayear.

Fighter 14

Str 18/77 Dex 13 Con 18
Int 17 Wis 14 Chal2
AC1 MR nil MV 12
HP 9% AL cg THACO05
HAT 2 Dmg 1d8 +3/1d8 +3 (Axe) +4

True to his word, Gawaine sought out the Green Knight and presented himsdf for the return stroke. After a
series of tests designed to tet Gawain€'s virtue, Bernlad merdy nicked the vaorous knight and discharged the
obligation.

The secret of Bernlad's immunity to harm lies in his Green Armor, which was given to him by the Lady of the
Lake in order to test the virtue of Arthur's court. As long as Bernlad wears the armor, he cannot be harmed by
any physica wegpon. Thi s enchantment applies only to him. In addition, Bernlad' s battle axe is a+3 weapon.

Sir Percivale

After his father and two brothers were dain in knightly combat, Percivde's mother took him deep into the
woods to raise him in ignorance of chivary. Her plan did not succeed. At the age of fifteen, he met some knights
who told him about the Round Table. He set off for Camelot and naively presented himsdlf for membership.

Fghter 14

Str 18/10 Dex 16 Con 17
Int9 Wis7 Chal6
AC-1 MR nil MV 12
HP 78 AL cg THACOG6
#AT 2 Dmg 1d8/1d8 (sword) +3

As it often does for fools, fortune smiled on him. He arrived in time to see a huge knight in golden armor insult
Arthur and sted one of the King's fine golden cups. Percivale volunteered to recover the cup and, through a
seriesof lucky accidents, defested the knight.

As he was trying to dtrip the knight of his armor, an old knight happened by and took pity on the rash youth.
This knight offered to teach Percivde the codes of chivdry and the at of combat. When Percivale returned to
Camdlot, he wasameatch for any of the knights.

Sir Tristram of Lyoness

Born in sorrow by a dying woman, Tristram was raised by a faithful tutor who saw that he learned the chivaric
arts. After severa adventures in which he proved his worth to his uncle, King Mark of Cornwal, Tristram was
sent to Ireland to fetch the beautiful Isolde, who was to be Mark’s bride. Tristram and Isolde accidentdly drank a
potion that caused them to fal deeply and in love. Even after Isolde married King Mark, the lovers continued to
meet secretly, causing King Mark to become one of Tristram’s greatest enemies.

Fighter 17/Bard 6

Str 18/99 Dex 16 Con18
Int 16 Wis13 Chal7
AC-1 MR nil MV 12
HP 105 AL n THACO02
#AT 2 Dmg 1d8/1d8 (sword) +5

Spells: 1) charm person, friends, deep; 2) alter sdif, fools gold.

It is only Tristram’'s association with Arthur's court, where he has proven his prowess by defeating every
knight except Launcelot, that has kept Mark from resorting to murder stop the affair.

Sir Gareth of Orkney

The young son of King Lot, Gareth gained his entry into Arthur's court by serving in the kitchens of Camelot.
As a serving boy, Gareth was continually mocked by he boisterous Sir Kay, who cadled him "Beaumans', or
"bighanded" because of his often ingppropriate generosity. Nevertheless, Gareth remained determined to earn a
seat a the Round Table and continued to train in every spare moment. Eventualy, Launcelot redized the boy's
potential and took the youth under his protection.
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Fighter 15

Str 18/52 Dex 15 Con 18
Int 12 Wis11 Chal2
ACO MR nil MV 12
HP 99 AL ng THACO04
#AT 2 Dmg 1d8/1d8 (sword) +3

After being knighted, Gareth earned a reputation as a fearless protector of ladies in disress, especidly one
Lady Lyoness, whom Arthur eventualy gaveto himin marriage.

The most modest of dl the knights of the Round Table, Gareth is sure to befriend any individuad who is
ridiculed or scorned by the other knight s.

Sir Kay

Sr Kay is Arthur's foster brother and serves as the king's senescha. He is a robugt, boisterous knight who
takes his postion as Arthur's steward extremely serioudy. Kay guards the proprieties of chivary without
understanding the essence of the code, and is congantly upbraiding new arivas to the court for some technicd
violation of the code, even though they may be observing the spirit of chivary far more closdy than Kay
himsdif.

Fighter 13

Str 17 Dex 18 Con 17
Int 15 Wis8 Chal7
AC-3 MR nil MV 12
HP 84 AL cn THACO7
H#AT 2 Dmg 1d8/1d8 +1

Many knights are puzzled by Arthur's tolerance of Kay, for he is a loudmouthed troublemaker who is
condantly causing an uproar a the Round Table. Nevertheless, Arthur remains steadfastly supportive of Kay,
perhaps out of loyalty to Kay' s father and the man who raised him, Sir Ector.

In combat, Kay is a capable fighter, but utterly cruel and without mercy. He wears two magica rings. the first
functions as a ring of free action save that it alows him to breathe underwater for up to nine days. The second
alows him to assume the size and strength of ahill giant.

Bedevere

Degpite the fact that he has only one hand, Bedevere is renowned for his skill with the spear. He is a close
friend of both Arthur and Kay, probably due to the time they spent together as youths, and has accompanied
them on many quests. It is foretold that it will be Bedevere who Arthur asks to return Excalibur to the Lady of
the Leke.

Fighter 12

Str 18/76 Dex 16 Con 16
Int 12 Wis 10 Chal4
AC-1 MR nil MV 12
HP 72 AL ng THACO7
#AT 3/2 Dmg 1d6 (spear) +4

Naciens

Also known as the Holy Hermit, Naciens is nearly six hundred years old — though his longevity is no gift. He
was cursed by Joseph of Arimathea, who brought the Holy Gral to Britain, for an offense which he will not
reved to anyone. He has been doing penance for this offense for the last six-hundred years, and cannot die until
he has completely atoned for his misdeed.

Priest 16

Str 14 Dex 16 Con 18

Int 15 Wis 14 Chals
AC8 MR 20% MV 12

HP 68 AL Ig THACONil
#AT nil Dmgnil

Spell: 1) deect evil, commend, remove fear, detect poison, cure light wounds, endure cold/endure hest,
protection from evil, light; 2) charm person or manmal, enthrall, hold person find traps, dow poison barkskin,
ress fireresst cold; 3) hold animal, ceste food & water, cure blindness or deafness, cure disease, dispd
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magic, protection from fire remove curse 4) cloak of bravery free action, imbue with spdl ability, detect lie,
protection from evil 10' radius, neutralize poisort 5) quest, cure critical wounds dispd evil, moonbeam; 6)
heroes feast, find the path, heal; 7) exaction

Naciens will sometimes seek out worthy adventurers to lend hep in the pursuit of a perilous quest. Under no
circumstances will Naciens ever kill or bring harm to any living cresture. If forced to defend himsdf, he uses his
spdls to protect himsdf from his attacker, but never inflicts damage himsdlf. He does rot look kindly on would-
be heroes who kill without good resson.

Should Naciens hit points fall below zero, he collgpses into a state resembling desth. One day later, however,
he awakensfully restored.

Sir Garlon

Sr Garlon is an unscrupulous knight who uses his thieving abilities to ambush his opponents. He is aided in
his treachery by the ability to turn invisble a will, which he received from a witch of the fens in return for a
promise to use the gift only in the service of evil.

Fighter 13, Thief 3

Str 15 Dex 15 Con 17
Int 15 Wis9 Chai1s
ACO MR nil MV 12
HP 84 AL ce THACO08
#AT 2 Dmg 1d8/1d8 (sword)

Sir Lamorak

Sr Lamorak is a congtant champion at tournaments held by Queen Magawse, his lover. The son of King
Pdlinore, he is a skilled, powerful fighter unlikely to show mercy in battle. He once dew 12 renegade knights of
Morgan le Fay’ssingle-handedly.

Fghter 15

Str 18/00 Dex 18 Con 18
Int 13 Wis8 Chal7
AC-3 MR nil MV 12
HP 99 AL n THACO03
H#AT 2 Dmg 1d8/1d8 (sword) +6

Lamorak has dain severd knights of the Round Table. He is a great enemy of Sir Gawane, and Tristram as
well. Lamorak is one of Percival€s older brothers (and therefore will not be encountered when Percivae is old
enough to fight).

Sir Palomides the Saracen

Padomides is a bitter rival of Tristran's, for the Saracen dso loves Isolde and has sworn to make her his,
regardess of the fact tha she loves Trisram. Wearing the chain mal armor of a Moorish warior, he is well
known for the quickness of his scimitar and his courage in battle. Sir Padomides dso fights from horseback with
a composite bow, which has done nothing to improve his image among knights who regard such weapons as less
than chivdric.

Fighter 16, Bard 3

Str 17 Dex 18 Con 18
Int 15 Wis 10 Chals
ACO MR nil MV 12
HP 102 AL n THACO04
H#AT 2 Dmg 1d8/1d8 +1

Spells: 1) charm person, color spray.

The Average Knight of Renown

In Arthur's time, there were thousands of knights seeking fame and honor in Britain. Knights of Renown
usualy fight with lance, bastard sword, two-handed sword, or morningstar. They often ride a heavy war-horsein
battle. When not engaged in combat, they are usudly riding a lighter horse. All knights have a squire to assst
them with their equipment and there is a 5% tiance that the squire is a better fighter than his knight. Squires
cannot fight from horseback, or use a sword, until they have been knighted. Average knights rarely grant mercy
in combat.
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Fighter 8-10

Str 12-18/00 Dex 12-18 Con 12-18
Int 9-18 Wis 818 Cha818
AC1to-3 MR nil MV 12

HP 40-110 AL any THACO013-8
#AT 3/2 Dmg by weapon + Str bonus

Some average knights: Abdlius, Alamor, Beleus, Berd, Brandiles Cador, Caradoc, Daras, Dodinas, Ebd,
Epinograis, Fedenak, Gahdaine, Gouvernal, Hector, Herlen, Ider, Kehydius, Lanceor, Lucan, Mador, Mdias,
Naram, Ontzlake, Persante, Priamus the Saracen, Sardok, Segwarides, Wisshard.

Knight of Quality

At the minimum, the Knights of the Round Table were al Knights of Quality. Knights of Quality can fight
with lance, bastard sword, two-handed sword, or morningstar. They usudly ride a heavy war-horse in bettle.
When not engaged in combat, they lighter horse. All Knights of Qudity have a squire to them with ther
equipment, and usudly 1d10 men-at-ams of leves 1-7. Ther squires cannot fight from horseback, or use a
sword, until they have been knighted. If they are of good dignment, Knights of Quadlity will grant mercy in
combat 75% of the time, provided they are asked to do so.

Fghter 10-13

Str 13-18/00 Dex 13-18 Con 13-18
Int 9-18 Wis 918 Cha918
AC1to-3 MR nil MV 12
HP50-110 AL any THACO011-5
#AT 3/2 Dmg by weapon + Str bonus

Some Knights of Quality: Accolon, Agravaine, Bdin, Bors, Dinadin, Ector, Gaheris, Liond, Marhaus,
Pelleas, Perimones the Red Knight, Sagramour le Desirous, Trantrist o'the White, Ulfius, Ulwaine.

Arthurian Mongters
TheWhiteHart

The White Hart is a large dbino buck with fifteen point antlers. Knights and their ladies sometimes glimpse it
bounding through the forests of Britain, but commoners never see it unless they have proven themseaves
extraordinarily brave.

The White Hart is a harbinger of adventure that will befal those who spy it. The White Hart inhabits the misty
ide of Avdon. If followed out across the misty waters off Britain's western coast, one will eventually reach the
enchanted ide.

Some say the one who days the White Hart will become England's eternd ruler. But according to others, when
the White Hart dies, dl magic will fade away.

ACO No. 1 8 XP 2,000
MV 20 ML 16 ALn INT high
HD 6 HP 48 MR 25% THACO17
#AT3 Dmg 1d12/1d8/1d8

Special Att/Def: The White Hart can only by hit by magic weapons and can only be tracked when it is in sight
& it leaves no visble tral. It is immune to al spels in anima sphere and enchantment/charm school. Each
round, it regenerates 5 hit points. Lastly, this magnificent beast can run across water without penalty.

The Questing Beast

A powerful sorceress created the Questing Beast in vengeance for the destruction of her lover, a giant who was
preying upon Pdlinore's lands. The Questing Beast is a fourfooted reptile resembling a came without the
humps, and having a long, serpentine tail ending in a nasty spiked bal. It wanders across Pdlinore's lands
wresking havoc and destruction. Because Pdlinorés men used a pack of hounds to track down the giant, the
beasts favorite prey are dogs, which it swalows whole and which sometimes remain dive in the bessts
stomach for years.

Although anybody brave enough to face the horrid creature might be lucky enough to drive it off, only Sr
Pellinore or one of his descendants can kill it.

AC-5 No. 1 SZ 10 XP 5,000
MV 18 ML 18 ALn INT high
HD 10 HP 80 MR 30% THACO11
#AT 4 Dmg 1d12/1d8/1d8/1d10
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Special  Att/Def: The questing besst can only be killed by Pelinore, Percivde, Lamerok, Agglovae,
Durnarde, Tor, Elayne, Gaahad or someone dse descended from Pellinore. Once per day, it breathes a cloud of
poison gas which does 5d8 damage. Those who save versus poison will suffer haf damage .



Aztec Mythology

When Columbus set sail on his famous journey, parts of America were dready civilized — and had been since
nearly 700 years before the Golden Age of Greece. Though Columbus never saw them, three civilizations
occupied the lands he clamed in Spain's name. The Aztec empire was just reeching the zenith of its power,
domingting an area that included much of what is centrd Mexico today. Farther south, the ancient civilization of
the Mayans was waning and had broken up into independent states that ill controlled the Yucatan peninsula
And even farther south, in South America, the mighty empire of the Incas was the bestadministered nation on
Earth, controlling an area extending from southern Columbiato centra Chile.

From a modern perspective, the most amazing thing about these societies was their isolation. Shidded from
Europe by the vast Atlantic Ocean and from the Orient by the even more mighty Pecific, they had evolved from
the dmplest beginnings into complex societies in near-total seclusion. Their people did not suspect that the rest
of theworld existed, and no hint of their splendor had reached Europe or Asia

Regional History

Like those of dl Ameican Indians, the primitive ancestors the Aztecs migrated to the New World in
prehistoric days, crossing the Bering Strait over the frozen sea or during periods of low ocean leves. Gradudly,
these waves of hunters and gatherers drifted south settling on both continents of the Americas. Then, about 3,400
BC, some of the Indians in the Middle Americas made a crucid discovery: they learned how farm corn and other
crops. With the abundance of food provided by a sound agriculturd system, the Olmec people developed the
firgt civilization of the Americas, which lasted from approximately 1,200 to 300 BC.

The Olmecs left a legacy of three vita inventions that shaped American cultures for the next two thousand
years. Firg, their religion was marked by the cult of the supernaturd jaguar-man, vestiges of which seem to have
been part of most cultures more than a thousand years later. A more important contribution was the system of
dite rdigious leadership which lay a the heat of al ancient American naions. Lae in ther culture's
development, the Olmec priests invented a primitive form of glyph writing that was the basis for dl later written
languagesin Middle America

About 300 BC, the Olmec religious center a La Venta is sacked by invaders and their culture faded away.
Civilization did not perish from Middle America, however. The Olmecs were followed by a successon of later
cultures, including the Mayan (in 300 AD), which was perhaps the high point of Middle American artigtic
culture.

The Mayan priests supervised the congtruction of religious complexes dominated by steep pyramids, where
they worshipped awide range of deities associated with nature and their agrarian pursuits. Properly spesking, the
cultural centers were not cities. These religious complexes were inhebited by the priestly dite, who were
supported by farmers from the neighboring countryside

When their civilizetion began to decline, sometime before 1,000 AD, it was invaded by the Toltecs, a warlike
people from whose heritage the fierce Aztecs would soon rise. With the invasion, the bloodthirsty gods of the
Toltecs replaced many of their gentler Mayan counterparts, accounting for many of the similarities between the
lae-Mayan and Aztec pantheons. The revitdized Mayan civilization flourished until 1,200 AD, when the
Toltecs abandoned their capitol in the Yucatan. Again, the Mayans were invaded, this time from the south, and
within 200 years their once-proud civilization was coming apart at the seams.

TheValley of Mexico

While Mayan culture was rising to its great heights in the Yucatan ares, another civilizetion was taking shape
father north, in the Valey of Mexico. Located where modern day Mexico City now dands, the valey was filled
with lakes and surrounded by protective mountains, an idedl location for the early development of agriculture.
By 300 AD, its inhabitants had developed the first true city in the New World, Teotihuacan. Located thirty miles
northeest of Mexico City, Teotihuacan was planned by master architects with a taste for augtere lines and
magnificent proportions. A three mile avenue ran through the middle of the city, connecting a complex of three
pyramids that remains one of the most spectacular Sghtsin Mexico.

But, as in any land, where there is wedth, there were those determined to teke it. In 700 AD, Chichimec
nomads from northen Mexico invaded the vadley, overthrowing Teotihuacan and claming peaceful city after
city for their own. For the next two hundred years, the valley sank into constant warfare as the invaders fought
each other for control of the conquered lands, and as wave after wave of Chichimec nomads arived to join in the
spails.

Then, in about 970 AD, one of the tribes, the same Toltecs who later invaded the Maya civilization, finaly
conquered the Valey of Mexico. After consolidating their hold on the vadley and founding the Toltec capitol at
Tula, ther armies marauded over most of Mexico, and they managed to hold off the new waves of Chichimec
invaders until about 1160 AD, when their capitol also fell to their barbarian kinsmen.

This time, however, the Vadley of Mexico did not snk into anarchy. It was filled with fortified city-states
populated by ferocious warriors, and many of these city states held out againgt the fresh bands of Chichimec
invaders.
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Early Aztec Higtory

One of thee new tribes was the Aztecs, a group of impoverished nomads who, according to their early
legends, had emerged from a cave in Aztlan, an unidentified location in northwestern Mexico. In their
wanderings, they caried with them their one cherished possession, the wooden image of ther terible god,
Huitzilopochtli.

When the worshipers of Huitzilopochtli entered the Valey of Mexico, dl the good land was taken and they
were too wesk to conquer any of the established city-states. Largely because of their brutd religious practices,
they were branded as savage outlaws and ased from place to place by the descendants of their own Chichimec
heritage. At last, however, they persuaded Coxcox, the ruler of Culhuacan, to let them have a patch of serile,
snake-infested land near hiscity.

Here, they built a temple to their god ard lived by killing and eeting the snakes which infested their new home.
But they quickly dienated their benefactor by brutdly murdering his daughter. Coxcox mustered his forces and
Set out to destroy the Aztecs.

They were quickly driven into the marshes of Lake Texcoco, where they escgped by hiding among the reeds.
Their god, Huitzilopochtli, told them they would be safe on an idand where an eagle perched on a cactus holding
a snake in its beak. The Aztecs duly found the idand, hardly more than a few rocks protruding out of the waters.
Astheir god ingtructed, they made thistheir new home.

Huitzilopochtli’s advice was sound. The idand was in the center of three powerful mainland cities, but was not
strongly claimed by any. In addition, surrounded as it was on dl sides by water, it could be easlly defended. The
Aztecs had no difficulty holding their idand, and built their city, Tenochtitlan, uponit.

They soon learned to increase the area of their idand by filling the marshes with dirt and rocks, and by
building chinampas, idets made by anchoring wicker enclosures to the bottom of the lake and filling them with
Slt, reeds, and refuse. These chinampas made remarkably fertile croplands, so the Aztecs had even found a
stable supply of food on their idand.

As the Aztecs filled in the swamp surrounding their city, Tenochtitlan grew rapidly, resching a population of
300,000 at the beginning of the sixteenth century. As an adde, this was five times the size of London a the time.
It was surrounded by an ever widening bet of chinampas planted with flourishing crops of fruits and vegetables.
In the middle of the chinampas, connected to the mainland by three long causeways, rose the city. It was cut into
blocks by a gridwork of cands bordered by narrow pedestrian lanes and crossed by plank footbridges. These
streets were completely dedicated to foot traffic, for the Aztecs made little use of the whed and had no carts or
wagons. This was probably due to the lack of beests of burden. Before the Spanish came, there were no horses,
oxen, cows or other large domesticated animasin the New World.

The humbler houses were made from adobe and the better ones from done and stucco, but al were ceanly
whitewashed and most had smdl courtyards. Everywhere, the city was immaculady cdesn and filled with
blooming flowers, which the Aztecs loved dmost to excess Near the center the city rose the great paaces of the
Emperor, nobles, a high priests. In the exact center, enclosed by the "Wadl Snakes', rose the temple-pyramids
and other ceremonid buildings.

Protected by their invulnerable idand fortress, the Aztecs were free to pursue their favorite occupation: war.
They began to aly themsalves with older city-states, who where willing to offer large rewards for the help of the
fierce Aztec warriors. Eventudly, they learned to play these city-states againgt each other, and gained ther first
sgnificant hold the mainland when they betrayed one aly and helped other defeat it. After this victory, they
quickly learned to exploit conquered cities with unparaleled vigor, and by 147 AD they were the undisputed
masters of the Valey of Mexico, and therefore of Mexico itsdf.

Aztec Culture

The Aztecs were aded in their conquests by a peculiarly bloody religion which encouraged warfare, epecialy
for purposes of taking captives. The emphasis on taking prisoners had nothing to do with mercy, however. After
capture, prisonerswere killed to appease the more bloodthirsty of Aztec deities.

As bruta as this aspect of Aztec society seems to the modern reader, it was not unusud in the Vadley of
Mexico. Mogt of the inhabitants of the region were descended from the same Chichimec nomads as the Aztecs.
They shared many of the same convictions, and dso believed in the beneficid properties of eternd warfare. Like
the Aztecs, their soldiers had no fear of deeth, and thought that perishing in war guaranteed a glorious afterlife.
There are even stories of prisoners preferring death to being set free.

The Aztec preoccupation with war was ® great that when they were not engaged in a red one, they would
arange a mock battle caled a "War of Flowers' with one of their neighbors. Equa numbers of warriors would
meet in agpecid place and fight until a certain number of warriors had been captured.

Aztec wegpons were crude by European standards. swords, which are treated as short sword for game
purposes, were made of wood and edged with obsidian. They dso employed spears launched by spear throwers
which are treated as javelins. Their spear throwers increased the javein's age by +2 and added 25% to the range
of such weagpons. They aso occasionadly used such basic wegpons as clubs rocks. Their armor was of quilted
cotton (AC 8), and they wore helmets shaped like the heads of fantastic beasts.
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As absorbed with war and death as the Aztecs were, these gridy preoccupations did not entirdly dominate their
lives. Every twenty days, they held joyous festivals with feesting, music, and dancing. The same nobles that
supervised gridy religious rites wore robes of glorioudy colored festhers and carried ornate bouquets of flowers
in accordance with fadtidious etiquette. Merchants and craftamen exchanged ther wares in a huge marketplace
that held 60,000 people.

Like mogt of the ancient peoples in Middle America, the Aztecs used a rubber bdl to play a game tha
resembled a cross between volleybal and basketbal. On courts of paved stone, the players used their torsos, rear
ends, and elbows (never their forearms, hands, or feet) to try knocking the bal through stone hoops suspended
on the sdes of the courts. The games were symbols of the play of cosmic forces, and the outcome may have
been used to divine the future. But, undoubtedly, they were also enjoyed as sport.

In theory, Tenochtitian was a democracy. In practice, it was an absolute monarchy whose semi-divine emperor
was chosen by a council of noblemen from a single royd family. The emperor oversaw the appointments of the
high-ranking dignitaries and bureaucrats who helped him rule the city and its conquests. The bulk of
Tenochtitlan’s population consisted of artisans, merchants, peesants, and daves captured in battle or sold into
bondage to pay their debts.

One of the most remarkable achievements of Middle American culture was a complicated caendar, which they
could correct in such a way tha it was more accurate than the one commonly used today. Basicdly, it conssted
of eghteen-day months and twenty-month years. At the end of the year were added five days that were "outsde"
the cdendar, to form a year 365 days in length. During this last five day period, people were careful not to
perform any unpleasant activities, for they believed it was possible that whatever they did during these "outside"
daysthey would do forever.

The Aztecs aso observed a secondary, divinaory caendar conssting of 20 "signs' of thirteen days each. Each
sign wasruled by adifferent deity.

Because celediadl cycles were a key pat of the Aztec religion, they were excdlent astronomers. The
combination of their solar and divinatory cadendars alowed them to make very exact descriptions of earthly time
in relaionship to heavenly bodies.

Aztec Religion

The Aztec pantheon is one of the largest and most complicated known. They had a god who was responsible
for al the mgor forces in naure, and for many sociad aspects of their culture as well. The size of the Aztec
pantheon may be due, in part, to their fondness for war. Whenever they conquered another tribe, they felt it was
important to incorporate that tribe's god into their own pantheon. As a consequence, their pantheon grew a an
impressive rate.

At the root of the Aztec rdigion is their peculiar view of time and space, one of the forces behind the creation
of their daborate cdendar. Like most Middle Americans, to them time and space are the same thing. On the
highest level they merge together into the absolute being of the al powerful deity who exists outsde materid
cregtion. To the condernation of dl living things, time-space has unraveled. It is the duty of the gods to keep it
from unraveling further, and the duty of men to help the godsin their task.

To understand the Aztec association of timespace, it may be helpful to picture a whed with four broad spokes.
One spoke points in each direction: north, south, east, and west. There is dso the hub of the whed, which counts
as a separate place. When the wheel is spinning, the entire thing appears solid and at rest. When it is truly at rest,
however, it lookslikeit is made up of separate parts.

In the Aztec view, the hub and each spoke represent different cosmic age-places, cdled "suns'. Each sun was
associated with a different direction, color, and group of deities. Although the suns exig sSmultaneoudy side by
side, they dso rotate in a sequentid pattern that gives the evolution of the universe a cyclica naure. As the
whesl revolves, different suns gain predominance over the physica world.

Within each sun, only certain forms of earthly life can survive. So the changing of a sun is adways catastrophic,
bringing about grest transformations. The Aztecs live in the Fifth Sun, located in hub of the whed. In some
ways, it is the culmination of dl the other suns, and the only one in which mankind has been able to survive. In
order to keep the Fifth Sun from passing, the Aztecs must feed and strengthen their gods — and the penalty for
falure is the end of cregtion! The Aztecs dso believe in a "world above' and a "world beow" separate from the
horizontal structure of the suns. These worlds are divided into many levels. For our purposes, the most important
aspect of these worlds is that the world below is the home of the dead, and the world above is the home of the
gods, night and day, shooting stars and fiery snakes, birds, heavenly bodies such as Venus, the Sun, the Moon,
and the Milky Way, and the clouds. The progenitor of the gods, Ometeotl, lives in the uppermost plane of the
world above, which embodies dl of existence.

Ometeotl is a personification of the principle of duality which pervades much of Azte thought. He is mae and
femae, negaive and podtive, light and shadow, and could aso be thought of as two separate gods, Ometecutli
and Omeciuatl. Most of the gods of the Aztec pantheon, in fact, had a counterpat of the opposite sex who
performed afunction similar to their own.

On a more human leve, dudity is important in the specid rdaionship existing between every human and his
animal counterpart. At the moment of birth, every human develops a spiritud bond with a particular anima and
their destinies are linked from that point forward. It is possible, the Aztecs believe, to bring a man harm by
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finding his counterpart and doing it harm. These beliefs may wel be a vestige of the Olmecs worship of the
jaguar-man.

Unlike the gods of other mythd, the gods of the Aztecs do not inhabit the planes. Instead, many of them live in
space. It is even possble for humans to visit their homes (for instance, by using the space-trave rules in the
SPELLIAMMER" game). Should a mortd dare such an act uninvited, there is only a 5% chance that the deity
will be a home If he is home, there is only a 1% chance per level of the character that the god will not

disapprove of thevisit (priests of that deity’ s mythos receive a 10% bonus to this chance).

New Spells
L ocate Spirit Animal (Greater Divination)
Fourth Leve Priest

Sphere: Divination
Renge: Specid
Components: V, S, M
Duration: 1 day

Cadting Time: 1 turn
Areaof Effect: 1 person
Saving Throw: Negate

A priest usng a locate spirit animal spell learns the location of the spiritual counterpart of his subject. For a
full day afterwards, he knows the current location of the animal.

This spell is often used to capture a person’s spiritual counterpart, for both good and ill effects. When the
cagter wishes to inflict harm on his subject, he can often do so by injuring, or even killing, the counterpart. The
victim of such an attack suffers symptoms identical to those of the anima (save that he does not necessaily die
if the anima dies), and loses the same number of hit points as his counterpart. If the anima dies and the human
does not, he permanently loses that number of hit points. Such a person can never be subjected to an attack upon
his spiritual counterpart again.

This spell is often used for beneficial purposes when a person is suffering from a mysterious ailment. Often,
the cause of such alments is an injury or sckness affecting the spiritud counterpart. If the anima can be found
and cured, the person will recover from his mysterious allment.

Unfortunately, just because a priest knows the location of a spiritual counterpart, that does not mean he can
reech the animd. The animd may be anywhere within an area of 1d100 x 10 miles of the subject. Often, the
priest must undertake along journey in order to track down the animal.

If the subject is aware of the cadting of this spell and unwilling to have his spiritua counterpart located, he is
entitted to a saving throw. A successful throw indicates that the priest did not find the counterpart, and an
unsuccessful throw indicates that he did.

Once the anima is located, it usualy regards any attempt to capture or injure it as hogtle, even if performed
for the benefit of its counterpart. It is entitted to fight as a norma member of its species in dl ways It is
important to remember, however, tha dl magic and damage affecting the animd dso affects the subject of the
spell. In the case of spels, the human counterpart is dlowed to make a separate sving throw (just as if the spell
had been thrown directly against him), but with a -2 modifier.

New Magic Items
Murky Mirror

The murky mirror is smal disc of polished silver that can be used in three different ways. When a normad man
or woman holds it, he or she makes a Chariama check. If they fail the check, the murky mirror functions as a
norma mirror. If they pass the check, the image in the mirror reflects the individua as others see them. A
beautiful woman who condders hersdf ugly, for example would see a ravishing image of hersdf. A bullying
fighter would seeiin his face theimage of afeared and hated ogre.

When a military leader of any rank looks into the mirror he sees his mogt threatening enemy. The image
dways shows the dze and nature of the enemy’'s forces. Leaders making a successful Intelligence check can
often interpret the enemy’s location from landscape appearing in the image. No sound accompanies the image,
and it cannot be controlled to focus in upon adesired area.

When a priest looks into the mirror, it issues a slverish smoke that engulfs his head and hides what he sees
from view of anyone nearby. If the priest does not withdraw head, he sees a vision of the future. How far in the
future depends upon hisleve, as does the scop e of the vision:

Leve Distance into future Scope of vison

1-3 1 day per level Sf
4-6 1 week per level Sf
7-9 1 month per level Party
10 lyear Party
11 2years Party
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12 3years Party

13-15 1 year per level Country
16-20 5 years per level Country
21+ 10 years per level World

The vison dways shows the future at the precise time listed for a priest of that level and cannot be changed.
The scene it shows is what will happen if events continue a their current course and the priest does nothing to
change them. At the lowest levels, the priest sees only his own future. At the middle levels, he sees the future of
himsdf and 10 of his closest friends (the adventuring party, in the case PCs). When the priest resches 13th leve
or above, he sees the future of the poalitical unit to which he owes alegiance, such as a kingdom or city-state. At
the highest levels, hisvision tendsto al of mankind.

After being used, the murky mirror legps out of the holder's hands and flies into the sky, where it becomes a
bright shining star. Characters attempting to hold onto the mirror have a 5% chance per level (maximum 95%) of
doing so, the mirror will attempt to fly into the sky after each use.

Ometeot! (greater god)

Ometeotl is "the god-abovedl, of the near-and-close, he who is a the center". He is the progenitor of the gods,
who created first himsdlf, then the other gods, and then everything else. In a certain sense, he is the embodiment
of the universe, and al things are a part of him. No statue or depiction of Ometeotl has ever been made, for he is
as invishle as the wind. The only image of Ometeotl that a man can see are his footprints. At will, Ometeotl can
create anything he wishes without tiring.

Roleplaying Notes: Ometeotl is the most doof of al deities and never answers appedls for ad. The only time
he will involve himsdf in human &ffars is if those afars threaten the order of the universe itsdf. In such cases,
he will send his avatar to destroy or correct the problem.

Ometeotl sddom sends omens or warnings to worshipers. If they do something that angers him, he simply
withdraws his favor. If they do something that threatens his power or the order of the universe, he sends his
avetar to destroy them.

Statistics: AL n; WAL any; AoC credtion; SY footprint.

Ometeotl’sAvatar (fighter 18, wizard 18)

Ometeotl’s avatar cannot be seen. He carries a razor sharp sword of pure obsidian. If unsheathed, this sword
can be seen. Ometeotl’s avatar casts spells as an 18th levd wizard and always has acess to dl spdls of dl
schoals.

Str 20 Dex 18 Con 18

Int 20 Wis20 Chal0

MV 20 ZT MR 40%

AC-4 HD 18 HP 144

#AT 2 THACO1 Dmg 1d8/1d8 (sword) +8

Special Att/Def: Ometeotl’'s avatar is adways invisble, even when atacking. No means of detection, ether
magica or mundane, will reved his location. Even while involved in combat, Ometeotl may creste one 10th
level warrior (AC 2, HD 10, THACO 8, HP 120, #AT 3/2, Dmg 1d8 (sword) +6) to fight a hissde.

Duties of the Priesthood

Priests of Ometeotl @ free to behave as they please. However, 10% of any treasure they accumulate, and
every third magic item, must be donated to Ometeotl’s temple or the god will withdraw his support. Before
egting, they are expected to offer half of their meal to their god.

Requirements. AB sandard; AL any; WP any; AR b; SP dl; PW 1) turn undead as if 2 levels higher; 10th)
turninvisble; TU turn.

Huitzilopochtli (intermediate god)

The patron god of the Aztecs, Huitzilopochtli is the god of war, lightning, and fruit and crops. His trandated
name "Left-handed Hummingbird:’ is deceiving, for he is a fierce, bloodthirsty god. He was born of a mortd
woman, fully grown wearing blue jade armor, and carrying a blue javelin. He resembles a blue-skinned man with
hummingbird feathers decorating his head and left leg, though when acting in his guise as a lightning god he
sometimes resembles a serpent. He sends a 10d10 lightning bolt to any location on the Prime materid Plane.

Roleplaying Notes: Huitzilopochtli is quite active in &ffairs of men. Assuming they perform the proper rites,
worshipers can count on him for sound advice Those who have offended him will find ther wegpons
mysterioudy dulled or rotted, usudly a an inopportune moment. Other omens include violent lightning storms,
an unexplained stench of death, and mysterious battle soundsin the night.

Statistics: AL neg WAL any; AoCwar & light; SY
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Huitzilopochtli’s Avatar (fighter 18)

Huitzilopochtli’ s avatar takes the form of a warrior who has won great victories in the distant past. The avatar
is ways amed with a blue javein. When the avatar leaves, his physicd shel, the body of a great warrior,
remains behind. Although no longer divine, the hero remains a force to be reckoned with. He lives for the
remainder of anorma man'slife, but is+3 on al saving throws.

Str 19 Dex 18 Con18

Int 18 Wis 17 Chal6

MV 18 sz6 MR 25%

AC -6 HD 18 HP 144

HAT 2 THACO1 Dmg 1d8/1d8 (sword) +7

Special Att/Def: Huitzilopochtli's avatar is unaffected lightning and can be hit only by +1 or better magic
wegpons. Attacks made againg his back rebound on the attacker, doing their norma damage. He can hurl his
javein which comes a groke of lightning and inflicts 5d10 points damage if it hits. The javelin returns to his
hand ingtantly after hitting or missing itstarget.

Duties of the Priesthood

Huitzilopochtli’s clerics must embody the spirit of war. They must aways be willing to fight without regard to
own lives. Their primary duty is presiding over the deaths of prisoners taken in Huitzilopochtli’ s name.

Requirementss  AB sandard; AL any non-good; weapons tha draw blood; AR b; SP combat, necromancy,
sun, westher; PW 10th) receive ablue javein that does 1 point of lightning damage per level of the priest; TU nil

Quetzalcoatl (inter mediate god)

Quetzdcoatl is known al over Middle America as the feathered-serpent, god of the wind. He is dso a god of
wisdom, a teacher of peaceful arts, and the protector of the Second Sun. Long before Tenochtitlan's founding,
Quetzalcoatl was chased from the Valley of Mexico by a rivd god. Before leaving, he promised to come back in
500 years and avenge himsdf. The Aztecs are awaiting the noble god's return with trepidation, for he would not
approve of many of their current practices. He makes his home on Venus, where he gppears as a flying serpent
covered with green feathers.

Roleplaying Notes. Quetzalcoatl is preparing to return to the world and is recruiting worshipers. Any priest
of good aignment may receive a vist from an avatar. The avatar attempts to recruit the priest, saying that the
evil Fifth Sun must be brought to an end. Quetzdcoatl’s omens and portents include wind storms, the presence
of birds (especialy taking ones), and whispering voices.

Statistics: AL cg; WAL any good; AoC ar, wisdom; SY feathered snake with wings.

Quetzalcoatl’s Avatar (priest 18)
In avatar form, Quetzalcoatl usualy appears as a taking, festhered snake. The avatar has access to priest spdls
in any sphere.

Str 18/00 Dex 18 Con 18

Int 20 Wis20 Cha6

MV 20 (f) 8 MR 30%
ACO HD 18 HP 144

#AT 1 THACO1 Dmg 1d10+6

Special Att/Def:  Quetzalcoatl’s avatar has the norma spel immunities associated with high Wisdom and
Intelligence. Anyone hit by the avatar must save versus parayzation or be entwined by the avatar's body. They
will suffer 1d10 points of crushing damage per round until the hold is broken.

Duties of the Priesthood

Priests of Quetzalcoatl are charged with preparation for his return, and may be assigned a variety of tasks,
including the infiltration of key government pods, recruiting worshipers in the wilderness, or even preparing
scret caches of weapons and armor. When their god returns, they will be caled upon to rise up and destroy the
masters of Tenochtitlan.

Requirements  AB dandard; AL any good; WP any; AR b; SP any; PW 1st) communicate secretly by
sending messages on the wind. Range is unlimited, but message requires one minute per mile to reach target; 5)
turn undead; TU specidl.

Mictlantecuhtli (inter mediate god)

Mictlantecuhtli, with his wife Mictanchihuatl, rules over the Aztec &fterlife from Tlaxicco, the ninth and
lowest level of the Aztec underworld. People unlucky enough not to die during an activity presded over by
another god — in combat, as prisoners, during childbirth, etc. — must undertake the journey across the nine
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rivers of the Aztec underworld. Here, under the watchful eye of Mictlantecuhtli and his wife, they endure neither
pain nor pleasure, just adreary eternal existence.

In their true forms, Mictlantecuhtli and Mictanchihuatl resemble emaciated human beings with skull-like
heads, bulging eyes and daw-fingered hands. They have control over the dead, and it is only with their blessng
that a raisedead spell may function.

Roleplaying Notes: As deties of the underworld, Mictlantecuhtli and Mictanchihuatl are unconcerned with
human events. They do, however, demand the payment of a smal amount of blood from any of their followers
who cast a raise dead spel (treat this as an additionad component of the casting process). Thelir omens often
include the hoot of an owl, a dream in which the deeper dies, and having a vulture land on one's shoulder, al of
which presage desth.

Statistics: AL n; WAL any; AoC desth; SY skull and crosshones.

Mictlantecuhtli’s Avatar (priest 16, fighter 14)

Mictlantecuhtli’s avatar resembles an emaciated human being with a skull-like head and bulging eyes. He has
access to the combat, divination, elementd, or necromantic spheres. Mictanchihuatl’'s avatar is a femde verson
of her husband’s.

Str 18/93 Dex18 Con20

Int 18 Wis 18 Chab

MV 18 76 MR 20%

AC-2 HD 16 HP 128

H#HAT 2 THACO5 Dmg 1d8/1d8 (claws) +5

Special Att/Def: Anyone looking upon the avatar's face for the first time must save versus petrification or
remain motionlessfor 1d10 rounds.

Duties of the Priesthood

The primary respongbility of clerics of Mictlantecuhtli and Mictanchihuatl is preparing the dead for their
journey into the afterlife and presding over their death rites. Once a year, they must spill some of ther own
blood in order to feed their deities.

Requirements.  AB dandard; AL any neutrd; WP any; AR b; SP combat, divination, eementa, necromantic;
PW 1) turn undead; 5) command undeed; TU special.

Tezcatlipoca (inter mediate god)

Tezcalipocas name, which means "Smoking Mirror" seems paticulaly appropriate. He was worshipped by
the Toltecs, the Aztec's predecessors, as a sun/warrior god who fought a daily battle againgt the night. He was
adso credited with ripening crops, but was aso feared because of his ability to bring on droughts. Tezcatlipoca
was the guardian of the First Sun until being knocked from the sky by Quetzalcoatl as he ushered in the Second
Sun. Tezcalipoca's fal resulted in his transformation first into a jaguar, then into the constellation Ursa Mgjor.
After his fdl, Tezcalipocas role changed. Though the Aztecs dill regarded him as a patron of warriors, he was
now the god of night and the benefactor of witches, thieves, and other evildoers. A great spreader of disorder and
drife, Tezcatlipoca never forgave Quetzacoatl for his fdl, and eventudly evened the score by using treachery to
topple Quetza coatl’ s guardianship of the Fourth Sun.

In his home in Ursa Mgor, Tezcatlipoca is invisble and ubiquitous, or he appears as a one-footed man with a
round mirror of black obsidian in place of the missng foot. By gazing into this mirror, he can see what any
mortd on the Prime Maerid Plane is doing. If it is somehow separated from Tezcalipoca, the mirror becomes a
mirror of life trapping.

Roleplaying Notes: Tezcatlipoca is the second most powerful god in the Aztec pantheon, a postion he
guards jedoudy. He often assgns his priests tasks designed to erode the support of rival gods. On rare
occasions, he has even been known to appear persondly (though not on the Prime Maerid Plane) to further
some paticularly important scheme. He is especidly vigilant in regards to the Quetzalcoal's worshipers, and
places special emphasis on exposing schemesto help their deity prepare for hisreturn.

Omens and portents from Tezcatlipoca tend to be direct and forceful. More than once, he has frightened a
worshiper by causing his image to appear in a mirror and issue indructions. Other omens include sudden
darkness, being trailed by ajaguar, and evil faces gppearing in obsidian utensils.

Because of his jedoudy, Tezcatlipoca tolerates no shortcomings in his priests, and he is particularly vigilant
about watching their activities in his obsidian mirror. Minor transgressons are punished by a denid of sdls
and, usudly, a vigt from some of Tenochtittan's more unsavory thieves. In the case of mgor offenses,
Tezcatlipoca usudly sends an avatar to end the offender’slife.

Statistics: AL ce; WAL any; AoC night and treechery; SY black mirror.

Tezcatlipoca's Avatar (warrior 15, thief 25)
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Mogt often, Tezcalipocds avatar takes the form of a giant black jaguar, but he occasiondly appears as a thief
of indeterminate age when the jaguar form would be inappropriate. The attack forms listed above are for his
jaguar form. In humen form, he receives only two attacks per round. However, in human form, he uses an
obddian fang dagger +4. The fang dagger functions as a dagger of venom, save tha the victim mugt make a
saving throw any time heiis hit. The effects of the toxin are detailed under Spoecid Attacks.

Str 18/00 Dex 19 Con 17

Int 16 Wis 14 Chal0

MV 20 SZ78 MR 20%

AC-2 HD 15 HP 120

#AT 3 THACO05 Dmg 1d10/1d10/2d20 +6

Special Att/Def: Victims hit by the avatar's claws save versus poison or lose 1 congtitution point permanently.
Further, he can only be hit by +2 or better magic weapons. On a naturd attack roll of 20, he grapples for 2d10
point damage. This is in addition to the norma meee damage inflicted and continues each round until his hold is
broken. He is trested as whally invisible when hiding in shadows and dways moves slently when he wishes to
do s0.

Duties of the Priesthood

The first duty of priests of Tezcatlipoca is to promote their temple. Every cleric is required to produce a least
oneconvert every six days.

Their sxond duty is to prevent Quetzdcoatl from gaining too much power. To this end, clerics below fourth
level are assigned to follow Quetzal coatl’ s known priests and report their activities.

High leve priests must spend a great ded of their time forming ceremonies in order to strengthen and appease
their god.

Requirements AB dsandard; AL any evil; WP any, sons encouraged; AR b; SP dl, combat, divination,
eementa, necromantic, summoning; PW 3) see in the dark, move dlently with 85% success, 9) hide in shadows
90% success, 12) climb wals with 95% success, TU command.

Tlaloc (intermediate god)

Tldoc, "he who makes things grow", is the god of rain and moisture, who presided over the Third Sun. He is a
cruel deity who ddights in the torture of helpless innocents. Given his evil nature, it seems strange that Tlaloc
has crested Tldocan, a gay paradise reserved for the victims of death associated with water (such as drowning or
being broken on the rocks by a grest wave). Tldoc makes his home on the tops of the highest mountains, and
resembles a man with a snakelike head, save that he has tusk-ike teeth and white rings around his eyes. He is
married to Chachihuitlicue.

Roleplaying Notes: Tlaoc has four pitchers of water which he may pour over areas of the Prime Materid
Plane as indications of his mood. He uses the firgt pitcher, which contains good water, only when his priests have
performed their rites with the proper zeal. The other three he uses to express his displeasure: the second pitcher
contains water filled with spider eggs and webs that bring blight, the third with water that turns to frost, and the
fourth with water that causes fruit to rot. Other omens of Tlaoc's displeasure include too little or too much rain,
drought, and floods.

Statistics: AL leg WAL le; AoC rain and moisture; SY serpent chasingitstail.

Tlaloc'sAvatar (fighter 14, druid 12)
Tldoc's Avaar agppears as man with a sakdike head and armed with a magic, razor-sharp sword of pure
obsidian. He has accessto the dll, anima, elementa, hedling, plant, and weether spheres.

Str 18/51 Dex 18 Con18

Int 18 Wis 17 Chal7

MV 18 () SZ6 MR 20%

AC-2 HD 14 HP 112

HAT 2 THACO7 Dmg 208/208 (sword) +4

Special Att/Def: Tldoc's avatar can summon a hailsorm covering an area of 140 square yards and doing
14d4 points of damageto all within it. He can aso bite for 2d12 points of damagein melee.

Duties of the Priesthood

The duties of Tlaoc's clerics include kidnapping, torture, and other tasks of his vile worship.

Requirements.  AB dandard; AL any evil; WP any; AR b; SP dl, animd, dementd, heding, plant, weather;
PW 1) summon hailstorm covering 1 square yard per level, doing 1d4 points of damage per leve, and lagsting for
aperiod of 104 rounds; TU nil.
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Chalchihuitlicue (intermediate god)

Also known as the "Goddess of the Jade Petticoat:” Chalchihuitlicue is the deity of running water and was the
protrectress of the Fourth Sun. She ddights in blessng chaste loves, shdtering children, and protecting mankind
in genera. It was through her influence that her evil husband, Tlaloc, crested his paradise for those who die by
water. In her true form, she is beautiful woman wearing a skirt of green jade. She has the power to turn 3300
humans into any anima form. When the Fourth Sun ended in a devestating flood, she saved mankind by turning
her worshipersinto fish.

Roleplaying Notes: Chdchihuitlicue is a rarity in the Aztec pantheon: a deity who makes a habit of heping
mankind. There is a 1% chance that she will send her avatar to aid any worshiper who sacrifices his or her most
vaduable piece of jade jewdry by throwing it into a bottomless pool. The chance increases to 25% if the
sacrificer isapriest making the request on behalf of the needy.

Omens from Chdchihuitlicue often involve the sound of running water, such as an unexplained musicd
trickling to denote pleasure, or the roar of awaterfall to denote anger.

Statistics: AL cg; WAL any good; AoC flowing water, love, children; SY petticoat.

Chalchihuitlicue's Avatar (wizard 14, hard 14)
Chdchihuitlicue's avatar usudly appears as a beautiful woman wearing a green jade skirt. She has access to
the dteration, enchantment/charm, and illusion/phantasm schools of magic.

Str 14 Dex 18 Con 15

Int 19 Wis 18 Cha20

MV 16 (sw) SZ5 MR 20%

AC2 HD 14 HP 112

H#AT 1 THACO7 Dmg 1d4 +5 (dagger)

Special Att/Def: Any being looking on Chachihuitlicugs avatar for the first time, or hit by her jade dagger,
must save versus parayzation or be unable to attack.

Duties of the Priesthood

One of the most important duties of Chalchihuitlicue's clergy is sheltering orphans, and any temple dedicated
to her is bound to be filled with parentless waifs. Foul water is dso an aomination to her, so her priests spend a
fair amount of their time unblocking streams, draining marshes, and so on.

Requirements  AB dandard; AL any good; WP any blunt; AR b; SP dl, cham, crestion, divination, hedling,
guardian, protection, westher; PW 1) create andlor purify wate (I galon per leve), 10th) Conjure water
demental ; TU

Tlazolteot! (intermediate god)

Tlazolteotl is the goddess of guilty loves, plessure, and vice. She is an edter of filth and a Snister seductress
who tempts virtuous men to their ruin. In her true form, she appears as a scantily-clad woman of great beauty,
though she is agifted illusionist who can appear in many guises.

Roleplaying Notes: Although Tlazolteotl hersdlf is base and debauched, she demands that humankind follow
a drict mora code — and ddights in punishing humans who do not. To this end, she sends her avatar to
Tenochtitlan to tet the resolve of good men. Often, the avatar uses her invisble dagger to day the victim after
he has succumbed to her charms. But in the case of powerful men, she prefers to expose the indiscretion in such
amanner asto ruin hislife and reputation.

Omens from Tlazolteotl include offd raining from the sky, unexplaned yearnings, and physica plessure
ingppropriate to the circumstance.

Statistics: AL ce; WAL any; AoC bodily pleasure and vice; SY red serpent’ s head.

Tlazolteotl's Avatar (illusionist 16)
Tlazolteotl’s avatar is a beautiful woman who, while dressed gppropriately to the occasion, reveds as much of
her charms as possible. Tlazolteotl's avatar casts spells only from theillusionist school of magic.

Str 12 Dex 18 Con 16

Int 18 Wis 10 Cha19

MV 18 75 MR 20%

ACO HD 16 HP 128

H#AT 1 THACO05 Dmg 1d4 (dagger)

Special Att/Def: No evil being can bring himsdf to strike her. Anyone wounded by her invisble dagger must
save versus death or die ingantly. If attecked, Tlazolteotl’s avatar uses an innate ability to creste an image of
hersdf as a foul monger with dripping fangs, long taons on her fingers, and black greasy skin covered with
warts.
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Duties of the priesthood

Tlazolteotl's priestesses are assigned the duty of exposing those possessed of a base and immoral character by
tempting others into committing shameful acts. At least once every three months, they must lure a man into a
guilty love. They are expected to subsst on garbage, filth, and offd. Failure to do so leads to revocation of the
favor of their goddess.

Requirements  AB dandard, must be femae, AL any evil; WP poisoned dagger; AR b; SP charm, combat,
divination, heding, necromanticc PW 1) immunity to dl forms of diseese; 5) cause disease (as reverse of 3rd
level priest spell cure diseasd), 10) Charismaraised to 18; TU nil.

Xochipilli (intermediate god)

Xochipilli, the "Prince of Howers’ is god of beauty, happiness, music, and gambling. Along with his twin
sger, Xochiquetza, he is responsible for much of men find joyful in life. He is a benevolent but fickle god who
seldom blesses a man with his gifts for long. In his true form, he has the body of young man, but his face is that
of adecaying corpse.

Roleplaying Notes:  Xochipilli has a mercurid disposition. Sometimes he takes great pleasure in helping his
worshipers, other times he inflicts great hardships on them for little reason. Anyone sacrificing an important
magic item to him by throwing it into the street and wal king away stands 1% chance of atracting his attention. If
the person is about to take an immensay big gamble, this chance increases 25%. If he responds to the sacrifice,
Xochipilli will ad the worshiper by dlowing him to make a second die roll a& some criticd moment. Omens
from Xochipilli include unexplained music, arun of good or bad luck, and the sudden urge sing.

Statistics: AL cg; WAL any; AoC beauty, good and bad luck; SY flower.

Xochipilli’s Avatar (bard 18)
Xochipilli's avatar is a wdl-propationed young man the head of a corpse He caries a lage axe with an
obsidian blade that never grows dull or chips. Xochipilli may sdlect bard spells from any school of magic.

Str20 Dex 18 Con18
Int 16 Wis 16 Cha19

MV 18 Sz 6 MR 25%

ACO HD 18 HP 144

#AT 1 THACO3 Dmg 1410 (axe) +8

Special Att/Def: Xochipilli's avatar gets a second chance to make any attack roll which fails to hit the target.
Further he gets two chances to make any saving throw that is required of him. Anyone attempting to strike him
must make two successful atack rolls before they can hit him and must make two successful saves in order to
save againg one of his pdlls.

Duties of the Priesthood

Xochipilli's clerics must be extremely handsome or beautiful, adways cheerful, and willing to take chances.
They are expected to wager al they own on sometrivia event a 1 once ayear.

Requirements  AB sandard, but at least 16 charisma any; WP any; AR b; SP dl, charm, combat, cregtion,
divination, hedling; PW 1) +1 to dl saving throws, 5) +2 to saving throws, 10) second attempt at any faled save
throw; TU nil.

Xochiquetzal (intermediate god)

Xochiquetzal is the goddess of flowers, dance, and proper love. Along with her twin brother, Xochipilli, she is
responsble for much of what men and women find joyful in life However, as the goddess of love, she is
somewhat lessfickle than her twin — though that is not to say that sheis entirely constant, either.

In her true form, Xochiquetzal is a woman of such beauty and gaety that dl men who see her fdl in love with
her. She has the power to make any man fdl in love with any woman.

Roleplaying Notes:  Though not intimately involved in human affairs, Xochiquetzal occasondly answers
(10% chance) the joint plea of a man and woman in love, though their relationship cannot be hidden or illicit in
any manner. She is especidly concerned with countering the efforts of Tlazolteotl to lure good men into guilty
loves

Omens from Xochiquetzal include the unexpected gppearance of a blooming flower, the sudden withering of a
flower dready in bloom, and the uncontrollable urge to dance.

Statistics: AL ng; WALany; AoC love, flowers, celebrations, SY rose.

Xochiquetzal's Avatar (bard 18)
Xochiquetzal's avatar takes the form of a woman of tender countenance and incomparable beauty. She can cast
her bard spellsfrom any school of wizardry.



Str 12 Dex 17 Con 15

Int 18 Wis 18 Cha20

MV 20 sZ5 MR 20%

AC1 HD 18 HP 144

HAT 1 THACO3 Dmg 1-4 (dagge)

Special Att/Def: Any man who looks upon Xochiquetza’'s avatar must make a saving throw versus spells or
find himsdf forever determined to defend her from dl ham. Her slver dagger causes only 1d4 points of
damage, but anyone hit by it must save versus pardyzation or fall into a state of euphoria and stand stunned for
1d4 rounds.

Duties of the Priesthood

Only men and women in love may be priests of Xochiquetza and both individuas must become priests. Their
primary duty condss of keeping their love dive. Above dl, they must never deceive ther spouse or be
unfaithful. The man-wife priest teams are expected to keep lavish flower gardensin their homes.

Requirements. AB dandard, but a least 16 charisma; AL any good; WP club, net, quarterstaff, ding, whip;
AR b; SP dl, charm, cregtion, divination, guardian, heding, protection; PW 3) cure serious wounds 6) cure
disease 9) neutralize poison; 12) heal; 15) raise dead TU nil.

Metzli (intermediate god)

Metzli, the Lady of the Night, is the goddess of the moon. She is the kindly patron of al anima growth. But
she is aso the goddess who brings the terrible things of the night — cold damp air, the poisons of te
amosphere, ghogts, and other fearful shapes and shadows. Metzli is the deity who brought light to the world by
throwing a leper into a bonfire, then walking into the flames hersdf. As the par vanished, the night gave way to
the day.

In her home on thke moon, she is a beautiful, ghostly woman of slver light. She has the power to ingantly
increase or decrease the size of any animal up to five times (with a corresponding change in HD, hit points,
srength, and damage).

Roleplaying Notess On the surface, Metzli seems an enigmatic contradiction. She is a beneficent goddess of
night who created day, yet she dso presides over the terrible creatures of the night. What humankind does not
relize, and what Metzli has no interest in explaining, is that she is concerned with far more than the welfare of
human beings, and: the creatures of darkness are of crucid importanceto her.

Omens from Metzli take the form of visits from shadowy creaturesin the late hours of night.

Statistics: AL ng; WAL any; AoC night and anima growth; SY crescent moon.

Metzli's Avatar (fighter 15, illusionist 10)

Metzli's avatar takes the form of an abino female warrior. She is amed with a magicd sword of white meta
that cuts through any armor as if it is five armor classes worse than norma. Metzli's avatar has access to spdls
intheilluson/ phantasm school of magic.

Str 18/00 Dex 18 Con 16

Int 19 Wis 17 Chal8

MV 18 SZ6 MR 20%

AC-1 HD 15 HP 120

#AT 2 THACO05 Dmg 2d8/2d8 (sword) +6

Special Att/Def: Metzli's avatar is able to assume wraithform at will, and control the size of animds as per
the 5th leve cleric spell, animal growth. Sheisimmuneto any damage caused by fire.

Duties of the Priesthood

Metzli's priests spend most of their time raising fruits and grain, which they leave out in specid vessds a
night to feed their deity’ s shadowy denizens. Not even the highest clerics know the significance of this task.

Requirements AB dandard; AL ng;, WP batle axe, dub, ding, whip; AR b; SP animd, adral, combat,
necromantic, protection; PW 1) infravision (60 feet); 10) ability to cast spells from the illusion/phantasm school
of wizard magic asif they were clerical spellsof equal leve; TU turn.

Centeotl (intermediate god)

Centeotl is the goddess of agriculture, nature, and corn in particular (she shares this last duty with a mae
counterpart, Cinteotl). She is a beneficent deity who watches over food crops, but is aso the mistress of pain and
illness, and has a habit of usng her physicd charms to lure men to their death. Unlike Tlazoteotl, she seems to
do this not out of maliciousness, but because such victims are necessary for the fertility of crops.

Roleplaying Notes: Centeotl watches over the havedt, dictating how bountiful it will be based upon the
devotion of her worshipers. Although she needs the lives of young men to ensure her cycle of fertility, she tries

45



to reward her victims by dlowing them to experience indescribable but totd bliss in her avata’s arms before
dying. She ds0 judges who will suffer illness and pain, sometimes rather capricioudy and sometimes with great
fairnessand judtice.

Omens from Centeotl include insect plagues, crop blights, pollen, and seeing her avatar, which aways foretdls
great persona calamity, even if theindividual does not succumb to her charms.

Statistics: AL cn; WAL any; AoC agriculture, illness, pain; SY corngtalk.

Centeotl’sAvatar (druid 15)
Centeotl’s avatar is a beautiful, golden-haired woman amed with a magicd daff of blue jade She can draw
upon the dl, e emental, and plant spheres for her pells.

Sir 14 Dex 16 Con15

Int 16 Wis 19 Chals

MV 18 sz6 MR 20%

ACO HD 15 HP 120

HAT 1 THACO5 Dmg 2d10 (staff)

Special Att/Def: Centeotl’s avatar can use any spel in the plant sphere a will. When victims are hit by
Centeotl’s gtaff, they must save versus poison or fall ill and suffer an additiona 1d6 point loss from Condtitution.
Thislossis permanent, but can be restored by a cure disease spell.

Duties of the Priesthood

Centeotl’s priests presde over the planting and harvesting of dal food crops. A great ded of ther time is
occupied with reading the signs of nature to determine optimum planting times. In times of famine, they must
aso seek out volunteers (often themsdves) to perish in Centeotl’s embrace. Upon reaching 10th level, Centeotl’'s
priests are able to employ a pain touch. This power can be used a will to cause anyone touched to save versus
paralyzation or fall writhing tothe ground for 1d4 rounds

Requirements  AB gdandard; AL any; WP dckle, spear; AR b; SP dl, dementd, plant, weather; PW 1) create
food (as 3rd leve Priest), 10) pain touch; TU nil.

Ixtlilton (lesser god)

Ixtlilton, or Little Black Face, is the god of heding and medicine. He is the deity who keeps humans hedthy
and free from disease, or who hdps them recover from disease. An impish deity of dark complexion, Ixtlilton’'s
touch cures al diseases, no matter how serious.

Roleplaying Notes. Ixtlilton is dedicated to relieving human disease, but no one seems to know exactly why
— perhaps because he has never dowed down long enough to explan motivatiion. All a person need do to
receive Ixtlilton’s help is be sick and pray for it. Evil beings stand a 1% chance of being visted by him, neutra
beings a 10% chance, good beings a 25% chance, his worshipers a 50% chance, and his priests a 75% chance.
Persons lucky enough to receive a visit from Ixtlilton seldom redize it; they smply begin getting better. Ixtlilton
istoo busy to send omens or portents to hisworshipers.

Statistics: AL Ig; WAL good; AoC hedth; SY branch.

Ixtlilton’s Avatar (priest 14)

Ixtlilton's avatar is an impish, dark-skinned man. He can draw upon pdls in the dl, cregtion, heding,
necromantic, plant, and protection spheres.

Ixtliton's avatars are unique in that they spend most ther time on the Prime Materid Plane, and can
sometimes be glimpsad scurrying from house to house a a dizzying pace. Unfortunately, there are many more
sick people than they can reach, which iswhy so many humans die of disease.

Str 18/76 Dex 15 Con 18

Int 19 Wis 19 Chal0

MV 25 73 MR 30%

AC?2 HD 18 HP 112

HAT1 THACO3 Dmg 1d6 (staff) +4

Special Att/Def: Ixtlilton's avatars are immune to any form of disease or poison. Anyone hit by an avaa’'s
staff must save versus spells or be stunned for 1d4 rounds.

Duties of the Priesthood

Like Ixtlilton, his priests are devoted to curing the sick and spend their time seeing to the needs of the ill. They
live in a temple filled with containers of black holy water. Providing the sufferer drinks nothing but this black
water, he recovers 1d4 hit points per day and his Conditution is magicaly prevented from faling below 1 under
any circumstances. Only priests of Ixtlilton can survive on such adiet for long period of time, however.

46



Requirements  AB dandad; AL Ig; WP cub; AR b; dl, heding, necromantic, protection; PW 1) immunity
to disease; 3) create 1 vid of black holy water per day; 10) prevent another from dying by disease (must stay
with subject for one solid week); TU turn.

Aztec Heroes
Nezahual coytl
By many accounts, Nezahualcoytl was the greatest priest-king to rule in the Valey of Mexico. He was the ruler
of Texcoco, an unessy dly of the early Aztecs He began his early life in exile from politicd vengeance, then
returned to power and restored the fortunes of his people He was a judt, able adminigrator, a capable generd,
and an avid asronomer. Nezahuacoytl believed in an al -powerful deity from which the power of the other gods
was manifested.

Fighter 14, Priest 12

Str 17 Dex 18 Con 18
Int 17 Wis 18 Chal6
AC4 MR nil MV 12
HP 96 AL ng THACO6
HAT 2 Dmg 1d6/1d6 (sword) +1

Spells: 1) command, remove fear, delect megic, detect poison, detect snares & pits, cure light wounds; 2)
enthrall, hold person, augury, know alignment, find traps; 3) locate object, speak with dead, animate dead, cure
blindness or deafness, cure disease; 4) cloak of bravery deext lie, cure serious wounds neutralize poison; 5)
cure critical wounds, raisedead; 6) find the path, heal.

Nezahualpilli

Nezahudpilli was the son of Nezahuacoytl, and was adso one of the greatest priest-kings of Middle America
He was an intdligent ruler who wisdy saw the necessity of meking an dliance with Tenochtitlan and, therefore,
saved his city-gate from a terrible defest. He was a good king and generd who ruled Texcoco for many years,
but he did not share his father’ sinterest in just administration.

Priest 14, Fighter 10

Str 18/99 Dex 18 Con 17
Int 18 Wis 16 Cha 16
AC4 MR nil MV 12
HP 64 AL In THACO09
#AT 1 Dmg 1d6 (sword) +5

Spells: 1) magical stone, shilldagh detect megic, detect poison, detect snares & pits, create water ; 2) chant,
spiritual hammer, augury, detect charm, find traps, fire trap produce flame 3) prayer, locate object, speak with
dead, flame walk, animate dead, cure disease; 4) detect lie, divination, tongues, reflecting pool, produce fire 5)
flame strike insect plague, raisedead; 6) find the path, fire seeds 7) holy word.

Axayacat!

A contemporary of both Nezahualcoytl and Nezahudpilli, Axayacatl was a grest Aztec priest-king who led hs
city to many military and diplomatic victories over neighboring tribes, often with the help of his dlies from
Texcoco. He extended and consolidated Tenochtittan's domination over much of Midde America He dso
suffered one of their greatest defeats when he unsuccessfully tried to invade Tarascan territory.

Fighter 12, Priest 12

Str 14 Dex 16 Con 15

Int 17 Wis17 Chal6
AC6 MR nil MV 12

HP 63 AL ne THAC014
#AT 3/2 Dmg 1d8 (sword)

Spells: 1) magical stone, shilldagh invishility to undead light, faerie fire 2) chant, spiritual hammer, aid,
obscurement; 3) prayer, animate dead cure disease feign death call lightning; 4) control temperature 10
radius, protection from lightning; 5) insect plague, raisedead; 6) weather summoning.

Under Axayecatl’s reign, the rdigion of the Aztecs reached its full devdopment. The great Cdendar Stone,

over twelve feet in diameter and weighing more than twenty tons, was carved and brought to Tenochtittan while
heruled.
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Axayacal was an avid worshiper of the Aztec patron deity, Huitzilopochtli. Note that because of the limited
number of spheres this god dlows his worshipers to access, Axayacatl does not have as many spdls in many
levelsas might otherwise bethe case.

Mongers
Aztec mythology is lacking in tre awesome crestures found in so many other mythol, perhaps because there

were few huge beests in Middle America However, there are severd creatures in the AD&DO© game which
might be suitable for use in a campaign st in this region. We suggest the following: aarakocra, bat (giant),
coudl, fire lizard, fire snake, giant (hill, stone, fire), hawk, jaguar, lycanthrope (any), mountain lion, owl
(talking, giant), rat (any), snake (poisonous, giant), spider (any), wasp (giant).

In addition, the goddess Metzli has the power to create some fearsome mongters by enlarging norma animals
to three or four times their norma size. With a little thought, the mysterious shapes and shadows of the night

which she protects might make interesting monsters as well.
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Cdtic Mythology
Cdtic History

Perhaps more so than any other culture addressed in this volume, the Celts are very difficult to pin down as a
sngle cohesive nation. Ther unusua beginnings and their lack of centrdized governmental dructure mark them
& unique, somehow outsde the bounds of what we today consder be a country or state. The higtorica record
tells us Cdtic unity was based grictly on culture, not on race, language, or heritage.

Of course, our knowledge of the ancient Cdlts is distorted as we look through the romanticism of 18th and 19th
century scholars. At every turn in our study, we have to carefully judge the source of information and decide
whether or not that source has twisted the facts for one reason or another.

From their origind homdand in southen Germany and Bohemia, the early Cets came abruptly into the
historical forefront. In fact, they were conddered adong with Scythia, India, and Ethiopia to be one of the four
so-cdled periphera nations (dated from a mediterraniacentric point of view). Consdering their origins, the
origind Cets must have been Germanic stock, relying on primitive agriculture and the hunt, no doubt caught up
in the perpetual warfare of ther triba neighbors to the north.

From these ambiguous beginnings, the Cdts tore across the northern European plain and into the Balkans
unchallenged. swept over what is now France and into Spain, subjugating the Gauls they found there until they
had advanced to the gates of Rome itsdf. From Gaul they expanded rapidly into Britain and then on D Irland,
where ther traditions ultimately held out the longest againgt the changing world. To the southeast, the Cdts
reached as far as Asa Minor where evidence of their culture can be uncovered today. In the 4th century BC, they
scrambled across what is now modern Europe, exerting control over an enormous area Their motivation for
expansion isunclear, but its results are undeniable.

However, for reasons equaly obscure, from their position of widespread domination, the Cdts fell quickly into
a period of decline. No doubt many factors contributed to this seeming failure of their control. Firgt, the great
distances involved probably became insurmountsble. Somewhat later in higtory, the Romans would hold sway
over a gmilarly large area and even with their penchant for logistics and communications they barely held on to
it. The Cdts hardly commanded the same tdents for road building and flexible government in the 4th century
BC. Second, the Cdts were plagued by a minority status. In the areas they controlled, they found themselves
outnumbered by their subject peoples who did not share the Cdtic culture nor practice its rituals. Their control
over such people must have been shaky at best. Finaly, there is evidence that the Celts spent a large proport ion
of their resources on mercenaries. Sometimes these were used to keep control over their subjects, other times
they were employed for wild ventures with no clear goa in mind. Over al these factors, their complete lack of
centrd government or authority contributed greetly to their decline. At any rate, these and other considerations
congpired againg the Cdts, dooming their empire before it could begin. The Cets were, from the dtart, destined
only to spread out across Europe, never toruleit.

Seng little redstance and  experiencing  their own periods of growth, the neighboring naions of Dacia,
Germany, and Rome closed in on Cdtic territories no longer controlled by them. Though the Cedts were largely
absorbed into those teritories, and ther traditions there continued for some time the days of the Cdtic
peripheral nation were over. When these other nations were through, Cdtic influence was largely reduced to
Gaul, Britain, and Irdland.

Later in their higory, Rome pressed even further into these territories, conquering Gaul and then much of
Britain before they were through. The Roman contact with the Cets was largdly adversaria, hardly a forum for a
meaningful exchange of ideas. However, the writings of the conquerors, mainly those of Caesr himsaf, spesk
of the Cdts and ther traditions. Of course, the Romans often placed their own ideds in the place of the Cdtic
culture and pantheon they found, so their writings about the Celts are danted, at best.

The Romans, however, never conquered Ireland, and the Cdtic tradition there flourished. Only the Viking
invasons of the 9th century and the Anglo-Norman incursons of the 12th diluted the Cdtic heritage of the
idand. To this day, Irish Cdltic texts and atifacts are both the most abundant ad the most reliable windows into
their past.

Celtic Culture

As dated earlier, the Cdts were often masters of their relms in name only, being, if you will, paper tigers.
Many of their subjects no doubt ignored the Cdltic rdigious rites in favor of their own traditions. Especidly in
later times, when vast numbers of Celts were absorbed into other nations, it stands to reason tha they were
isolated groups of worshippers, most likely outcasts, forced to practice their religion out of sight of other, more
popular ones.

The Cdts hdd two mgor postions in society as supreme the druidic and bardic orders. The druids were the
highest societal order, carrying out reigious functions as necessary. The bards were second to the druids, and
they were charged with the creation and preservation of Celtic literature.

Druidsin Cdltic Society
The druids were the religious leaders of the Cdts, and in some ways the most mysterious. They performed the
sacrifices cdled upon by tradition, performing smple chants and rituds to please the many gods the Cdts
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worshipped. The Gaulish druid leaders would gather for religious business in a place known as the Carnutes,
which trandates as sacred place, sacred grove, or oak sanctuary. This emphasizes the notion that the druids had a
specia kinship with nature and, in particular, the forests.

In their function as church eders, the druids maintained their leadership over the community in other ways, as
well. The druids officiated various legd arguments among ther followers, and even went so far as to become the
chief educators for their flocks. The druids expanded their leadership over the Cdtsinto every imaginable area.

Druids were consdered to have the ability to forecast, in the vaguest of terms, future occurrences. Through
various rituas, the druids would foretell that a day, week, or month would be favorable or unfavorable for such
things as battle, farming, hunting, etc. Stories handed down from the period indicate that these predictions were
taken to heart by both the Cdltic peasants and their leaders dlike.

Of course, as the religious leaders, the druids aso bore the brunt of opposition and hatred from other religions.
When other religious groups encountered the Cdlts, they denounced them as pagans and sought to discredit them.
The druids in Gaul and findly Britain and Irdand were forced to give up ther outright leadership over ther
people. However, many of their functions were soon taken up, abeit in subtler forms, by a group known as the
filidh. Thelrish filidh carried on ritud tradition in amanner more easily tolerated by their new neighbors.

Bardsin Celtic Society

The Cdtic bards, on the other hand, were the conservators of literature. The Cets never had their own written
language, though they borrowed bits and pieces from neighboring languages, a times. Among the Gaulish Cdts,
however, the notion of literature was drictly ora; no written record was ever kept because it was considered
digasteful. While this feding was not necessarily true among the insular Cdts of Britain and Irdand, there is
still avery restricted body of written literature which can be fully attributed to the Celts.

Among the Irish Cdts, the bards were conddered to be an inferior class of poets, rhymers and sSmple
storytdlers. Their ord traditions were admired by the common folk, but they were not given anything like the
status of the druids or filidh. However, when rdligious pressures forced changes in the upper strata of Cdtic
organization, the bards went virtually wnoticed and, therefore, unchanged. In fact, it is to the bards that we can
givethanksfor the Irish ord tradition of history without which wewould know very little about the Celts.

Lifestyle

The lifestyles of the peasantry varied greatly, dictated more by the richness of the land than by anything else.
Sheep herders aong the foothills of the Alps lived very differently from farmers on the plains of Gaul or Britain.
Typicdly, faming villages in Gaul and Germany were formed of smdl, sgquare wooden houses. Their plows
were primitive, not even turning the soil, so land depletion put entire villages on move every few years. Villagers
in Britain tended to creste larger, round stone dructures with thatched roofs that reached nearly to the ground.
They would adso have gardens and fams, but dso kept a great ded of livestock. Livestock farmers shared the
buildings, keeping each other fed (and warm). Cdtic pessants aopear to have kept many common animds,
including smdl catle, pigs and geese Wild boars were gpparently hunted — possibly as a rite of manhood.
They aso tended more exotic animas such as chickens, recently introduced from the east, and bees for both ther
wax and honey The Cdtic famers grew barley, oats, and beans. They grew flax and tended to sheep for their
clothing.

Of course, the Cdtic nohility and the druids lived a somewhat what better life. There are indications that wines
were imported for the nobility, for instance, a luxury the common folk did not enjoy. In al fairness, Cdtic
nobility most likey did not live a carefree, glamorous life. They were warlords and military men, very different
indeed from the legends such as King Arthur. His legend is derived from historica fact about a Cdtic leader who
fought off the invading Saxons and Jutes from Britain in the 6th century AD. However romanticized over many
telings, the red Arthur those around him were warrior kings leading armies of peasants and soldiers against
invadersand other Cdtsdike.

Warfare

From their very beginnings, the Cdts had been a warrior people. Their penchant for conflict was well known
even to the scholars of the time. They atacked and sacked Rome, fought off German invaders, swept over most
of Europe only to be defested by the superior organization and bureaucracy of the Roman Empire. And when not
fighting againgt an outside threst, the Cdtic tribes were perfectly willing to fight one another.

Burid records indicate that the Celts were masters of the two-horse chariot. Virtudly al triba chieftains were
buried with their chariot, though horses were apparently too valuable to bury with their owner. Many other
Cdltic warriors had mounts, aswell.

Saues and historical accounts tell us that Cetic warriors went into battle naked except for a torc, a hoop of
bronze gold worn about the neck. They fought with spear and sword, and occasondly with helmet and shield.
Roman scholars credited the individua Cdtic warrior with tremendous skill and bravery.

Cdtic warriors took great plessure in cutting the heads of their falen enemies These heads would then be
worn from a belt or attached to a chariot. It was the Cdtic belief that the head held certain magical properties
dter life; many Cdltic structures have skulls built right into them to ward off evil or bring luck.
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Architecture

The Cdts are noted for the structures of standing stones they left behind. Stonehenge is only the most widely
known of these. Indications are that many of these structures were in fact not of Cetic make, but of much earlier
un-worshipper peoples — the Celts merely adopted them and built additional structures on those designs. In any
event, they have acquired adifferent Signifi cance

Circular stone patterns often helped map out the patterns of congtelations, the moon, sun, and seasons. For any
culture that relies on agriculture, such knowledge is vitd. Stones were often erected in circular patterns in honor
of particular local gods or goddesses.

Simpler standing stones were often not placed in a pattern a al. These in earlier times marked the buria places
of important personages. Later, they were employed to mark sites of important events or boundaries between
tribes and vil lages.

It is unclear whether the Druids actudly performed rituals a these stes but it is likely. Druids might easily
have officiated the ceremonies held at these important Stes, interpreting their information and cdling upon their
godsfor assistance or guidance

Without a significant written record, much about the Celts and who they were will never be known to us. How
many epic struggles were there, how many significant events that were lost before the 4th century BC? Without
their art, from which we can interpret much, and the fortuitous isolation of the Irish Celtic community, they
might have been totdly lost to history.

What we do know is intriguing. The Cdts held sway over a tremendous area before the Roman Empire, taken
by tribes of ferocious wariors. Ther lifestyles, though varied by the great distances between them, revolved
aound a shared culture. The druids and bards took the burden of religion and literature, while the warrior
chieftains kept thelr forces srong, and usudly on campaign. Their semi-nomadic styles had gone unchanged
over much of their higtory. They had artisans and craftsmen skilled in both woodwork and metalwork, and artists
borrowing from the traditions of other nomadic peoples Though dl but crushed under Roman domination, much
of what the Cdts were lives on today in the traditional Irish and Scottish cultures, aswell asin our own.

Magic Items
Standing Stones

Cdtic priests can create formations of standing dones in order to intensfy their magic. The ceremonies duing
the cregtion of a ring of sanding stones makes them highly magica places where mere lesser mortds fear to
tread.

The cregtion of standing stones is a lengthy process that requires many priests. There must be at least 50 levels
of priests or druids who worship at least four different Celtic gods. One of these priests must be at least a 10th
level worshipper of Belenus in order to have the al important enchant stones spell. The sSte must have stones
available and be a least five miles from any other exiding sanding stones. All of the priests must spend an
entire month assembling the stones and attending ceremonies — the enchant stones spell must be cast a the end
of each week and again at the end of congtruction. If the priests are interrupted in any way during that time, the
enchantment fails and they must start again. During credtion, the danding stones Ste must be dedicated to one
sphere of spdls forever (for instance, standing stones — divinaion). Once crested, the magic of the sanding
stonesis permanent.

The actud physical parameters of the ganding stones are fairly loose. The exact sze and number of the stones
is unimportant for game purposes — they are arranged &t crestion to follow the seasons, dtars, constelations,
uns, moons, or whatever. It is only important that they be arranged in a series of circular paterns. Since they are
generaly between 10 and 30 meters across, standing stones are some of the largest magica items around.

Once creeted, ceremonies can take place a the site to cast spells within its assigned sphere. The total of priest
levels involved in the ceremony can be used as a direct multiplier to any of the following: range, duration, or
aea of effect. As an example, if 50 pries leves are involved in a ceremony at standing stones to cast an animate
objet spell, they could either multiply the range by 50 (to 1500 yards), the duration by 50 (to 50 roundslevd),
or the area of effect by 50 (50 cubic feet/level). One of the priests mugt actualy cast the spell to be amplified by
the standing stones, and hisisthe base from which all other information is extrapolated.

Torc of the Gods

The torc of the gods was created by Goibhniu himsdf and is only bestowed upon the most brave warriors of
the tribes. The torc dlows the wearer to shape change or polymorph others at will, for any duration desired. The
torc isforged of rare metds and has agem set into the front.

New Spells
Enchant Stones (Enchantment)

Sphere: Elementa
Range: Touch
Components: V, S, M
Duration:; Permanent
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Cadting Time: 1 week
Areaof Effect: Specid
Saving Throw: None.

This highly specidized spell is only available to priests who worship Belenus and who have attained 10th
level. It is bestowed upon them by ther god who will dlow them to use it to create an area of standing stones
once per year. The spell takes an entire week to prepare and cast. Any interruption will negate its effects and
force the priest to start over. If a year passes and a priest with this spell fails to creaste a set sanding stones, this
(and al of the priest’s other gpells) istaken back by the disappointed Belenus, never to be bestowed again.

The material component for this spell is smal stone quarried from the same place as the stones for a standing
gones site. They must already be placed in position.

Frenzy of the Celts (Enchantment/Charm)

Sphere: Combet
Range: 30 yards
Components: V, S, M
Duration: 1 turrn/level
Cadgting Time: 6
Areacf Effect: Specid
Saving Throw: None.

This 3rd levd pries spel dlows the Cdltic priests to drive their armies into a battle frenzy before combat. The
spell affects 20 hit dice of crestures per casting (usualy ten 2nd level Cdtic warriors). For its duration, the
frenzy of the Cdts spel dlows those affected to never check morde, gives them a +1 to al saving throws and
attack rolls, and alows them to move 50% more than their norma distance without penaty. The spdl aso forces
those dffected to immediately charge the closest enemy forces and engage them in combat, whether this is a wise
tacticd decison or not. Warriors under a frenzy of the Cdts spell do not require leadership, but those who come
out of the spell without aleader in sight will rout back to their own lines or some other point of safety.

The materid component for this spell isatiny chariot wheel and a spark created with flint and sted!.

Heroes
TheWild Hunt

Despite its evil connotations, the Wild Hunt is a manifestation of good life force on the Prime Materid Plane.
It appears in Cdtic lands whenever there is a great force of evil in the area The source of the evil could be many
different things, from an evil wizard or priex moving through the area to an invading evil amy. Wherever the
druids are and wherever they have built gtanding stones that the Wild Hunt can use as beacons, the pack and its
megter are forever on guard againgt encroaching evil. The Wild Hunt gppears in the world of men as a huge pack
of magicd dogs led by a great man. The man has dark skin and can ether be on foot or a the reins of a two-
horse chariot. He caries an enormous spear and wears a metd and leather helmet with antlers. The dogs of the
pack are huge beasts that can, a one ingtant appear as normd (dbeit huge) canines and then transform into
ferocious, magicad animds with green flame coming from ther mouth and eyes When the Wild Hunt
approaches, the weather turns for the worse — the winds howl and thunder booms from the heavens. The Wild
Hunt fights evil with evil’sweapons, namely fear and ferocity.

Cdlts or other good beings who encounter the Hunt on the move may be swept up by it. All Cdts or characters
of good dignment who see the Hunt must make a save versus spells or become part of the Wild Hunt and its
mission, accepting the Master as their leader. Persons so caught up might have to act againgt their own aignment
a the behest of the Mader, fighting againgt those they might otherwise ignore, etc. As it tears across the
countryside, the pack will raise aterrifying ruckus, attracting followers and warning evil of its gpproach.

On any given night there will be only one Wild Hunt, provided there is sufficient evil to warrant it. Once the
pack has caught up with the source of evil, it will attack. The pack and the master will fight to the death against
the evil. If they are dain, they will appear fresh for a new hunt the following night. If they do not destroy the evil
they pursue, the Wild Hunt will return until their prey is driven from Celtic lands or dain.

The Wild Hunt has been known to fight againg demigods and heroes who have manifested evil among the
Cdts. Sometimes destroyed themselves, they have aways returned to renew the battle. The forces that seek out
evil to destroy it are eternal, and the Wild Hunt can never be completely annihilated.
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The Magter of the Hunt
The Master appears as adark skinned man wearing an antlered black hemet.

Roleplaying Notess The magter does not spesk or communicate with anyone. He merely leads his pack of
hounds and other followers toward sources of evil and attacks. His tactics are generdly limited to an immediate
frontal assault since he cannot die, his need for cunning islimited.

Str 18/00 Dex 18 Con18

Int 17 Wis 17 Cha9

MV 18 Z6 MR 25%

ACO HD 20 HP 200

HAT 3 THACO1 Dmg 1d6 +3 (spear) +6

Special Att/Def: The Magter of the Hunt generdly does not engage in combat untii most of his pack of
hounds have been dain. He will then attack with his spear +3. The Magter can dso ride his chariot over victims,
doing 3d10 points of damage to any who fall beneath itswheds.

The Pack of the Wild Hunt
Theindividua hounds of the Wild Hunt are beasts. There are 20 dogs in the pack.

AC2 HD 5 3
MR 15% THAC014 HP 30
MV 21 #AT1 Dmg2d4

Special Att/Def: The pack can cause fear in any mortd being tha it is pursuing. Each hound has the
equivaent protection from evil spel upon it a dl times. The pack dso can swarm its enemies without regard to
the actud space avalable, so dl 20 dogs can attack an enemy each round. Finaly, once per turn each dog can
useits green flame tongue to add an additional 5 points of damage to any attack that hits.

L ugh (intermediate god)

Lugh can best be described as the god of excelence, reputed to be not only the inventor and patron of the arts,
but dso an expert in such diverse fidds as sorcery, higtory, craftsmanship of al sorts, story tdling, and heroism.
Lugh, whose name means "The Shining One' is the most widely worshipped of the pantheon, with numerous
monuments throughout Cdtic regions where followers prayed to him for guidance in any of his many aress of
expertise. Known to be a late comer to the pantheon, Lugh is often found in the company of Rosmerta, a goddess
of wedth and material possessons. He can ontrol endeavors in the arts and crafts with which he is familiar, and
he can contral or influence dl forms of travel and commerce. He can aso turn day to night or vice versa a will.
Beyond these pursuits, however, Lugh is aformidable warrior, armed with a great spear and ading.

Roleplaying Notes: A wanderer of the lands of his worshippers, consorting with the various goddesses of the
lands that he meets, Lugh is a sdf-confident god, eager to keep his hand in mundane affairs. He kegps an eye out
for far play in human matters, stepping in with his avatar to affect the outcome of endeavors within his own
expertise.

Statistics: AL cn; WAL any neutrd; AoC ats, crafts, travel, commerce, war, horsemanship; SY eight-pointed
Star.

Lugh’'sAvatar (warrior 15, wizard 12)
Lugh's avatar is a young, beardless warrior with spear, ding, and purse. He will have with him a cock, goet, or
a tortoise. He may aso appear with a beard, or as a shoemaker and can cal upon any school of magic for his

spells.

Str 18/00 Dex 18 Con 17

Int 18 Wis 18 Chals

MV 18 SZ6 MR 50%

ACO HD 20 HP 190

#AT 2 THACO03 Dmg 1d4 (ding) +6

Special Att/Def:  In a desperate Stuation, Lugh's avatar may increase his ding's number of attacks to 5 per
round and automaticaly hit with each one. He may do thisfor one round in any given encounter.

Duties of the Priesthood

Priests of Lugh must be highly skilled in the arts, and they must be wel-traveled. They must adso erect mounds
to or hold their ceremonies atop low hills or other summits.
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Requirements AB dandard; AL any neutrd; WP ding, mace; AR a SP dl, animd astrd, charm, combat,
cregtion, divination, guardian, heding, protection, summoning, sun, weether; PW 1) create darkness or light in a
100" radius once per day; 3) travel d thrice norma speed for 4 hours per day; 9) enchant an item once per week;
TU nil.

Oghma (intermediate god)

Oghma, whose epithet, Grianainech, means "of the sun-like countenance™” is the god of doquence and
language. His speeches and words carry great weight with his liseners, and he is often depicted as having gold
chains between his tongue and the ears of his ligeners, Cdts have great respect for the powers of persuasive
speech that Oghma personifies. He has the power to communicate his ideas accurately and quickly, swaying any
number who hear him to his cause. Oghma invented the beautiful Oghma script which can be easly carved into
sone or wood, especidly a places devoted to his worship. Oghma is dso known to be a champion, both as a
warrior and as a patron of idess.

Roleplaying Notes. Oghma enjoys visiting and spesking to his flock in the form of his avatar. He strengthens
their collective resolve to worship him, and teaches his priests the arts of his lettering and persuasiveness.
Oghma seeks jugtice and will occasionaly go out of his way to see that it is done. He will champion smal causes
a times, even those that affect but one village with only a few worshippers, if an injustice is brought to his
tention.

Statistics: AL ng; WAL any good; AoC speech, writing; SY Cdtic chdice.

Oghma's Avatar (bard 12, warrior 10)
Oghmd's avatar is an old man, his grey hair is dl but gone and he has dark, wrinkled skin. He carries a bow
and dub, and wearsalion’ s skin. His spdlls can come from any school of magic.

Str 18/50 Dex 17 Con 17

Int 18 Wis 18 Chal7

MV 12 SZ6 MR 30%

AC2 HD 15 HP 110

H#AT 1 THACO05 Dmg 1d6 (club) +3

Special Att/Def: Oghmas avaar can charm anyone who can hear him. Victims must save versus spdls or be
charmed, and Oghmas avatar may continue to gpeek every round until silenced, subdued, or killed.

Duties of the Priesthood

Priests of Oghma are expected to hold their congregations in line with the persuasive powers of their order.
Oghma does not tolerate losing worshippers to other gods in the pantheon, and deds out grict punishment to
those priestswho let their flocks wander.

Requirements AB dandard; AL any good; WP club, bow; AR a SP dl; animd; cham; combat; creation;
divination; dementd; guardian; heding, plant; protection; summoning; sun; PW 1) friends once per day; 3)
charm person once per day; 8) mass charmonce per day; TU nil.

Goibhniu (intermediate god)

The smith held a specia fascination for the Cdtic peoples. Smiths were thought to have magicd powers of
charm and hedling, bestowed upon them by the god of the smiths, Goibhniu. Goibhniu is actudly one of a triad
of gods Luchta the wright and Creidhne the worker in metd are dso important craftsmen gods. Together they
fashioned wegpons for Lugh at the battle of Magh Tuiredh, each doing his part to creste sound, sure weapons.
Reputedly, weapons forged by the grest Goibhniu will never miss ther mark, and those stuck by them will
certainly be dain. In the great Feast of Goibhniu, the god serves a variety of foods and drinks which can soothe,
hed, and even make immortd their consumers.

Roleplaying Notes: Though his size and appearance may at first be threstening, Goibhniu is a generaly
wam and friendly felow. He is especidly fond of sharing stories of battle and fine armaments. He often makes
food and drinks for those he befriends, sharing with them a smdl fees — the wines and dishes of which will be
of a magicd naure and will both prolong life and hed damage However, when made angry, Goibhniu sends
forth his avatar and will show no pity, daying mortas who have crossed him without so much as a second
thought.

Statistics: AL ng; WAL any neutra; AoC manufacture of wegpons and armor, hedling; SY anvil.

Goibhniu’s Avatar (fighter 18, priest 15)
Goibhniu'savatar is abrawvny smith, muscled and blackened by hard work a theforge.

Str 18/00 Dex 15 Con 18
Int 15 Wis 15 Chal0
MV 12 765" MR 30%



ACO HD 18 HP 180
#AT5/2 THACO03 Dmg 1d4 +6 (warhammer) +6

Special Att/Def: Despite his THACO of 3, Goibhniu's avatar never misses his targets. He uses dther his
warhammer +5 or his spear +5, depending on the stuation. Once per turn, he may automaticaly day any living
creature that he hitswith either of these wespons, no saving throw alowed.

Duties of the Priesthood

Priests of Goibhniu are expected to watch over and protect both smiths and warriors dike. They are required to
take the blacksmith non-weapon proficiency and can serve as court armorers or smiths. They are also expected to
oversee the feeding and healing of the faithful, especialy warriors wounded in battle.

Requirements AB dandard, but Str of at least 15; AL any neutrad; WP any metd; AR a SP dl, adrd,
charm, combat, credtion, elementd, guardian, heding, protection, sun, weather; PW 1) heroes feast once per
week; 10) craft weapons, shields, or suits of armor with a+2 enchantment (reguires one month each); TU nil.

Daghdha (greater god)

Daghdha enjoys a postion of leadership among the loose confederation of Cdtic gods, a god of druids. His
powers widdy varied, but he is credited with control over the weether and crops. His great cauldron is a
bottomless receptacle with food and drink and the abundance of the Cdtic other-world from which he comes —
there is virtudly nothing he cannot pull from his cauldron. Daghdha is the custodian the gods and al Cdtic
people, usng his charms and powers to protect and ad them whenever he can. As a warrior he is a great leader
and scout, as a faher figure he is both stern and funloving; Daghdha enjoys being a comicd figure of grest
power.

Roleplaying Notess Daghdha is a happy go lucky sort who is only interested in the genera welfare of his
Cdtic worshippers. He will often send his avatar to appear at the scene of an impending batle and use his
charms to sway crucid made figures on the other side He dso sends him during times of pestilence or crop
failure to set things right. He will tempt to resort to comic trickery to get his own way .

Statistics: AL cg; WAL any good; AoC crops, westher; Cdtic shield.

Daghdha'sAvatar (fighter 15, hard 10)
Daghdhd s avatar appears as atal man who is dressed comicaly, with avery short tunic and uncouth behavior.

Str 18/76 Dex 18 Con 17

Int 18 Wis 18 Chals

MV 15 SZ6 MR 80%

AC?2 HD 15 HP 150

H#AT5/2 THACO6 Dmg 1d6 (club) +10

Special Att/Def: Daghdhd's avatar wields a club a highly magica nature. If he so chooses, any blow from its
heavy end will autometicdly day a living being (no save throw). However, if he turns the club and touches a
dead being, it will regain life (as raise dead spell). Also, Daghdha's avatar has the ability to charm any woman,
mortd or otherwise, and bend her to hiswill.

Duties of the Priesthood

Priests of Daghdha must be druids. They are expected to dress in an unorthodox manner in order to draw
atention to themsdlves. Daghdhd's druids are chiefly responsible for the credtion of great sanding stones with
which they can keep track of the seasons and through which they can exercise their magical powers. His druids
generally keep to themsdlves, gathering only to perform important ceremonies.

Requirements. AB as druid; AL as druid; WP as druid AR as druid; SP as druid; PW as druid, but aso 1) can
accurately predict westher one full week in advance; 8) heroes feast once per day; TU nil.

Manannan mac Lir (intermediate god)

The Cdtic god of the sea is a kowledgegble custodian of the oceans. Manannan mec Lir rides over the waves
on his chariot, pulled by various crestures of the sea, admiring its beauty and governing its bountiful operation.
To Manannan mac Lir, the oceans are a vast plain, the various fishes either cattle or sheep — in his other-world
redity, he lives upon the "land" while others must use boats to vist it. He generdly wears armor made of metd
and seashdls and carries agiant sword, riding his chariot upon the waves.

Roleplaying Notes: Manannan mac Lir's sends his avatars to roam the oceans on their chariots. He has great
respect for those mortals who can master the seas, but has no pity for those who fail and drown within them.

Statistics: AL in; WAL any neutra; AoC oceans and thecregturesin them; SY afish.

Manannan mac Lir’s Avatar (fighter 17)
Manannan mac Lir'savatar isagigantic man in shel armor.
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Str 25 Dex 20 Con25

Int 18 Wis 18 Cha18

MV 15, Sw 21 Z7 MR 40%

ACO HD 17 HP 170

HAT5/2 THACO4 Dmg 108 (bastard sword) +14

Special Att/Def: Manannan mac Lir's avatar wields a sword cdled Realiator, that will automaticaly day his
worst enemies, the fire giants, when he hits them with it (no saving throw). He can adso cal upon up to 100 HD
worth of undersea creatures to fight with him. The creatures must be able to get to the scene of the battle under
their own power, but once there will follow his commandsto the letter.

Duties of the Priesthood

Priests of Manannan mac Lir can be dther druids (as per the Player's Handbook) or priests (as described
below). They are required to base themsdves in coastd villages or regions, but can travel inland on business that
might affect the seas. Manannan mac Lir's priests are encouraged to protect the seaand its creatures.

Requirements:.  AB dandard; AL any good; WP mace or trident; AR & SP dl, animd, astrd, combat,
divination, dementd, guardian, heding, plant, summoning, weather; PW 1) create salt water (as the create
water spell); 5) breathe water 1 hour per level per day; TU nil.

Arawn (intermediate god)

As god of death and the underworld, Arawn rarely has reason to venture into the world of the living. His home
is an idand s0 far out at sea that no one, not even Manannan mac Lir, can find it while living, for only te dead
can travel there. In fact, Arawn generdly only sends an avatar to the world of the living after someone has been
resurrected that Arawn would rather keep. Many other Cdtic gods will endorse resurrections, but none can
guarantee that Arawn will leave the matter at that. Arawn has absolute power over life and desth among the
Cdts.

Roleplaying Notess On resurrecting any individud, there is a 2% chance per level of that individud that
Arawn will intervene. He will ether send his avatar to reclam the body or (25% chance) he will attempt to
bargain. He will offer some other smilar character from the legions of the dead provided he can keep the
origind character. Refusd of hisoffer will be met with force.

Statistics: AL ne, WAL any evil; AoC life and deeth; SY warrior's skull.

Arawn’sAvatar (priest 18, wizard 12)
Arawn's avatar gppears asanormal man in black robes. His features are very dark and deep s&t.

Str 17 Dex 15 Con18

Int 15 Wis 18 Chal2

MV 12 sz6 MR 50%

ACO HD 18 HP 144

HAT 1 THACO010 Dmg 106 (club) +1

Special Att/Def: Arawn's avatar has 50% magica resistance normally, but this is increased to 100 % for any
magical or clerical spels that would otherwise inflict damage on his avata’s body. Anyone hitting Arawn’s
avatar withamagical weapon must instantly save versus spellsor die.

Duties of the Priesthood

Priests of Arawn officiate a one and only one rdligious function — burid. Cdtic burids involve smple graves
for mos, complex graves including chariot and trophies for warriors and chieftains. Priests of Arawn do not
officiate at sacrifices to other gods, but are generdly on hand for ceremonies of their own immediately following
such events.

Requirements AB dandard; AL any evil; AR & WP dub or scythey SP dl, astrd, credtion, divination,
guardian, necromantic, summoning; PW 1) speak with dead 10) animatedead once per hour; TU command.

Morrigan (intermediate god)

Morrigan is the Cdtic goddess of war. She is a fearsome warrior, causing great fear in her opponents, driving
home her own battles with a spear in ether hand. She is terribly ugly, laughs a maniacd laugh, and has dreadful
manners. She expects dl Cdts and especially her followers to fight congtantly, encouraging petty wars where
there otherwise would be none. She can shape change to fool her opponents, and often cdls upon four minor
goddesses of war to fight by her side. At one time, Morrigan tried to seduce the hero Cu Chulainn, but on failure
sheturned againgt him and nearly killed him.

Roleplaying Notes: Morrigan is bent on warfare every turn. She will readily pick fights, preferring to get
mortals to fight each other by whatever means. She will use many forms to trick otherwise pesceful parties into
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conflict. Morrigan often observes battles and will not tolerate fear among her followers — she will srike dead
any follower that turns and flees from a battle she iswatching.
Statistics: AL ce; WAL any evil; AoC battle and war; Cdtic sword hilt.

Morrigan’sAvatar (fighter 20)
Morrigan's avatar can appear in many forms, most commonly a hag, but sometimes as a crow or beautiful
young woman.

Str 18/76 Dex 18 Con 18

Int 15 Wis 12 Cha5

MV 15+ SZ6 MR 80%

AC-2 HD 20 HP 200

HAT 5/2 THACO1 Dmg 1d6 (spear) +4

Special Att/Def: Morrigan's avaar can cause fear every round she is in combat in every enemy she can see. In
a chase she can adjust her speed to any amount to keep doggedly pursuing a victim until it runs out of energy.
Morrigan can becomeinvisibleat will and fight fredy while in a state.

Duties of the Priesthood

Priests of Morrigan have to band into battle groups or atach themselves to groups of warriors at al times. It is
rare that Morrigan will alow one of her clerics to travel independently, unless they are in search of greater, more
intense combat situations. Morrigan’s priests have no power to hed, since it is her will that those who fdl in
battle should die.

Requirements AB dandard; AL any evil; WP any; a SP dl, astrd, combet, eemental, guardian, protect PW
1) Morrigan will heal 5 hit points per level over night for her priests who have killed anything the day before
TU turn.

Diancecht (intermediate god)

As the Cdtic god of heding, Diancecht cares for the sick and wounded without regard to their worship. He is
s0 insanely jedous of his ahilities that he dew his own son who might have become a better heder than his
father. Diancecht has heded the other gods, as wdl, fashioning a& one time a slver am to replace one logt, and
using a ca’'s eye to replace a lost eye. He has a magicd bath that can ingantly and completely hed any morta or
god. Diancecht often uses his powers to enforce his notion that any wound is the responsbility of the inflictor to
hed, or a least pay for. In combat, Diancecht will hed himsdf, friends, and enemies dike, for he is unable to
control his penchant for medicine.

Roleplaying Notes: Diancecht is obsessed with heding, both among the gods and among mortds His avaar
is forever wandering the world of men searching for those who need his skills Whenever confronted, Diancecht
will seldom involve himsdlf in a Situation that does not require him to hedl.

Statistics: AL Ig; WAL any good; AoC medicine and hedling; SY aledf.

Diancecht’s Avatar (priest 18, fighter 12)
Diancecht’s avatar appears as ayoung man in smple clothing, bearing a bag filled with herbs and medicines.

Str 18 Dex 15 Con 12

Int 18 Wis 18 Cha17

MV 12 SZ6 MR 25%

AC4 HD 18 HP 144

#AT 1 THACO010 Dmg 1d4 (dagoer) +4

Special Att/Def: Diancecht's avatar never gets involved in lage batles When in comba, he is immune to
any hit that does less than one-fourth of his basic hit points (36) in a sngle strike — other blows smply deflect
off of him. At will, he can hed any individua he can see.

Duties of the Priesthood

Priests of Diancecht may be either clerics or druids. Like their deity, they are sworn to seek out those who need
to be heded and perform their work. However, living in the imperfect world, his priests cannot pick and choose
patients, so often follow marauders or other war bands to exercise their talents.

Requirements AB dandard; AL any good; WP mace AR @ SP dl, animd, credtion, divination, hedling,
plant, protection; PW 1) al spells from the hedling sphere are cast as if hey were 1 level lower than normal. For
example, cure serious wounds becomes a 3rd leve sl and cure critical wounds becomes a 4th leve spell; TU
nil.

Math M athonwy (inter mediate god)
57



Math Mathonwy is the Cdtic god of sorcery. He caries a mighty magicd staff and wears a torc given to him
by the other gods. As master of his household, Math insists that his feet rest in the lap of a maiden whenever
possble. He does not tolerate mistreatment of his maiden foot warmers, nor does he abide treechery on heir
part, and has vented his wrath upon many who have violated his trust. He saves his magic mainly for his own
purposes, keeping hisfamily in check, and seldom casts spells for the good of hisfollowers or priests.

Roleplaying Notes: Math Mathonwy seldom sends his avatar into the world of men without some mission. It
is rare that his avetar will become embroiled in the affars of humans unless there is some magicd
experimentation involved. Math Mathonwy is aways in search of new magics and humans knowing this can
trick hisavatar into action, but they might suffer hiswrath at alater time.

Statistics: AL ne WAL any neutrd; AoC magic; SY the taff.

Math Mathonwy's Avatar (wizard 20)
Math Mathonwy’ s avatar appears as an elderly man in heavy tunic and robes.

Str 12 Dex 15 Con 15

Int 18 Wis17 Chal2

MV 15 SZ6 MR 40%

AC4 HD 20 HP 80

#AT 1 THACO014 Dmg 1d4 (dagger)

Special Att/Def: Math Mathonwy's avatar will avoid combat whenever posshble. If cornered, he will use his
magical Saff to attack; when it hits, it turns his opponent into a pool of water, permanently (athough a save
versus wands is dlowed to avoid this transformation). Math Mahonwy adso uses his magicd powers to
polymorph his enemies into animds, often leaving them as such for years a a time as punishment for some
wrong they did to him or hisfamily.

Duties of the Priesthood

Priests of Math Mathonwy may be ether clerics or druids. At higher levels, they adso have many standard
magicd abilities which make them very powerful evokers of magica force. His priests often take part in group
rituals to gir up magic involved in other ceremonies. However, al priests must peform an entire month of
prayer in solitude every year — those who did not achieve enough experience to gain a levd in that year must
start over &t first level after the month isthrough.

Requirements.  AB dandard, but Int must be 15; AL any neutrd; WP dagger; AR g; SP dl, animd, adrd,
cham, combat, cregtion, divination, dementa, guardian, hedling, necromantic, plant, protection, summoning,
sun, westher; PW 6) cast wizard spells asif they werefive levelslower in experience; TU nil

Belenus (intermediate god)

Bdenus is a god of the sun and of fire, a patron of the druids. He has the ability to control the heat and light
from fires and from the sun, bringing them into focus to destroy or blocking them off to freeze when he wishes.
In May, the Cdts drive catle through specid Bedtan fires while Belenus watches with favor and raises the
overdl qudity of the livestock. Beenus encourages the congruction of sanding stones to measure the progress
of his sun and sacred groves where his druids may meet and build great bonfiresto him.

Roleplaying Notes: Beenus sends his avatar to the world of men frequently to visit with chieftains and court
the ladies of the Cdts. He can look unfavorably upon a particular village and cause the sun to stand ill or never
come up for some period of time. With such powers, he can easily bring otherwise powerful chieftains in line
with histhinking.

Statistics: AL ng; WAL any good; AoC sun, hest, light; SY solar disc and standing stones.

Bdenus Avatar (fighter 15, bard 10)
Bdenus avaar appears as a strong young man with curled black hair and a terific shining torc around his
neck.

Str 18 Dex 17 Con 15

Int 15 Wis 15 Chai8

MV 15 SZ6 MR 30%

ACO HD 15 HP 150

HAT 5/2 THACO06 Dmg 1d8 (longsword) +2

Special Att/Def: Bdenus avatar can blind any living creature within sight by making his magicd torc shine
with the brightness of the sun. He can aso focus that light for one round, inflicting 3d10 damage provided he
hits his mark. His longsword can be made to flame once per turn, doing an additiond 2d10 to crestures affected
by fire.
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Duties of the Priesthood

Priests of Belenus must be druids. At least once in their lives they are required to take part in the congtruction
of a gone dructure in honor of their god and his sun. This usudly takes at least a year. Mesetings with other
druids must take place in desgnated groves around enormous fires. Wandering druids must tend to forest fires,
teking care that they occur in sufficient quantity to renew portions of the woods, but not o frequently that they
devastate it.

Requirements:  AB as druid; AL as druid; WP as druid; AR as druid; SP as druid; PW 1) continual light on
commeand; 10) enchant stones (as described earlier); TU turn.

Brigantia (intermediate god)

Brigantia is the Cdtic goddess of the rivers and rurd life. She was raised on the milk cresture of the other-
world, a white, redeared cow. She is worshipped by the Cdtic queen Catimandua (women in postions of
power are not a dl uncommon among the Celts) and by the pastad villages and towns. She is the protector of
flocks of geese and herds of catle, seeing they flourish to help feed her hungry worshippers. Her dominion over
the rivers alows her to use their waters for therapeutic purposes. She often wears a crown and is depicted in
Cdtic at gtting aop a globe. She is aso sometimes outfitted for war, wearing a breast plae and carrying a
Spear.

Roleplaying Notes: Brigantia is of a relaxed, pesceful nature. She rgoices in the dower, quigter ways of the
country folk, and never ventures into large towns or cities, Her tending of animds is compulsive, and she will
often keep that task even when other pressing matters are brought to her attention.

Statistics: AL ng; WAL any neutra; AoC rivers and livestock; SY afootbridge.

Brigantia's Avatar (priest 18)
Brigantia's avatar gppears as a beautiful young woman, (either tending animas or amed and dressed as the
goddesshersdf).

Str 15 Dex 15 Con12

Int 18 Wis 18 Chal19

MV 15, Sw 21 5 MR 30%

AC2 HD 18 HP 144

#AT 1 THACO010 Dmg 1d6 (spear)

Special Att/Def: When near a dtream, Brigantids avatar can cdl upon the weaters of any river or dream to
flood any area up to 20 feet beyond its banks, sweeping her enemies away. She can dso cal upon nearby herd
animalsto swarm an enemy, dowing it so that she might escape or distracting them so that she can attack.

Duties of the Priesthood

Priests of Brigantia are charged with spreading her bounty across the land and so are often seen carrying two
clay jars. The firgt contains water from a Brigantian river or stream which the priests can pour into other streams
to cleanse them. The second jar contains dung from her pastord lands which, when didributed, brings her
blessings upon fields and villages. The priests can aso apply their water and dung to hedl the sick or injured.

Requirements  AB dandard; AL neutra good; mace, AR & SP dl, animd, cham, credtion, divination,
menta, hedling, plant, protection, weether; PW 1) hed 1 point of damage per level per day with water and dung;
5) curelight woundsonce per day if a astream blessed by Brigantia, 10) animal growth once per day; TU nil.

Cdtic Heroes
Cu Chulainn

Cu Chulainn is the grestes hero of the Cdts, a fine warrior who has dedt with mortals and immortals on their
own terms. Originaly named Sedanta, the young man is reputed to have traveled to the land of Emhain Mhacha
and defested (single-handedly) 150 other youths. When he approached the lands of the great smith Culann, he
encountered and defeated the smith’'s huge guard dog with his bare hands Enraged, Culann forced Sedanta to
guard hislandsin the dog's place, and thus Sedanta became known as Cu Chulainn, or "dog of Culann:

Cu Chulainn underwent a series of initiations into heroic gtature. He was forced to fight many other heroes and
cregtures, put through exctic rituas throughout Cdtic lands, and findly learned <rategies and magica tactics
that have rendered him dl but invincible.

Roleplaying Notes: Cu Chulainn is known throughout the lands of the Cedts, by mortas and gods dike. He
never travels in disguise, so cannot help but be noticed. Cu Chulainn has a particular hatred of giants and will
seek them out to destroy them whenever possble. He travels the Cdtic lands to stamp out injustice and has a
reputation for gppearing just in the nick of time.

(warrior 20)
Str 18/00 Dex 17 Con18
Int 17 Wis15 Chal7
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AC-2 MR 10% MV 15
HP 200 AL cg THACO1
#AT 5/2 Dmg 1d6 +4 (pear) +6

Specid Att/Def: Cu Chulainn’'s spear is cdled Gae Bolg, and is made from the bones of a sea dragon. He is
the only mortd who can heft it, and while he has it in his hands he cannot be surprised. The wegpon is a spear
+4. In batle, Cu Chulainn glows with a brilliant light and those attempting to fight him cannot look directly a

this brilliance and suffer a -4 pendty to their attack rolls. When fighting giants, Cu Chulainn gains an additiona
+4to dl attack and damege rolls againgt them.
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Chinese Mythology

Throughout antiquity, Ancient China was one of the most cultivated and powerful empires in the world. Its
first semi-legendary dynasty was founded in 2,000 BC, well before ancient Greece rose to power. By 200 BC,
the emperors of Ch'in dynasty controlled an area of 500,000 sguare miles they had adso completed one of the
most impressve civil engineering projects ever undertaken, the Great Wal of China, which runs for more than
1,500 miles dong the nation's northern frontier. By the 7th century AD, the Chinese had developed both paper
and printing, crucia inventions which were not to reach the west until more than 700 years later. The list of
technologicd advances made by the Chinese goes on and on, but includes the invention of the clock,
development of gunpowder, and the spinning of silk.

Conddering these impressve achievements and its physical location, it is no wonder that China thought of
itsdf as "Middle Kingdom." To its inhabitants, the Middle Kingdom was the center of the world and a beacon of
civilization in a shadowy world of barbarism. They believed that the people to the north of China were fierce
nomads who lived herding sheep, horses, and camds Those to the south, they considered headhunting savages
who fed themsdves by dithering about in rice paddies The kingdoms to the west were jedlous, hodtile rivas,
and to the east lay vast seas populated by theisolated idand cultures.

The Middle Kingdom's great civilization developed in the vast plain of nothern China. This plan was a dry
prairie covered many yards deep with yellow dust that had been blowing out of Mongadlia for thousands of years.
Through the middle of this plan wound the Yelow River, a great duggish river so choked with glt that it
frequently overflowed its banks and flooded the farmlands aong its length.

This dusty basin might seem an unlikely birthplace for one of the grestest cultures man has witnessed, but it
was here that the first Chinese city-states arose, relying upon the waters of the Ydlow River to irrigate ther
fidds of millet and barley, and to water their herds of pigs, goats, and oxen. It was dso here that Yu the Grest,
thefounder of the legendary Hsiadynasty, established the first Chinese empire.

Although it remains unclear whether Yu the Grest was an historicd or legendary personage, it is clear that his
reign wasfollowed by along series of vigorous dynasties.

The Age of Philosophy

From about the sixth to third centuries BC, the central power of the empire declined and the feudd city-states
enjoyed a great ded of independence. Although this Stuation, eventualy led to a prolonged civil war, it was aso
during this period that two of China’'s most prominent philosophies, Confucianism, and Taoism, were developed.
Both were founded by sages who, as was the custom during this period, wandered from petty king to petty king
offering their advice and wisdom. Although nether philosopher received much acclam during their own times,
both had an impact on Chinathat is still evident today.

The heart of Confucianism, which was founded by K'ung Futzu, is an ethical and mora system rooted in the
venerated traditions of Chinds earliest ages. Basicaly, K'ung Fu-tzu taught that people, especialy rulers, should
be unsdfish, courteous, respectful of the opinions of others, loyd to family and prince, humble, virtuous, and
bold in the cause of right or good. Strictly spesking, Confucianism is not a rdigion, for it is not concerned with
the supernaturd or spiritual matters. It is more a philosophy that guides men in their everyday lives.

In many ways, Taoism is the opposte of Confucianism. Where Confucianism is concerned with the at of
government and social mordity, Taoism is concerned with otherworldly mysticism. Taoists bdieve in a oneness
of-being. To them, life is the same as death and dl things are part of the same harmonious state of existence. The
only way to achieve knowledge of this mydtic state is to enter a trance and merge with the infinite. The Taoigts
believe that any order imposed on nature is destructive and bound to creste unheppiness, so they are generaly
opposed to law and government.

Needless to say, this did not make Taoism popular with the ruling class, but it did not stop Taoism from
becoming the most popular religion of the lower classes. It eventudly became organized into a church, complete
with aformal hierarchy, rites, festivals, and an escape to the Mystical Garden for the faithful.

Both Taoism and Confucianism were influenced by a concept from another school of philosophy, that of yin-
yang. Badcdly, yin-yang is a dudist view of the cosmos which posits the existence of two opposing forces, yin
(femde, dak, wesk) and yang (mae, light, srength). It is through the interaction of these two forces that
everything inthe universeis created.

Sometime between around 100 AD, another important influence came to China from digtant India Buddhism.
This new religion taught that suffering was indigtinguishable from life. The only way to reach sdvation was to
extinguish dl sense of sdf, which would leed to a date of illumination beyond both suffering and existence.
Despite these foreign idess, there were many surface similarities between Taoism and Buddhism, such as its
emphasis on meditation as a means of enlightenment. Therefore, Buddhism found a ready reception in China,
and it was not long before Buddhist schools peculiar to Chinese culture appeared and flourished.

Because of the influence of these three schools of thought, it is often said that China has three rdigions
Confucianism, Taoism, and Buddhism. This is not to say that a dngle individud practices al three rdigions.
Rether, it meansthat thereisroom in Chinafor followers of all threereligions.
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As the paragraphs above illugtrate the ancient Chinese were relatively broad-minded and open to new idess.
Imperid China was a land where new concepts received a frank appraisd and, if found deserving, an opportunity
to flourish. For priests charged with spreading worship of their deity, it should be an interesting land in which to
adventure.

Chinese Social Order

Early in Chinese higtory, the Emperor ruled the land through a network of noble lords not too terribly different
from that of feuda Europe. But as the empire grew and became ncreasingly concentrated in huge cities (some
had more than a million inhabitants), it became necessary to develop an efficient system to adminigter it. In
response to these needs, China devel oped the world' s first massive bureaucracy

Politicd power quickly passed from the hands of the nobility to the prefects and governors employed by the
Imperia  bureaucracy. These civil servants reported to the Emperor through an eaborate chain of command that
ensured an efficient delegation of power and respongbility. In theory, any intelligent man could rise to a position
of power in this sysem of government. Bureaucrats were chosen not through heredity or nepotism, but on the
bass of scores earned on a rigorous civil service examindtion which tested the prospective employee's
knowledge on a wide veriety of subjects, especidly Confucianism and rdigion. In redity, however, only the
children of the wel-todo could aford to invest the time and money necessary to ensure an acceptable
examination score.

Despite these flaws, the Chinese bureaucracy worked ressonably well. There were many problems with
corruption and betraya of the public trust, but the system could not have been too serioudy flawed, or it would
not have survived as long as it did. The last emperor vled an area of over three million square miles and was not
formally deposed until the 20th century.

In addition to Chinds efficient bureaucracy, there are many reasons for the longevity of its Imperid
government. One of the most important, however, is certainly the Emperor’s specid relaionship with the deities
of hisculture.

Chinese Emperors ruled by a Mandate from Heaven. In the earliest times, it was beieved tha the kings were
direct descendants of a heavenly deity. As such, these "Sons of Heaven" were endowed with extraordinary
spiritual power which enabled them to establish hereditary lines of sacred Emperors who ruled in the country’s
best interest. As the dynasties grew older, this precious spiritua power dissipated until the rulership was passed
on to someone devoid of this sacred power. At that time, heaven would bestow its mandate on another hero, who
would displace the current Emperor and found anew dynasty.

One of the most important duties of a Son of Heaven was to act as an intermediary between heaven and the
entire world, known as "Under Heaven" The Chinee believed that everything in nature was endowed with a
supernatural spiritud force. In the earliest times, it was the king's duty to use his spiritual power to ensure that
these spirits provided for mankind's needs. Naturd disasters, such as drought, flood, famine, etc., were seen as a
sign that the emperor had lost hismandateto rule.

The Chinese dso practiced ancestor worship. They believed that when a person died, his spirit lived on in the
upper regions and influenced the fate of his descendants Under Heaven. To invoke the blessngs of these
ancestors, and to sustain them so they would not become evil spirits, every citizen from the lowest to highest
offered his ancestors food and wine.

In return, the ancestors were expected to provide and look out after the welfare of his descendants. The earliest
kings had questions written down on pieces of polished bones (later called "dragon bones'). These bones, which
contained questions about nearly every aspect of ruling a society, were held over a fire until they cracked. The
answer to the question was divined from the pattern of the cracks.

These primitive beliefs did not fade away as Chinese society advanced and as the pantheon grew more
complicated. Instead, the old bdiefs and the new became pardld religions that complemented each other. The
duty of appeasing the nature spirits passed into peasant hands, while the duty of worshipping the new, more
powerful gods (and his own divine ancestors) became the province of the Emperor.

The pantheon of these new gods was smilar to the organization of the empire. At the head of the bureaucratic
order was Yu-Huang-ShangTi, the supreme emperor of Heaven and Under Heaven. He ruled from a splendid
paace, and had a full set of courtiers, family, amy, and civil servants a his disposd. These subordinates were
charged with certain duties and respongbilities, and had to report to ShangTi once a year. If the supreme
emperor was not pleased, as was a the case, they could be removed and replaced by another who would do a
better job.

Although the deities of the Chinese pantheon inhabit many different planes, they may be found together at least
once a year a Shangti's pdace in the Seventh, or Illumireted, Heaven. Normdly, only lawful good beings are
admitted into this plane, but any Chinese deity may come and go here through Shang-ti’ s power.

The Afterlife

Like al Chinese mythology, the concept of the afterlife is mixture of Buddhigt, Taoist, and Confucian thought.
Bascdly, the ancient Chinese bdlieved that after death, a person’s soul goes to the first of ten supernatura law
courts. Here, the judge investigates the person’s deeds during his past life and passes judgment on what is to
come
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Depending on the nature of their morality, the souls of the virtuous met one of three fates. They could be sent
beck the earth to be reincarnated immediady. In cases where the individud’s morality was subject to question,
he might be incarnated in an animd’s body as a minor punishment. The souls of the very honorable might be
sent to the K'un-lun Mountain, dwelling place of the Immortas, or to the Land of Extreme Hicity in the West.
Both paradises were lands of eternal delight which only the most virtuous souls could hope to attain.

The souls judged to be wicked passed through nine more courts of law. In the first eight of these courts, the
soul is judged for crimes againgt the jurisdiction of that particular court. For ingtance, in the second court, the
individua might be found guilty of being a dishonest intermediary or an ignorant doctor. In the third, he might
be judged a backbiter or forger, and in the fourth a miser, cheat, or blasphemer. As the individua receives his
judgment, he is passed to one of two bells attached to each court, where he receives a punishment appropriate to
the crime. For instance, a miser might be compelled to swalow molten gold, a liar might have his tongue cut out,
amurderer might be cut into pieces, etc.

After receiving the appropriate punishment in each court, the soul reaches the house of Lady Meng, just insde
the exit to this terrible after-world. Here, the Lady Meng serves them the Broth of Oblivion, which robs the souls
of memory of their former lives and their orded in the afterlife. After drinking the broth, the souls pass through
the exit and climb onto the Whed of Transmigration and are cast beck to earth to be reincarnated in a new body.

Priestsin China

Ancient Chinese clerics were responsible for worshipping the entire pantheon of gods, and performed a wide
vaiety of tasks related to the heavens as a whole. In the AD&DO© game, however, priests often dedicate
themsdves to a particular deity. Their spells and powers are granted as favors from that deity in return for the
cleric’'sservice.

When running a campaign with the Chinese mythos as a backdrop, you can handle this difficulty in one of two
ways you can run clerics as badc priests who are granted their powers from the Celestid Bureau of Priestly
Powers. In such a case, you should assign the Priest’s spells to him in accordance with the needs of the Celedtia
Bureaucracy and without regard to the character's own wishes (reflecting the inflexible nature of bureaucratic
adminigration). Under no circumstances will such priests receive granted powers or any other benefits normdly
reserved for priests using the specific mythos option.

On the other hand, if you wish to use the wider range of options available in the specific mythos rules, you
may do so. Simply alow the priest to dedicate himsaf especidly to a particular deity. While he is ill bound to
show the norma reverence to dl gods, he can earn the specid favors available in the mythos rules by showing
extraordinary dedication to a particular deity.

New Spells
Ancestral Blessing (Necromancy)
2nd Level Priest

Spohere: Necromancy

Range Touch

Components: V, S, M

Duration: 1 question or 1 day per leve of caster
Cadting Time: 1 round

Areaof Effect: 1 person or house

Saving Throw: none

This spdll can be used by a character of any class who is at least 3rd level or higher and the head of his or her
household.

The cagster of this spell calls upon the spirits of his ancestors for advice or protection. Providing the caster
maintains an dtar to his ancestors in his home and sacrifices food to them each day, the spirit of one of the
individua’ s ancestors will answer the summons.

The ancestor spirit will either answer one question (with 75% accuracy), or bestow a blessing on one character
of the caster’s choice. This blessing takes the form of a +1 modifier to the character’'s saving throws that lasts for
the duration of the spell.

Alternatively, the caster can ask the spirit to guard his home. In this case, the spirit acts as an infdlible darm
againg dl non-magical intrusions for the duration of the spell. The spirit will not protect the home, it will smply
dert the caster to an intrusion (no matter where he happensto be a the moment).

The materia components of this gpell are a dozen grains of any cered or grain and athimblefilled with wine.
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New Magicitems
Canon of Changes

This book dlows the reader to draw on the mygtic Oneness of the universe to change the nature of matter to
fulfill his own dedres Essentidly, he can convert any non-living object weighing up to 500 gp into any other,
non- living, non-magica object of Smilar mass.

If used in conjunction with the analects of magic (see below), this conversion can be done with up to 5,000 gp
of mass. In addition, the object may be converted into a magica weapon, armor, or shield with a bonus of up to
+5, with one power based on any wizard or priest spell of up to fifth level. Alternatively, the object could be
converted into any monster of up to 10 HD.

Only a being of at least 18 Congtitution and 18 Wisdom can read this book. Even for beings powerful enough
to employ the tome it requires 72 hours of congant reading before he can execute the change, and he forgets
everything he has learned from the book after the transformation is completed. A being may read the book as
many times as he wishes, but he loses one point of Congtitution each time he uses the knowledge gained fromiit.

Any being who attempts to use this book while lacking the proper Congtitution or Wisdom permanently loses
1d6 points of Congtitution. This book may not be used to dter living beings, attribute sores, or to creste magic
items except as described above.

Analects of Magic

This book allows a wizard (or wujen, if you are usng the Oriental Adventures supplement) to memorize any
spell, no matter what his level. Reading the analects of magic requires 72 hours of uninterrupted study, and after
usng the ability gained from it, the reader forgets everything he read. Only 1 wizard (or wujen) of 18
Condtitution and 18 Intelligence may read this tome and they must lose one point of Congitution when they do
0.

Any being who attempts to use this book while lacking the proper Congtitution or Intelligence loses 1d6 points
of Congtitution .

When used in conjunction with the canon of changes (see above) this book has other special powers.

Jade Scepter of Defending

This huge scepter is made of white jade and congtantly glows as if a continual light spell had been placed on it.
It can be used like a mace +3 which inflicts 1d6 points of damage (plus its magic bonus). It never needs to make
a saving throw againgt any destructive force short of that delivered by a god. The scepter’s most useful property,
however, is that it will: prevent any non-magica wegpon from dgriking the holder for as long as he concentrates
on not being hit. The holder may do nothing ese while concentrating on his defense, and the jade scepter will
not defend the holder from any attack inflicted by magic or magic weapons.

A Chaisma of a least 18 is required to wield the jade scepter. Any being with a Charisma below 18 who tries
to lift the scepter loses a point of Congtitution.

Dancing Sword of Bronze

At first glance, this ancient weapon gppears to be a tarnished sword of bronze. If wielded by a being with a
Strength of at least 18, however, its true nature becomes gpparent. It no longer looks corroded, and performs as a
snvord of dancing +1 as described in the Dungeon Magter's Guide. In addition, when held by its owner, the
dancing swvord of bronze also has the ability to shoot a 30 hit point lightning bolt once per round. If its owner is
ever killed, or moves more than thirty feet away from it, the sword vanishes, only to regppear in its corroded
form yearslater in some farmer’ sfield.

In the hand of any being with a Strength of less than 18, the sword appears to be nothing more than a corroded,
weapon of bronze.

Shang-ti (greater god)

Shangti, dso known as Yu-Huang-ShangTi, is the Supreme Ruler of the universe. He is the giver of life, the
vitdizing power of the earth, the bestower of the Mandate of Heaven, the supreme judge, forgiver, savior of
mankind, and the personification of heaven itsdf. As the head of the Ceegtid Bureaucracy, dl other deities rule
through his grace and authority. His word is law among dl gods and goddesses, and he is the find arbitrator in
any dispute among them. In his true form, Shangti is an ethered, aged man with a bald head and a long white
beard.

Roleplaying Notes: Shangti runs the Celestid Bureaucracy with the wefare of the Chinese Empire & heart.
He never gets angry, but will replace any subordinate god who fails to perform his duty correctly. In cases of
corruption, Shangti has returned even the most powerful gods to mortal form and sent them to the After-world
to be punished for their misdeeds.

Omens come from Shangti only when the Emperar has logt his Mandate from Heaven. In such times, the
Empireis besieged by naturd disasters such as plagues, floods, and earthquakes.

Statistics: AL Ig; WAL any lawful; AoC cregtion, socid order; SY jade dragon.

Shang-ti’s Avatar (fighter 16, priest 18)



In hisavatar form, Shangti appears as a wizened old man. The avatar has accessto spellsin any sphere.

Str 18/95 Dex 18 Con18

Int 19 Wis 19 Chal7

MV 18 6 MR 50%

AC-4 HD 18 HP 144

#AT 2 THACO3 Dmg 1d8 +2/1d8 + 2 (staff) +5

Special Att/Def:  Shangti’s avatar carries a daff of thunder and lightning as described in the Dungeon
Master's Guide. All missile attacks directed at him through the air turn around and strike the sender.

Duties of the Priesthood

Only the Emperor may worship Shangti, dthough lower nobility and peasants are dlowed to make offerings to
him once a year. The Emperor's sole duty consists of administering the earthly bureaucracy as efficiently as
possible and with the welfare of the Chinese Empire at heart.

Requirements: AB sandard, but a least 17 Intdligence; AL any lawful; WP any; AR € SP any; PW 5)
Charisma of 19 and innate ahility to detect lies, TU turn.

Kuan-i (inter mediate god)

Kuanti, dso known as Huartti, is the god of fortune telling and war. Instead of making war, however, he tries
to prevent it whenever possible. He is a great scholar and protector of the people, though he can be merciless and
unforgiving in the pursuit of his duties. When war is unavoidable between two powers, it is his task to adjudicate
the dispute and determine who is deserving of victory.

Occasiondly, he enjoys usng his intellectua prowess to predict the future, which accounts for his podtion as
the god of fortune-telling. In his true form, he appears as alarge muscular man with green armor and red skin.

Roleplaying Notes: Although he is the god of war, Kuan-ti is not very warlike. Whenever possible, he prefers
to see politica differences settled by diplomatic rather than military means. When a war does erupt, he prefers to
remain involved until he has determined which sde is more vaorous, for experience has taught him that warriors
fighting for just causes tend to be more brave than those fighting on behalf of evil.

Statistics: AL ng; WAL any good; AoC wa, fortunetelling, protection; SY black-winged chariot.

Kuan+i’'sAvatar (fighter 18)
Kuanti’savatar takes the form of ahuge man with red and green armor.

Str 20 Dex 18 Con 18

Int 19 Wis19 Chal6

MV 18 ZT MR 35%

AC-4 HD 18 HP 144

#AT 2 THACO03 Dmg 1d10 +3/1d10 +3 (sword) +8

Special Att/Def: Kuanti's avatar wears specid magicd armor that heps defend him againgt magica attacks.
All such attacks must make attack rolls (as if they were missile wegpons for ranged spells and as melee weapons
for touch spells). He fights with amagictwo-handed sword +3.

Duties of the Priesthood

Clerics devoted to Kuan4i must be competent fighters, but cannot be quarrelsome or pugnacious. They must
aways be ready to defend the wesk or the empire, but can never lift their weapons for persond gain.

All priests of Kuan-i are multi-classed fighter/priets and must meet the dtandard requirements for both
classes. The normd prohibition againg human characters being multi-classed is waived in the case of Kuan-ti's
followers.

Requirements AB sandard, but must dso be (see above); AL any good; WP any; AR a SP dl, guardian,
healing, protection; PW none; TU nil.

Yen-WangY eh (intermediate god)

Yen-WangYeh is the god of the dead, chief judge of the Ten Law Courts of the After-world, and king of the
Eighteen Hells. When a dead man's soul reeches the first court of the after-world, Yen-WangYeh determines
whether the man should be rewarded, passed directly to the Whed of Transmigration (reincarnation), or passed
oto the lower courts for punishment. In his true form, Yen-WangYeh resembles a ydlow-robed warrior with
ebony skin.

Roleplaying Notes: YenWangYeh is a dedicated and humorless sarvant of the Celestid Bureaucracy. His
primary concern ismaking surethat the spirits of the dead are processed quickly and efficiently.
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Yen-WangYeh must personally approve any raise dead resurrection, or reincarnation spell cast by any
worshipper of any god in the Chinese pantheon. Any time such a person casts one of these spells, there is a flat
25% chance hewill cancd it. Yen-WangY eh is not well-known for sending omens or portents.

Statistics: AL In; WAL any lawful; AoC desth; SY helm wrapped with ribbons.

Yen-Wang Yeh'sAvatar (ranger 17)
Yen-WangYeh's avaar is a black-robed man with ebony skin. He can use the number and levd of spels
appropriateto aranger of hislevel, salecting them from the animal and plant spheres.

Str 18/00 Dex 18 Con 18

Int 16 Wis17 Chal2

MV 16 SZ6 MR 30%

AC-1 HD 17 HP 136

HAT 2 THACO05 Dmg 1d8/1d8 (sword) +6

Special Att/Def:  Yen-WangYeh's avatars can move slently (100% success), turn invisible a will, and track
without error over any terrain up to seven days dfter his quarry has passed. Anyone touching the avatar's body
must save versus paralyzation or remain motionless for 1d4 rounds.

Duties of the Priesthood

Priests devoted to Yen-WangYeh ae required to prepare the dead for cremation, preside over funerds and
offer advice to their followers about how best to worship one's ancestors. Occasiondly, they are caled upon to
track down arogue undead spirit.

Priests of Yen-WangYeh who have reached 5th level can converse with the spirit of another’s ancestor. They
may ask the spirit up to 5 questions which are truthfully answered. A person’s ancestral spirits may be contacted
only at their request and with their permission.

Requirements: AB dandad; AL any; WP any; AR & SP dl, divination, necromantic, protection,
aummoning; PW 3) speak with dead 5) spesk with ancestral spirit; 10) raise dead (no chance of cancdlaion);
TU turn.

Fu Hsing (intermediate god)

Fu Hsng is the god of happiness, who sees to it tha each man receves his share of joy. Origindly, Fu Hsing
was a mortd magidrate named Yang Cheng. Yang saved the people from the emperor Wu-ti's intolerable tax
levies in the sixth century AD. In return for his bravery and sdflessness, the Jade Emperor made him immorta
and assigned him the cheerful task of spreading happiness. Fu Hsing isasmdll, cheerful man with aready smile.

Roleplaying Notes: Fu Hsing is a jolly deity who takes grest pleasure in executing his duties. A prayer from
any unhappy person who truly deserves happiness is 90% likely to bring a response from Fu Hsing. Often, he
sends his avatar to heroesto ask them for help on behalf of the distressed person.

If a party answers such a request and helps the person, they are sure to be rewarded. Sometime in the future, at
their most desperate hour, Fu Hsing will send his avatar to their aid.

Statistics: AL cg; WAL any; AoC happiness and joy; SY bat.

Fu Hsng'sAvatar (bard 18)
Fu Hsng's avatar often gppears as a grimy old man carrying a beat-up lute and singing a jolly song in a robust
voice. He can cast draw upon any school of magic to cast any spell appropriate to hislevel asabard.

Str 13 Dex 18 Con 16

Int 18 Wis18 Chal7

MV 15 <5 MR 30%

ACO HD 18 HP 144

#AT1 THACO3 Dmg 1d4 (dagger)

Special Att/Def: With a single strum of his magica lute, Fu Hsing's avatar can cast any wizard spell of first
through fourth level.

Duties of the Priesthood

Priests dedicated to Fu Hsing must spread happiness wherever they go. They can fight only in defense of
themsdlves or another and may never ingtigate combat. If they encounter a sad person, they must do what they
can to cheer him or her. They must dso learn to sing jolly songs and play a least one musicd insrument. In
campaigns that use proficiencies, they are required to sdect the singing and atistic ability skills. In the latter
case, they must choose to be proficient in the playing of musica instruments. They can never sing or play sad
songs, however.
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Requirements  AB dandard, but must have a charisma of 14 or more AL any good; WP dagger; AR a SP
al, cham, credtion, heding; PW 1) immune to fear or degpar; 5) gan spel abilities of a bard of same leved as
priest; 10) cast ay spell known to them by playing a single note on any musical instrument they are proficient
with; TU turn.

Chung Kud (intermediate god)

Also known as K'ud Hsng, Chung Kud was a brilliant mortd who finished firgt in al of his examinations
However, he was so0 ugly that the Emperor would not affirm his success. When the despondent Chung Kue
threw himsdf into the sea, a turtle saved his life. The Emperor took this as a divine Sgn and acknowledged the
examination result. Chung Kud saved s0 efficiently and honestly that Shang-ti granted him immortality,
maeking him assgant to Wen Chang Ti, god of literature. Eventudly, as the need for bureaucrats incressed,
Shangti crested a minigtry to watch over truth and the examination process, placing Chung Kud in charge of it.
In his true form, Chung Kud is a findy dressed man with a magnificent potbely, a hairy nose of grotesque
proportions, red -rimmed eyes, and atiny chin completely lost benesth the folds of his bulging cheeks.

Roleplaying Notes: Chung Kud’'s primary duty is to oversee the imperid examinations. There is a 50%
chance tha he will notice any chedating. This chance increeses to 75% if magic is used. When a cheater is
noticed, histest paper burgtsinto flamesin his hand, inflicting 2d6 points of fire damage (no save alowed).

Statistics: AL Ig; WAL non-evil; AoC truth and testing; SY ruler and writing brush.

Chung Kud’sAvatar (priest 17)
Chung Kud’s avaar resembles the god himsdf: findy dressed and repulsively ugly. He can draw upon any
sphere for his spells. In addition, he may dso cast any wizard Spell asif it were apriest’s spell of the samelevel.

Str 18 Dex 16 Con 16

Int 20 Wis20 Cha0

MV 15 SZ6 MR 20%

AC2 HD 17 HP 136

#AT 1 THACO05 Dmg 1d6 +3 (staff) +2

Special Att/Def: Anyone looking & Chung Kud's avaar must save versus petrification or look away. He can
aways detect alie and his staff, which is a+3 wegpon, aso actsrod of cancellation.

Duties of the Priesthood

Priests dedicated to Chung Kud must be honest, scholarly and ugly. Ther primary duty consists of
administering imperial  examinations, though they are often employed as invettigators in cases of officid
corruption.

Requirements AB dandard, but maximum Charisma 9; AL Ig; WP dgaff, club, mace; AR & SP dl, cham,
divination, healing, protection, summoning; PW 5) detect lie; 10) detect lie (no saving throw); TU nil.

Liu (intermediate god)

A Cdedid Prince, Liu is the god of crops and Superintendent of the Five Cereds rice, baley, mill,
sorghum, and wheat. In addition to supervisng the individud deities of esch of the five cereds he is charged
with interacting with the gods of rain, hail, insects, and other naturd phenomena to ensure an adeguate growing
season. His is a very difficult job, for he must carefully balance the needs of each of the different cereds, a the
same time usng diplomacy and other politicd skills to convince his fdlow gods not to send too much or too
little rain. Save for his godly bearing and charisma, Liu is a young man who resembles a morta bureaucrat who
might occupy asimilar stetion on earth.

Roleplaying Notes: Liu's tasks keep him so busy that even when faced with a mgor agriculturd catastrophe,
a worshiper has only a 1% chance of attracting the god's attention. Dungeon Masters should increase this to 1%
per level for priests dedicated to Liu. Should Liu notice a worshiper's request, he will send his avatar to offer
what help he can.

Because he works so hard, Liu is essly affronted if the proper rites are not observed in his honor, which may
result in a poor harves for the offending community. Omens from Liu usudly concern the proper time for
planting and harvesting, and are associated with the moon, the wind, and the wesether.

Statistics: AL n; WAL any; AoC crops and food; SY one stalk of each of the five ceredl's bound together.

Liu'sAvatar (druid 16)
Lius avaar resembles a humble pessant. He can draw upon the dl, animd, divination, eementd, heding,
plant, and weather spheresfor his spells.

Str 18/94 Dex 17 Con 15
Int 17 Wis17 Chal8
MV 15 76 MR 20%
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ACO HD 16 HP 128
#AT 1 THACO5 Dmg 108 + 3 (staff) +5

Special Att/Def: Liu' savaar carries a gaff of command +3 and can control plantsin 2100’ radius at will.

Duties of the Priesthood

Priests dedicated to Liu are expected to work in the fields and to preside over planting and harvesting rites.

Requirements  AB dandard; AL any; WP hill-guisame, dckle nall; AR g SP dl, animd, plant, heding,
sun, wegther; PW 5) cure disease(works on plants only); 10) turn insect plague spells; TU nil.

Lu Hsing (intermediate god)

As the god of sdaies and functionaries, Lu Hang is often revered by ambitious bureaucrats. He served the
founder of the Han dynasty as a loya and honest administrator. As a result, Shang-ti deified him and gave to him
the task of overseeing the fair digribution of rewards in the earthly bureaucracy. Along with Fu Hsing and Shou
Hsing, he is one of the three gods worshipped by public servants in order to assure a prosperous career and a
happy life. In his true form, he is an immaculately groomed man with a plessant countenance and a long, silky
beard.

Roleplaying Notes: Lu Hsing's primary concern is ensuring that hardworking bureaucrats receive the rewards
they deserve. He is more concerned with results than with methods, so dishonesty or treachery does not hinder
an administrator’s career, so long asit is employed for the benefit of the sate.

However, he detests corruption in any form, so any officid committing dishonorable acts for persond gain
gands a 10% chance of coming to Lu Hsing's notice. In such cases, Lu Hsing tries to correct the aberrant
behavior through a series of omens. Fird, the individud's sdary is somehow logt for three weeks in a row.
Second, his superior makes a surprise inspection and, no matter what he finds, chastises the bureaucrat for
keeping a doppy office. Third, the bureaucrat receives a visit and stern lecture from Lu Hsing's avatar. If the
individual till does not redress his misdoings, Lu Hsing arranges public exposure of the officia’ s corruption.

Statistics: AL In; WAL any; AoC just rewards, SY deer.

Lu Hsng sAvatar (priest 15)
Lu Hsng's avatar usudly takes the form of a well-dressed bureaucrat, often riding a huge stag as a mount. He
can draw on any sphere for his spells.

Str 18/09 Dex 16 Con18

Int 18 Wis 17 Chals

MV 15 Sz 6 MR 20%

AC?2 HD 16 HP 128

HAT 1 THACO5 Dmg 1d6 +3 (Flail) +3

Special Att/Def: LuHsing'savatar can only be hit by +2 or better weagpons.

Duties of the Priesthood

Lu Hsing is worshipped in the homes of bureaucrats, not in formal temples. Any bureaucrat who sacrifices a
small portion of his sdary and who works hard may become a priest of Lu Hang.

Reguirements  AB dandard; AL any lawful; WP club, dagger; AR & SP dl, charm, divination, heding,
summoning; PW 1) suggestion (as 3rd level wizard spel), 5) domination (as 5th level wizard spell), 10) mass
charm (as 8th level wizard spell); TU nil.

Shou Hsing (intermediate god)

Shou Hsing is the god of longevity and he arbiter of life spans. He possesses a set of tablets upon which he has
inscribed the date of everyon€'s death. As these dates are written in stone, they are supposedly immutable.
However, the god has been known to "juggle the writing" and change the dates favorably for those who treat him
especialy well.

In his true form, Shou Hsng is an aged man with a pure white beard and eyebrows. He has an enormous, egg-
shaped bad head. Shou Hsing usualy supports himsdf with a large, rough stick, and caries a Pan T'ao — one
of the peaches of immortality — in hisfree hand.

Roleplaying Notes. Although he has no forma temples, Shou Hsing enjoys being worshipped. Many people
maintain a drine to him in ther homes and regularly offer him barley cekes and wine Members of such
households sdldom suffer the infirmities of old age, but those who neglect such sacrifices sdldom age gracefully.
Omens from Shou Hsing include signs of premature aging, such as graying hair, loss of hearing or sight, and
unexplained arthritic aches.

Statistics: AL cn; WAL any; AoC long life; SY peach.

Shou Hsng' sAvatar (wizard 16)
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Shou Hsing's avaar is an aged bad man of cheerful digposition. He can draw his spells from the necromancy,
invocation/evocation, and enchantment/charm schools of magic.

Str 18/52 Dex 16 Con 15

Int 18 Wis 19 Chal6

MV 15 SZ6 MR 25%

AC2 HD 16 HP 128

#AT 1 THACO05 Dmg 1d6 +5 (staff) +4

Special Att/Def: Shou Hsing's avatar caries a waking stick that is a +5 magical wegpon and aso functions
as a gaff of withering In addition to the normal powers of such a weapon it can cause any living cresture to age
5d10 years ingtantly. This special power can be used once per day and, athough an atack roll is required to hit
the target, no saving throw is dlowed.

Duties of the Priesthood

Priests devoted to Shou Hsing devote themsdlves to protect and comfort the elderly. They are often called upon
to preside over parties thrown to celebrate the 50th, 75th, and 100th birthdays of long-ivedindividuas.

Requirements  AB dandard; AL any; WP daff, AR a SP dl, agtrd, cham, combeat, credtion, hedling,
necromantic, protection; PW 1) priest only ages one year per two; 10) priest no longer ages, 20) priest can halt
the aging of others at the costs of one point of his own Constitution; TU turn.

Kuan Yin (intermediate god)

Kuan Yin is one of the mogt popular gods of ancient China, for she is the goddess of mercy. She condantly
srives to ease suffering of al kinds, and is especialy fond of rescuing shipwrecked sailors, curing the diseased,
and protecting endangered women and children. Her surname, SungTzu-NiangNiang ("Lady who brings
children"), reflects her place as the goddess of human fertility. In this role, she makes gerile women fertile and
brings souls to newborn children. In either aspect, Kuan Yin's true from is that of a dim young woman dressed
inwhite.

Roleplaying Notess Kuan Yin is dedicated to compasson and peece, especiadly where women and children
are concerned. When somebody commits a violent act that affects children, there is a 1% chance per child and/or
woman affected that she will notice and send her avatar to intervene. The person responsible will adways be
punished severely, though not by the loss of life. Omens from Kuan Yin are often ddivered by taking infants.
Any woman stedling a pair of dippersfrom Kuan Yin'stemple will become pregnant.

Statistics: AL lg; WAL any good; AoC childbirth mercy; SY infant lying on alotus flower.

Kuan Yin'sAvatar (priest 17)
Kuan Yin's avatar gopears as an extremely beautiful dim young woman, often with a lotus blossom in her hair
and an infant in her arams. She can cdl upon the al, animal, charm, hedling, and protection spheres for her spdls.

Str21 Dex 17 Con17

Int 18 Wis 19 Cha19

MV 18 SZ6 MR 30%

AC5 HD 17 HP 136

HAT 1 THACO5 Dmg 310 +9 (gaff) +9

Special Att/Def: Kuan Yin's avatar cannot be hit by any physica wegpon, even magica ones. In combat, she
employs a magicd quarterstaff + 5 that inflicts sunning damage only. In addition, she has the power to negate
one attack againgt any person per round (she chooses which attack at the end the combat round).

Duties of the Priesthood

In addition to keeping an ample supply of dippers on hand, priests dedicated to Kuan Yin must defend the
helpless, minister to the sick, and care for homeless children. They may never kill purposdy, and if they Kkill
accidentdlly they lose all their powers until they have performed a suitable of contrition.

Requirements: AB dandad; AL any good; WP ddff; g SP dl, cham, cregtion, guardian, heding,
protection; PW 3) -4 AC bonus; 5) cure disease 10) cure blindness and deafness TU turn.

Chih-Nii (intermediate god)

The daughter of Shangti, Chih-Nii is the goddess of spinners and weavers. She makes clothes for al the gods
of heaven, a task that keeps her so busy that she has had no time to find a husband. Fortunately for Chih-Nii,
however, her sigter convinced her to take arest and go to earth.

While the women were bahing in a stream, a cowherd came aong and hid Chih-Nii’s clothes. When he would
not return them, Chih-Nii was forced to remain on eath and eventudly fdl in love with the mischievous
cowherd. Unfortunately, the gods soon recaled Chih-Nii. Recovering Chih-Nii’s clothes from their hiding place,
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the cowherd tried to follow her to heaven, but Shang-ti stopped the morta on the far side of the Celestid River
(the Milky Way). Chih-Nii may now cross the Celestid river to visit her lover only on the seventh day of the
seventh month each year, when the magpies gather to make a bridge with their wings.

Roleplaying Notess As the patron of spinners and weavers, Chih-Nii watches over women who earn their
living by meking clothes Her main interet, however, is women who have found love late in their lives and
thereisa 10% chance shewill send her avatar to punish any male who jilts such awoman.

Statistics: AL cg; WAL any; AoC spinning and weaving, love; SY spinning loom.

Chih-Nii’'s Avatar (bard 10, priest 10)

ChinNii’s avatar is a very shy but beautiful woman. She can draw upon any school of magic for her wizard
spells, and upon the dl, charm, divination, dementd, heding, protection, and summoning spheres for her priest
spells.

Str 13 Dex 19 Con 16

Int 16 Wis 12 Chal8

MV 15 S5 MR 15%

AC5 HD 10 HP 80

#AT 1 THAC011 Dmg 104 (dagger)

Special Att/Def: Any mortd cagting a magic spell againg Chih-Nii’s avatar loses that spell permanently, and
any weagpon widded by a mortd againgt her loses its magicd properties permanently. Anyone hit by her dagger
must save versus spells or fall adeep until awakened by another character (this requires one round to do).

Duties of the Priesthood

Clerics of Chih-Nii presde over ceremonies concerning silkworms, sheep, and other textile sources. As a sign
of this, they can only wear armor fashioned from hemp or quilted silk. They are dso expected to aid and shelter
those involved in impossible loves or star-crossed romances.

Requirements AB dandard; AL any nonrevil; WP rope, bow and arow, spear; AR specid; SP dl, charm,
divination, eementa, heding, protection, and summoning; PW 1) create garment (from rags); 6) cause doth to
rot (save alowed).

Le Kung (intermediate god)

Although Shang-ti has established an entire Ministry of Thunder, it is dominated by Le Kung, the Duke of
Thunder. In his true form, he is an ugly, blue-skinned brute with wings and claws. He is clad only in a bdt and
loincloth, with drums hanging from hiswaist. In hishands he carriesahammer and achisd.

Although he has severd duties Lel Kung's favorite is that of vengeful punisher of undetected, wicked deeds.
He dso hunts down and destroys evil spirits that have dominated human bodies, or humans who have committed
crimes not governed by mortd law. Lel Kung treats dl of these criminds the same — he uses his chisd to drike
them dead.

Ancther of Lei Kung's duties is to beat the drums hanging from his bdt during storms. He performs this duty
while savera other deities perform similar tasks required to make rainstorms.

Roleplaying Notes: Le Kung is a malicious deity who enjoys inflicting pain on mortals and spirits dike. As
long as there are plenty of wrongdoers for him to track down, he remains content. But when he runs out of
desrving victims, he often ligens to the fase accusations of spiteful rivals or suspicious neighbors. The only
omen Lel Kung ever bothersto send is a deafening roar of thunder as he strikes avictim dead.

Statistics: AL lee WAL any; AoC thunder, vengeance; SY hammer and chisdl.

Le Kung'sAvatar (ranger 15, druid 10)
Like Le Kung himsdf, the avatar is an ugly, blue-skinned brute with claws, wings, and a set of drums hanging
a his belt. He can draw his Druid spells only from the elementa or weather spheres.

Str 20 Dex 17 Con 18

Int 15 Wis14 Chal7

MV 18 7 MR 15%

ACO HD 15 HP 120

#AT 2 THACO5 Dmg 2d8/2d8 (chisdl) +8

Special Att/Def: Ld Kung's Avatar's drums act as a horn of blagting when gruck. Further, he is immune to
damage caused by sound, electric, or water based attacks.

Duties of the Priesthood
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Priests dedicated to Le Kung must dedicate themsdlves to ferreting out the misdeeds of others, and often
assume the role of spy or informer. They are sometimes asked to assist their patron in tracking down a spirit that
has assumed the form of aman.

Requirements AB dandard; AL any; WP hammer, javdin; SP dl, comba, dementa, sun, weaher; PW 1)
3rd level thief abilities; 12) 12th level thief abilities; TU nil.

Sung Chiang (intermediate god)

Sung Chiang, dso known as No Cha and a thousand other names, was a famous thief living in the twefth
century AD. When the brigand died and went to the firs Law Court of the After-world, YenWangYeh was
astounded a dl the crimes Sung Chiang had committed. The Judge asked him if he was sorry  for dl the things
he had done. Sung Chiang said that he was not, for he had done nothing worse than the corrupt bureeucrats
ruling his province. His comment caused an investigation and the guilty administrators were brought to justice.
In gretitude, Sung Chiang was given divine satus — but only after passng through every Law Court in the
After-world. In recognition of his occupation, Sung Chiang now has three faces, eight arms, dlvery scales for
skin, and red eyesthat blazelikefire.

Roleplaying Notes. Sung Chiang's ways have not changed just because he became a god. He is ill greedy,
and worshipers who do not sacrifice at least hdf of their treasure to his murky shrines are sure to receive a visit
fromhisavatar.

Statistics: AL ne, WAL any; AoC thievery; SY dagger through asiver bracelet.

Sung Chiang's Avatar (thief 18)
Sung Chiang's avatar appears in so many forms thet it is impossible to describe them dl. Mogt, however, are at
least vaguely human.

Str 18/00 Dex 20 Con 18

Int 18 Wis 14 Chal8

MV 18 SZ6 MR 15%

AC-2 HD 18 HP 144

#AT 1 THACO03 Dmg 1d4 (degger) +6

Special Att/Def: Sung Chiang's avatar can use his dagger as either a mdee or missle wegpon. When his
dagger is thrown, another appears in his hand and the first disappears after it has inflicted its damage. Anyone hit
by his dagger mugst save versus poison or suffer a loss of 3d6 points of Congitution. If this reduces their
Congtitution to 0 or less, they are dain. If not, the lost points will return over the course of the next 1d6 days.

Duties of the Priesthood

All of Sung Chiang's priests are multiclassed Priest/Thief characters. The normal prohibition against human
multi-classed charactersis waived in the case of these individuas.

Requirements AB dandard, but must dso meet Thief requirements; AL any evil; WP as Thief; SP cham,
combat, divination, guardian, heding, necromantic; PW nil; TU nil.

Lao Tzu (lesser god)

Lao Tzu is the legendary philosopher who compiled the Tao-teChing the bass of Taoist thought. After
finishing this wonderful book, Lao Tzu was defied. He mounted a green ox and rode away into the sunset. Lao
Tzu is now venerated as the founder of Taoism. He is worshipped by mystica philosophers hoping for assistance
in achieving true enlightenment.

Roleplaying Notes: Lao Tzu is in charge of intuitive knowledge and mystica enlightenment, which he grants
sparingly. Lao Tzu is fond of vigting his temples and orders in avatar form. Here, he tests his worshipers
knowledge by drawing them into heated philosophica debates. Omens from Lao Tzu generally assume the form
of some naturd catastrophe or good fortune, such as an insect plague or a stretch of warm westher in the middle
of winter.

Statistics: AL In; WAL any lawful; AoC mystic insight, neture; SY yinyangcircle.

Lao Tzu'sAvatar (druid 12)
Lao Tzu's avatar appears to be an ancient hermit with a spry step and twinkle in his eye. He can draw upon the
al, anima, elementa, heding, plant, and westher spheres for his spells.

Str 12 Dex 15 Con 18

Int 18 Wis20 Chai8

MV 15 SZ6 MR 15%
ACO HD 12 HP 96

HAT 1 THAC09 Dmg 1d6 (staff)
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Special Att/Def: Anyone hit by the staff of Lao Tzu's avatar must save versus parayzation or be permanently
paralyzed. Nothing short of awish can counter this curse.

Duties of the Priesthood

Priests dedicated to Lao Tzu or Tacism must preside over a wide range of ceremonies. Their most important
duty, however, is achieving their own enlightenment — a process which requires untold hours of meditation.
Once per year, eech priest makes a roll to determine whether or not he has achieved enlightenment. He stands a
1% chance of success for each year he has been a priest (double the chance of success for priests with a Wisdom
of 18 or grester). Priests making a successful roll automaticaly rise three levels (to minimum Experience Bints
needed), have ther Wisdom increased to 18 or by 1 point if their have dready have a score of 18 or better).
Further, they receive the ability to commune with Lao Tzu once per week and control weather once per day.

Requirements AB dandard; AL any neutrd; WP &aff, blowgun (with poison), bow, harpoon, spear, sickle,
ding; AR (levd 1-10) a (levd 11+) g; SP dl, animd, divination, eementd, heding, plant, weather; PW 1)
ress fire/cold (as spell, but constant); TU nil.

K’ung Fu-tzu (lesser god)

K'ung Futzu, known as Confucius to westerners, is the Grest Teecher. He is one of the grest philosophers
who advised the rivd lords during the turbulent period of "The Hundred Schools" K’ung Fu-tzu tried to teach
his felow Chinese (especidly rulers) to respect the wisdom of the past, to behave courteoudy and unsdfishly, to
be loyd to ther family, friends, and countrymen, and to strive to do that which is right. By doing these things, he
believed, life would become much more rewarding and serene for al men. Because of K'ung Futzu's great
deads, YenWangYeh sent the sage to eat the peaches of immortaity when he presented himsdf a the First
Law Court of the After-world.

Roleplaying Notes: K'ung Fu-tzu is concerned primarily with proper govemment and socid reations,
epecidly as fixed by the traditions of the esteemed past. When he notices a good-intentioned but inept or
bungling ruler (15% chance), he often sends his avatar down to act as the man's advisor. If he notices a corrupt
ruler or high-levd bureaucrat (50% chance), his avatar will be sent to expose the man. Omens from K'ung Fu-
tzu usudly include unexpected discord a court, pessant rebdlions, and the breskdown of normad socid
relaionships.

Statistics: AL Ig; WAL any good; AoC socid behavior, veneration of the past; SY scroll and writing brush.

K’ung Fu-tzu's Avatar (priest 13)
K'ung Futzu's avatar appears as a well-dressed sage of venerable age He can draw upon the dl, charm,
guardian, heding, and protection spheres for his spells.

Str 14 Dex 14 Con 16

Int 19 Wis20 Chal6

MV 15 S/ 6 MR 10%
AC2 HD 13 HP 104

#AT 1 THACO09 Dmg 1d6 (staff)

Special Att/Def:  Anyone hit by the staff of K'ung Fu-tzu's avatar must save versus paralyzation or be stunned
for 1d10 rounds.

Duties of the Priesthood

Followers of K'ung Futzu honor the spirit of the Great Teacher through ceremonies performed in his temple,
spreading his teachings, and by the careful observation of venerated traditions.

Requirements  AB standard; AL any good; WP gaff, club, other blunt ingruments;, AR a SP al, cham,
guardian, hedling, and protection; PW 1) know alignment ; 10) charm person 15) detect lie (no saving throw).

The Dragon Kings (demigods)

The Four Dragon Kings, Ao Ch'in, Ao Kuang, Ao Jun, and Ao Shun, are the rulers of the four seas which
surround the earth. Each inhabits a magnificent crystal paace beneasth the sea under his control. To aid them,
each has a cabinet of ministers made up of the greatest members of each species of animd in his sea. They dso
have an army of fish, crabs, and crayfish who serve as watchmen and who police the seafloor.

Of more importance to the peasants who worship the four dragon kings, however, are their terrestrid duties.
They are respongble for bringing rain to the sections of the earth adjoining their seas, but can only do so on the
orders of the Cdedid Emperor himsdf. The dragon kings aso oversee their smdler reations, the chiang lung,
who dwell in every river, lake, and waterway in China

In their true form, the dragon kings are huge, serpent-bodied oriental dragons. They can dso take the form of
men or women.

Roleplaying Notes: Generdly spesking, dragon kings remain doof from human affairs and do not respond to
worship or flattery.
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Statistics: AL variess WAL any; AoC seaandrain; SY dragon.

Dragon Kings

As they have no avatars, dragon kings must appear themsdves when they want something done. Because of
their unusuad natures, they are permitted to travel to the Prime Materid Plane and are an exception to the rule
forbidding gods to set foot on the earth in person. They can cast up to two wizard and priest spells of each level
per day, sdlecting from any sphere or school of magic.

Str 24 Dex 20 Con 23

Int 19 Wis 19 Chai8

MV 12, 39f, 3j, 18s SZ 150’ MR 50%

AC-10 HD 20 HP 160

#AT 3 THACO1 Dmg 1d10/1d10/6d6

Special Att/Def: The bresth weapon of any dragon king is a cone of seam 90' long, 30° wide at its end that
does 24d12 points of damage. A saving throw is dlowed for hdf damage The dragon kings can cest a bless or
detect lie spell up to three times per day and an animal summoning or quest spell once per day.

Duties of the Priesthood

The Dragon Kings maintain no ties with those who worship them. One exception is the matter of drought,
when an effigy of the appropriate Dragon King is paraded through town and then left by the side of the road. It is
hoped that thiswill persuade the Dragon King to bring rain.

Requirements: AB standard; AL any; WP any; AR & SP none; PW none; TU nil.

Ch’eng Huang (demigods)

The Ch'eng Huang ae place gods, divine guardians of specific locdities. Most of these locdities are villages,
cities, towns, but they have been known guard bridges, mountains, and other areas of importance. Sometimes
known as "Gods of Walls and Ditches" they are charged with protecting the inhabitants of the town in which
they are honored. Usudly, Ch'eng Huang are spirits of mandarins or bureaucrats who served the town well
during their morta life, who were subsequently nominated by a Cedestid Bureaucrat for the honor of protecting
itinthe Afterlife,

Roleplaying Notes: The regponsbilities of the Ch'eng Huang are not limited to protecting their places from
outsiders. They are frequently consulted by the local governor prefect to learn the identity of notorious thieves,
to ask advice in meking crucid decisons, and for guidance in any difficult task. Mogt often, the Ch'eng Huang
deliver their responsesin the form of poems heard in dreams.

Statistics: AL usudly lawful and/or good; WAL AoC specific locdlity; SY varies.

Ch’engHuang' sAvatar (fighter 8-10, priest g-10)

When the Ch'eng Huang's avatars are seen, they usudly resemble the morta from whom they were created.
For their spells, they can draw upon a wide variety of spheres (though sldom more than three a a time) that will
reflect the nature of the place sacred to them.

Str 9-19 Dex 918 Con 918
Int 9-18 Wis9-18 Cha918

MV 12-15 Sz AT MR 5-15%

AC5t00 HD 810 HP 64-80

HAT 312 THAC011-13  Dmg 1d8 (sword) + 2-8

Special Att/Def: As a rule, any Ch'eng Huang avalar assume wraithform a will. Even when not in such a
state, they can only be hit by +1 or better weapons and magical spells.

Duties of the Priesthood

There is no established order for worshipping the Ch'eng Huang and thus they generaly have no prieds.
Rather, duty of worshipping the god of a given place fdls on shoulders of the entire community. If the governor
or prefect happens to be a priet, he may dedicate himsdf to locdity’s Ch'eng Huang and receive spels and
powers outlined below.

Requirements AB dandard; AL any; WP vaies vaies SP dl, cham, divination, dementd, guardian,
healing, protection; PW 1) commune with Ch’eng Huang once per day; 10) detect lie(dways active); TU varies.

Chinese Her oes
PaHsen, The Eight Immortals
The Eight Immortds are legendary persons who became immorta through the practice of Teoist doctrine.
Other than the fact that they have dl engaged in many comica adventures, they havelittlein common. They are:
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® Han Chungli. A great teacher and a free spirit who enjoyed wild parties. By some accounts, he was dso a
skilled warrior. (Priest 12, Fighter 8.)

® Chagkeo Lao. He traveled thousands of miles on his white donkey, which he could fold up into the size of
apiece of paper. He was awell-known conjurer. (Conjurer 14)

® Lan TsSa-ho. The patron of gardeners and renowned dreet singer. He rose to heaven on the fumes of wine
(Druid 8, Bard 8.)

* Li Tienkua .While his spirit was vidting Lao Tzu, Li T'iehkuai’s body was destroyed. When he returned,
he had to occupy the body of a deceased beggar. He is honored by pharmacists and exorcigts. (Priest 14.)

® Han Hsangtzu. A youth who loved flowers, music, and poetry. He learned to grow plants with poems on
their leaves. (Bard 15.)

® TSao Kuo-chiu. A reformed murderer who was admitted to the Eight Immortas because there happened to
be avacancy. (Rogue 10.)

® Lu Tungpin. $anding eght feet tal, Lu is a great dchemist who is famous for fighting evil spirits. (Wizard
14.)

¢ Ho-HsenKo. The only femde member of the Eight Immortas She atained immortdity by esting mother-
of-pearl given to her by aghost. (Necromancer 12.)

Chinese Mongters

Neglected Spirit, Ancestral

Among the most terrifying mongters thet inhabit the Chinese countryside are the neglected spirits of ancestors.
As long as one€'s descendants make the proper sacrifices, ancestra pirits are neutrd or beneficent beings. But if
an ancedtrd gpirit is ignored, it eventually goes mad and begins preying on humans. The firg victims are
inevitably the descendants who ignored it. Later, however, it is not so sdective, and may atack anybody
unfortunate enough tohappen by at thewrong time.

Ancestrd spirits invariably take on the shriveled appearance of their mortal corpses, save that they grow long
ydlow fangs and claws, have burning red eyes, and extremdy foul bresth. Ancestra spirits are a form of undead
and can be turned by priests with that ability. In such cases, they are treated as spectres.

AC-2 1 sz6 XP: 9,000
MV 18 (f) ML18  ALce INT high
HD 8 HP64  MR10%  THAC013
HAT 3 Dmg 1d8/1d8/ld12

Special Att/Def: Neglected spirits can assume wraithform at will and are only hit by +1 or better magic
weapons. Each round, they attack with two claws and a bite. Victims of their claws must save versus poison or
lose 1d6 points of Condtitution. These return at a rate of 1 per day. Victims of their svage bite must save versus
death or lose onelevel (permanently).

Generalsof the Animal Spirits

Each kind of animd is leed by a powerful, extremdy intdligent member of its species. These magicd leaders
ae known as Generds, and serve their fdlows in functions Smilar to a cross between human emperors and
deties. Each generd appears to be an extremely large, beautiful specimen of its breed.

All generds are able to turn invishle adral, or ethereal. Further, they can shapechange (into a human being)
or teleport All of these abilities are usable once per round and a will. They dso act as if under the influence of
ESP, comprehend languages, tongues, detect megic, and know alignment spells a dl times. They can only be hit
by +5 or better weapons, and can cast up to two wizard spells from each school once per day. Once per day, they
can teleport themsdves and 1,000 of their subjects to any location they are familiar with. They al regenerate
five hit points per round and individua types of animad generds may have additiond abilities.
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Egyptian Mythology

No other pantheon in Legends & Lore inspires as much ave and wonder as that of the ancient Egyptians. As
the masters of a nation that stood for some three thousand years, from the Thinite period in 3200 BC to the
Ptolemaic period in 30 BC, the gods of this ancient redm have had a mgor influence in the development of the
westernworld.

TheHigory of Egypt

Although it is difficult to pinpoint the dawn of Egyptian culture, modern archeologica evidence suggests that
the firg known inhabitants of the Nile Vadley are bdieved to have a culture based largely on that of
Mesopotamia (or, more specifically, Sumer).

Although acquiring information about the history of a people whose roots run so deep is difficult, modern
archaeologists have been aided in their studies of ancient Egypt by a number of things. Much of vhat is known
about later developments in the region draws upon the Aegyptiaca of Manetho (a priest who lived in the 3rd
century BC and st the dynadtic categories that are il used as the foundation al Egyptian studies). In addition
to the works of Manetho, the most important source of information on this culture comes in the form of the
buildings and structures, such as the Greast Pyramid a Giza and the Sphinx, that have stood up to the ravages of
time and now pay mute testimony to the wonders of this acient culture. Study of such places has dlowed
scientigs to classify the history of ancient Egypt into three categories: the Old, Middle, and New Kingdoms. In
addition these three mgor groupings, some scholars include an Early Dynadtic period (that predates the Old
Kingdom) and severa Intermediate Periods (that fill gaps between the three maor periods). For esse of
reference, Legends & Lore deals with the three main ages.

The Old Kingdom

This first period of Egyptian society began some 4,000 years ap. It held power for roughly five centuries (c.
2755 to 5 BC) and had its capitd in Memphis. Those who ruled Old Kingdom had a srong and unified
government, with firm support from the religious sector. In fact, it waan't long before this monarchy evolved
into a theocracy, with the kings (pharachs) being recognized as gods on earth. The Old Kingdom began with the
founding of the third dynasty (the first of the Memphite houses) and was something a golden age. The second
pharaoh, Zoser (or Djoser), worked hard for the principles of national unity. As a symbol of this, he employed
edements of architecture from al portions of Egypt in the congruction of his mortuary buildings Saggara. It was
during this phase of history that Imhotep (Zoser's architect) demonstrated the skills that would soon make him a
legend in ancient Egypt by overseeing the congtruction of the famous Step Pyramid that was to be Zoser's tomb.
Although this gtructure was quickly overshadowed by later congtructions of the period (like the Great Pyramid
itsdlf) it was the foundation on which al later Egyptian architecture would be based.

Later rulers of The Old Kingdom expanded upon the grandeur that Zoser had spawned. Snefru, who wes the
firds of Egypt's warior kings, oversaw campaigns in Nubia, Libya and the Sinai. His active pursuit of
commerce and mining brought grest prosperity to the thriving society on the Nile.

Snefru’'s son, Khufu (or Cheops), succeeded him and oversaw the building of the Great Pyramid a Giza
Although little is known of his reign, it seems clear that only a government that was firmly in place, very
efficient, and utterly loya could have managed the construction of such agtructurein that time.

Two of Khufu's sons came to sit upon the throne of Egypt. The eldest, Redjedef, introduced the concept of Ra,
a solar dement, into the religion and the pharaoh’s titulary. His younger son, Khafre (or Chephren), built the
mortuary complex at Gizaand also oversaw the construction of the mighty Sphinx.

Later rulers of this period mantained the high levd of culturad and scientific advancement established by
Imhotep. The ancient Egyptians carried their love of grestness into every field of study and culture. For example,
Memphite astronomers designed the firs solar cdendar based on a year of 365 days Their knowledge of
medicine was equaly impressive, including a highly developed understanding of the circulatory system and the
use of antiseptics.

The Old Kingdom gradudly fdl gpart, however, as the power of its centrd government was bled off and the
various nomes (districts) began to chalenge the authority of the pharachs. By the time of the seventh dynasty,
circa 2255, the throne a Memphis had lost dmost dl of its power over the people of Egypt. Many modern
scholars classify the period of time between 2255 BC and the rule of Mentuhotep Il in 2061 BC as the First
Intermediate Period.

TheMiddle Kingdom

Following the virtual collapse of the bureaucracy of the Old Kingdom the once unified society of Egypt was
shattered. This is perhaps best reflected in the atwork of the period, which became more provincid and varied
throughout Egypt. In addition, the lower classes began to clam some rights that had previoudy been reserved
only for the ruling dite. For example, the wards and spdls formerly woven only around the tombs of kings now
began to appear on the coffins of the common folk.
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While the rulers who preceded Mentuhotep in the Middle Kingdom attempted to reunite the sands of Egypt
from their power base in Thebes, it was not until hisreign that the empire was truly reforged.

Still, however, Mentuhotep drew heavily upon his regiona heritage and the culture of Thebes. It was not until
Amenemhet replaced him on the throne that the capita returned to Memphis. Under the hand of this peaceful
pharach, nationa unity was stressed and the fabric of society was restored. Amenemhet demanded loyaty from
the nobility and Egypt's scattered provinces and used a series of propaganda campaigns to put across the image
of the pharach as a "good shepherd" who would watch over the people of Egypt and guide them into an era of
pesce and prosperity. Evidence acquired from a study of The Sory of Snhu indicates that Mentuhotep was
assassinated.

Mentuhotep’s sons and grandsons picked up the programs and policies established by him and used them to
rule over Egypt until the close of this period in 1668 BC. During this time, they built fortresses throughout
Nubia, ruled Paestine and Syria, and fought a series of brutal campaigns againgt the Libyans to the west.

Sesodtris 111, who ruled from 1878 to 1843 BC, oversaw the building of a grest cand at the firg cataract (south
of Syene) and divided the kingdom into three geographic regions Each of these regions was ruled by a powerful
leader loya to the pharaoh. Once this structure was in place, the power of the lesser nobles (which had brought
down the Old Kingdom) was broken. The rulers of the Middle Kingdom saw to it that this period was a golden
age for Egyptian art and literature.

The rulers of the 13th dynasty, athough they managed to maintain control over Egypt's Nubian conquests and
the centra government, were weaker than their predecessors. This, coupled with the fact that they came and
went with greet rapidity (there were roughly 60 of them between 1784 and 1668 BC) meant that they never had a
chance to solidify their individua power bases. When they were confronted with interna pressure (from the
soon to be recognized 14th dynasty) and externd attack (from the Pdegtinian Hyksos), their rule was broken and
the Middle Kingdom cameto an end.

The period between 1720 and 1570 BC is generdly recognized by scholars as the Second Intermediate Period.
During thistime, four dynasties (two of which were Hyksos) held power in Egypt.

The New Kingdom

The time between the fdl of the Middle Kingdom and the rise of the New Kingdom was a turbulent one. As
many as three dynadties clamed to rule during the interim, and only the Thebian ruler Kamose (who ruled from
about 1576 to 1570 BC) was able to fend off the Hyksos invaders. When his brother, Ahmose I, took the reins of
power in hand, he was able to defeat the Pdedtinians and restore unity to Egypt. Under his guidance, the New
Kingdom was born.

Ahmose regtored the balance of power between the pharaoh and his regiona governors and restored the
bureaucracy which had existed in the Middle Kingdom. He was supported in his efforts by most of the Egyptian
military, which earned them many rewards when his power was at its pesk and insured tha none could chdlenge
hisrule.

When Amenhotep | came to power, he began to drengthen Egypt's borders in Pdegtine and Nubia Evidence
of his authority can be found in the a-Kanak region, where Amonhotep | built many monuments. Unlike his
predecessors, he separated his well-hidden tomb from his mortuary complex, a custom that was adopted by those
who followed him. Laer kings, starting with Thutmose |, began building their temples and tombs in the Valey
of the Kings.

When Amonhotep IV came to power, he fought to reform the religion of Egypt and confronted the powerful
priests of his time. He relocated the seat of government to Akhetaton and tried to create a quas-monotheistic
belief system based on the god Aton. His attempts failed, however, and his son Tutankhamen returned the throne
to Thebes. It is intereting to note tha, adthough he is perhaps the best known of the Egyptian pharaohs,
Tutankhamen is only remembered because his tomb was discovered (largely intact) in 1922, not because of any
great contributions he made to Egyptian culture.

The 19th Dynasty was founded by Ramses | in 1293 BC. He was formerly the commander of the military and
ruled for only two years before he was succeeded by his son, Seti |. Seti (and later his son, Ramses 1l) was
responsible for many successful military campaigns and for much construction a& Abu Simbel, Luxor, a-Kanak,
Abydos, and Memphis. Ramses Il was adso responsible for the defest and subjugation of the Hittites (which he
secured by teking a Hittite princess as his wife). His own son, Merneptah, defeated the Sea Peoples (a race of
invaders from the Aegean) in the 13th century BC and went on to defeat Isradl. Later rulers found it amost
impossible to rule over the many races conquered by members of the 19th dynasty and uprisings were a constant
threat. The 20th dynasty saw the close of the New Kingdom. lowing the rule of Ramses IIl, who was a brilliant
military dtrategist, the throne became weak. Unable to contend with he rising power of the priesthood and the
amy, Egypt fel into a period of decline (the Third Intermediate Period) which was, by dl reasonable standards,
the end of the Egyptian State as a salf-ruled power.

TheEgyptian Creation Myth

In the dawn of time according to the priests of an Egypt, there was only the ocean (known as Nun). One day,
an egg (or flower in some versons) floated to the surface the sea It opened and Ra, the father of the Egyptian
gods, stepped forth. Ra beget two children, Shu and Tefnut. These two newborn gods were lifted up to become
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the atmosphere and clouds. Like Ra, they quickly brought forth two of their own children — Geb, who formed
the solid earth, and Nut, who became the stars and the night sky. Ra was pleased with his work, and was master
of them dll.

Geb and Nut later had children of their own. They had three sons (Set, Odris, and Horus) and two daughters
(Iss and Nephythys). In an effort to stop them from producing many children without his permission, Ra ordered
Shu to move between Geb and his sdter, bresking their embrace and preventing the cregtion of any additiond
gods. Although there were later to be numerous other gods created, none of them could dam Geb and Nut as
their parents.

It is important to note that the creation of the world and the birth of the gods of the Greast Ennead was different
in every teling. Egypt was a land in which every smdl town had a patron deity of its own and, as one might
expect, the benefactor of each village played an important role in the history of the universe. As might adso be
expected, such gods were seldom acknowledged as important outside of their own regions.

TheGreat Ennead

Egypt was a land of many gods, for every anima and place seemed to have its own power and, thus, its own
god. In addition, many of these gods had severd different forms. For example, the sun god Ra was known by
different names a dawn, dusk, and noon. The Great Ennead, however, were the nine most powerful gods in
Egyptian Mythology. They were the close family of Ra, and formed a sort of dynasty about him.

The members of the Great Ennead were Ra, Geb, Nut, Shu, Tefnut, Odiris, 19s, Set, and Nephythys.

The Concept of Maat

Maat is a word that does not trandate well into modern English. It combines festures that we might describe as
honor, truth, duty, and integrity, but is much more than a standard of behavior like the codes of chivary or
bushido found elsewhere in higory. Maat was the naturd State of the universe and dl things were expected to
conform toit. Only by so doing, in fact, could they be a peace with the gods and live ahappy life.

In game terms, player characters can trest maat as a naturd desire on the part d dl persons to lead what might
be destribed as a lawful good life Rulers are expected to be far in ther adminigration of laws while the
common folk are expected to give their employers an honest day’s work for their wages. Those who do not
fulfill their obligations can expect only turmoil and misery.

Death and the Dead

Ancient Egypt was a society that many might say was obsessed with desth. The concept of an afterlife,
dthough not one of eternd bliss or torment, was a pat of everyday life. It was impossble to separate the
concepts of daily life, maat, and desth.

Every Egyptian was expected to spend his life making preparations for his desth. For the nohility, the rich and
powerful rulers of Egypt, this meant the construction of great tombs (like the pyramids). For those not so well
off, it meant fashioning some sort of burid chamber or private grave, and for the poor it meant doing what could
be done (which was usudly not much).

Death was seen as a time of trandtion by the Egyptians. When the pharaoh ruled on earth, he was sarving Ra
When he died, he travdled to the underworld to become one with Osris and rule over the lands of the dead.
Because the concept of maat required that the universe dways be in a condant dtate, the afterlife was believed to
be not unlike life on earth. Kings would rule in the &fterlife, laborers would work on, and scribes would continue
to compose their works.

Respect for the dead was a primary part of maat and the life of an Egyptian. To undertake any action which
might be seen as disrespectful to the dead was to risk the anger of the gods. In game terms, this means tha any
action of this type — from bresking into a sacred tomb to removing a copper coin from the body of a fdlen
warrior — incurs a 5% chance that the avatar of Osiris will be dispatched to ded with the offenders. If this does
not take place there is a 25% chance that the violators will be affected by the curse of Odris Such a curse
causes the victims to suffer a -5 pendty on al attack rolls, saving throws, damage rolls, morde checks, atribute
checks, and proficiency checks. The only way to remove such acurseiswith awish spell.

The Great Pyramid
1. Mastabas

The pyramid is surrounded by a large number of low, flat buildings known as mastabas. These secondary
tombs serve asthe find resting places for the workers (usualy daves or prisoners of war) who built the pyramid.
2. Lesser Pyramids

In addition to the mastabas, the sands around the great pyramid aso play host to a number of smaller pramids.
These structures act as tombs for the officiads and engineers who oversaw the davesin their work.

3. Funeral Temple
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This chamber was dedicated to the gods of Egypt. Here, the fina rites were performed and the body of the
pharaoh made ready for his voyageto the afterlife. The only entrance to the pyramid islocated in this room.

4. Narrow Corridor
All of the corridors insde the pyramid are very narrow and confining. As a rule, they stand no tdler than four
feet and are about ayard wide.

5. First Burial Chamber
In the event that the king should die before any of the other burial chambers were completed, he would be lad
to rest here.

6. Second Burial Chamber
If the pharaoh were to die before congruction of the pyramid were finished, his body would be placed in this
here.

7. Crypts
Once the funera rites had been completed and the pharaoh placed in the hands of the gods, the priests who saw
his burid would tke their own lives. Their bodies would remain here while their spirits traveled with pharach to

his new kingdom.

8. Funeral Barge
In order for the pharaoh’s spirit to make the journey to the &fterlife, it was believed that he needed a craft to
travel in. Thus, this chamber was built around the hull of an ornate funera barge.

9. Grand Hallway
Unlike the other halls in the pyramid, this is a high affair. It's walls are covered with ornate carvings depicting
the life of the pharaoh.

10. Main Burial Chamber
This lavishly decorated chamber was the heart of the pyramid. Here, in an ornate sarcophagus, the body of the
pharaoh restsfor al time.

Magical Items
Ankh of Power

Each of the gods of the Great Ennead has the power to create an ankh of power a will. In practice, however,
they arerarely manufactured. It is believed that fewer than a dozen of these priceless objects exist.

In the hands of a priest who worships a member of Great Enneed, the ankh of power glows as if under the
influence of a continual light spell. This light is pure and having the power to drive away any undead cregture it
shines upon. Any attempt to conceal or darken this light is an affront to the gods and will result in the instant
destruction theankh.

Any healing spell cast by the piiest while he holds the ankh in his hand will be a double effectiveness. Further,
as long as the object is in his possesson, the priest is immune to al forms of poison and disease, including such
unusua afflictions as mummy rot and lycanthropy.

Lastly, an ankh of power can cast a sunray spdl three times per day if the priest spesks a command word
unigue to the individua ankh.

Ra (greater god)

Ra is the father of the Egyptian pantheon. He gave birth to Shu, who became the air, and Tefnut, who became
moidiure. He is the grandfather of Geb (the earth) and Nut (the sky), and the grest -grandfather of Odiris, 1SS, Set,
and Nephythys. Together, these gods form the Great Ennead of Heliopalis, the city of the sun. He is sad to have
crested morta men from histears.

Every day, Ra rises adove Manu (the hill of sunrises) aboard his great boat Manlet and looks down upon the
world with his blazing eye (the sun). Manlet is a large war galey that was congtructed from solar flames and is
sheathed in an aura of fire that will inflict 40 points of damage each round (no saving throw) to any being that
touches the craft without Ra's permission. At night, Manjet transforms itself into Mesektet, a funera barge, and
Ra guides it back across the waters of the underworld, ® that he may once again cross the sky in the morning. In
both forms, the craft radiates an antimagic shel that prevents anyone but Ra from employing spels. In addition
to its obvious ahility to fly, the craft can become invisble, assume a wraithform, or plane shift when commanded
to do so by Ra Thrice per day Ra can command Manlet (but not Mesektet) to deliver a bolt of solar fire at any
target in hissight. This bolt dways hitsand inflicts 100 points of damage (no saving throw and no defense).

There is a great bond between Ra and the pharaohs of Egypt. Without his divine grace, they cannot rule.
Anyone who claims the throne of Egypt without approva from the sun god will be instantly consumed by fire.
Thereis no warning, no chance of survival, and no hope of resurrection.
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Ra is the patron of many things, but is most commonly associated with the sun and kings. He is noted for his
diplomatic kill and his generd didike for the humans he crested from histears.

Roleplaying Notes Ra maintains a low profile. He has little interest in the affairs of men, for he finds them
bothersome and petty. His dature as King of the Gods and as the God of Kings, however, makes him an
important figure in daily life Thus, he does his best to be a responsible deity and watches over his followers on
Earth. Omens from Ra often take the form of strange behavior on the part of the sun.

Statistics: AL In; WAL any lawful; AoC the sun, kings, SY ankh on asolar disc.

Duties of the Priesthood

Priests of Ra are often the advisors to kings, if not kings themsdves. Priests of Ra must greet him each
morning & he guides Manlet into the sky and bid him farewdl a dusk when he leaves the sky. Falure to meet
these obligationsis certain to result in the loss of spdllsuntil the oversight is corrected.

Requirements  AB dandard; AL lawful good; WP any; AR a SP dl, adrd, charm, cregtion, dementa, sun,
wesgther; PW 1) light 5) continual light; 10) shape change (into ahawk); 15) sunray; TU turn.

Ra'sAvatar (priest 20, wizard 19, warrior 15)

Ra's avatar takes the form of a large and powerful warrior with a hawk’s head. His left eye glows brightly, for
it is a piece of the sun. Ra's avatar often carries a glowing ankh as a symbol of his grest power and is often
found riding Manjet or Mesektet. Although the avatar will fight if pressed, he prefers to negotiate solutions to
problems. He has access to any sphere or school of magic for his spells, but favors those spells that employ fire,
hest, or bright light.

Str20 Dex 20 Con 25

Int 25 Wis 25 Cha2s

MV 24 f 7 MR 80%

AC-3 HD 20 HP 300

HAT 2 THACO3 Dmg 1d10 (fist) +8

Special Att/Def: Ras avatar does not normaly employ weapons in combet, for his powerful blows can inflict
damage. The avatar himsdf can be hit only by spells or magicd weapons with a least a +3 enchantment. Each
round, may unleesh from his eye a stream of solar flame that has a range of 400 feet and inflicts 4d20 points of
damage to anyone it touches. Victims are entitted to a saving throw versus breath wegpons, with success
indicating that they teke haf damage. In addition, he can use his ankh to ingantly destroy any form of undeed
cregture or any being that is not on itshome plane.

Geb (intermediate god)

Following ther creation by Ra, Shu and Tefnut produced numerous offspring. The first of these was Geb, who
became the earth. Geb was so enrgptured with his sister, Nut (the sky), that they ingtantly embraced. After they
had produced four children of their own (Iss, Set, Osris, and Nephythys), Ra instructed Shu to break up the
embrace.

Geb is dble to exert absolute control over any cresture from the Elementd Plane of earth and can summon 212
eath dementals to fight for him a any time. He can indantly negate any spell involving earth, rock, mud, or the
like and cannot be harmed when he stands on solid ground.

Roleplaying Notes: Geb was once a curious and quick tempered god, but he has melowed since his birth and
now takes a more even-tempered (and safe) approach to life. Geb's true form is that of a huge man with dark
brown skin and burning eyes. He dways wears a golden crown as asymbal of his divine power.

Statistics: AL ng; WAL any; AoC the earth; SY mountain.

Geb'sAvatar (warrior 17, wizard 15)

Geb's avatar, like the god himsdf, appears as a hulking man with dark brown skin and smoldering eyes. He
traditiondly carries a quarterdaff +3 in combat thet can duplicate the function of any magicd item or magic
spell relating to the earth. For example, he can command i to function as a spade of colossal excavation or to
cagt a transmute rock to mud spell. He can draw upon any school of magic for his spell ahilities.

Str 25 Dex 23 Con25

Int 22 Wis20 Cha22

MV 12 10 MR 30%

AC-3 HD 18 HP 270

H#AT 2 THACO1 Dmg 1d6 + 3 (staff) +14

Special Att/Def: In addition to his quarterstaff, Geb's avatar can regenerate 25 hit points per turn when he is
in contact with the earth. Once per day, he can summon 28 earth eementas to fight for him. He can employ an
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imprisonment spell once per round, no matter what other action he is atempting. Only +3 or better magica
weapons can harm the avatar of Geb.

Duties of the Priesthood

Priests of Geb ae friends of the eath. They have much in common with dwarves in that they love degp
caverns and the splendors of mighty mountain ranges.

Requirements AB dandard; AL n; WP a AR & SP dl, astrd, comba, cregtion, dementd, guardian,
protection, summoning; PW 1) infravison (60 feet); 2) detect grades and dopes (as dwarf); 3) detect stonework
traps, pits, and deadfals (as dwarf); 10) summon earth demental; 15) imprisonment; TU nil.

Nut (intermediate god)

Nut is both wife and Sgter to Geb, the earth god. The two are deeply in love and will never act in a manner that
is harmful to the other. Because Ra had forbidden Nut and Geb to have children, she was forced to resort to
trickery to bear her five young. Since Ra had decreed that Nut could not give birth on any day of any month of
any year, she went to Thoth for help. Thoth managed to capture some of the moon’s light and used it to creste
five new days (outside of Ra's domain). On each of these days, Nut gave hirth to a new god.

In her true form, Nut appears as a tal, dender woman whose body is the black of the night sky. 8e sparkles
with gtarlight and is enchanting to behold. Omens from Nut always take the form of patternsin the sars.

Role-playing Notes: Nut is as devoted to her husband Geb as he is to her. They are kept apart by Shu and the
order of Ra that forbids them from having any more children. Nut is very sensitive to the concerns of those who
are forbidden to marry the one they love and will often send her avatar to help out such couples.

Statistics: AL ng; WAL any; AoC the sky, couples forbidden to marry; SY stars against the night sky.

Nut’s Avatar (wizard 20, priest 20)
When Nut's avatar is sent to the Prime Materid Plane, she adways takes the form of a dender, ebon skinned
woman of outstanding beautty. She has access to any sphere or school of magic for her spells.

Str 20 Dex 25 Con22

Int 25 Wis25 Cha2s

MV 12, 24f 7 MR 30%

AC-3 HD 15 HP 150

#AT1 THACO5 Dmg 104 + 3 (dagger) +8

Special Att/Def: Nut's avatar widds a black bladed dagger +3 in combat. Anyone sruck by it must save
versus spdls or lose 2 levels ingantly, just as if they had been struck by a vampire. Nut's avatar is immune to al
spellsthat involve air and, because of Geb' swatchful eye, those that involve earth aswell.

Duties of the Priesthood

Priests of Nut are dways femae. Although they are permitted to love and expected to be true to their mates,
they are forbidden to marry. Marriage services presided over by priests of Nut are consdered a sure sign of
conjugd bliss.

Requirements.  AB dandard (plus minimum charisma of 16); AL ng or cg; WP as wizards, AR a SP dl,
adra, charm, divingtion, guardian, heding, protection, weather; PW 1) darkness (the reverse of light); 5)
darkness, 15' radius; TU turn.

Shu (intermediate god)

Shu, dso known as "the upholder”, is the god of the atmosphere. He is charged with holding up the sky and,
thus, keeping Nut and Geb separated. Shu (and his wife Tefnut) were Rds firg children and he has grest
affection for them both.

As one might expect, Shu has complete control over the air and dl things associated with it. Shu can control
any cregture from the Elementd Plane of Air and can summon 4-24 air dementds to serve him at any time. Shu
can adso negate any spel tha deds with @ or the amosphere a will. In his true form, Shu looks like a normd,
if diviney handsome, man who is congtantly surrounded by a swirl of wind. He can control the velocity of these
winds, which may range from gentle breezes to tornado force cyclones. Omens from Shu come in the form of
strong winds and amospheric phenomena

Roleplaying Notes: Shu is a heroic and noble god who serves as king of Heliopolis when Ra is absent or
unavailable. Heisfar and impartia, but less of apolitician than Ra

Statistics: AL Ig; WAL any good; AoC winds, the atmosphere; SY odtrich feather.

Shu'sAvatar (warrior 20, priest 20)

Shu's avatar looks much like the god himsaf. He appears as a powerful and handsome man with a light blue
tint to his skin. He eyes carry the gleam of summer lightning in them and his smile the warmth of a spring
sunset. He can call upon any spherefor his spells, but prefers those that deal with the atmosphere or winds.
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Str 24 Dex 23 Con25

Int 23 Wis 23 Cha20

MV 12, 24f Z7 MR 35%

AC-3 HD 15 HP 180

HAT 2 THACO1 Dmg 1d6 + 5 (sword) +12

Special Att/Def: In combat, Shu's avatar employs a gleaming short sword +5. Anyone struck by this wespon
must save versus bresth wegpon or be caught up in a great wind and carried away from the battle. Such persons
will suffer 3d20 points of damage and be moved one mile away for each point inflicted. Shu is affected only by
+3 or better magicd wespons.

Duties of the Priesthood

Priests of Shu perform their services in large, open areas which are often full of wind gusts and drafts. They are
required to pray and meditate during wind storms.

Requirements. AB sandard; AL any nonevil; WP short sword; AR & SP dl, astrd, dementd, guardian,
protection, sun, westher; PW 5) create an area of cdm (no winds) levd x 5 in diameter; 10) control winds TU
nil.

Tefnut (intermediate god)

The wife and sister of Shu, Tefnut embodies the noisture of the atmosphere. Her power is seen in the wrath of
a gorm or in the gentle dew found on plants a sunrise. As one might guess, she is sometimes fierce and angry
and other times loving and gerntle.

Villages in need of rain often cdl upon Tefnut to send her life-giving gift while those in the grip of a great
storm plead with her to spare them and turn her attention elsewhere.

Tefnut's true form is that of a dender, atractive woman with the head of a deek lion. The ar around her
sndls of ran and lightning and her voice is the deep rumble of digant thunder. Omens from Tefnut aways
comein the form of gormsor rain.

Statistics: AL ng; WAL any; AoC storms, rain, and running water; SY pyramid and sun.

Tefnut’s Avatar (wizard 20, priest 15)

Tefnut's avatar comes only in the form a dender woman with the head of a lioness. She is often accompanied
by 1d6 lionesses who obey her every spoken word her without pause. She has access to any school of magic or
tothedl, animd, agtrd, dementd, west her spheresfor her spells.

Str 19 Dex 23 Con 19

Int 23 Wis23 Cha24

MV 12, 24f T MR 30%

AC-3 HD 15 HP 150

#AT 1 THACO09 Dmg 1d6 + 3 (sword) +7

Special Att/Def: In combat, Tefnut's avetar can command her sword to transform itsdf into a stroke of
lightning. Anyone hit by this wegpon suffers normal damage and they must save versus spdls or take an
additional 5d20 points eectrical damage. In addition, she can unleash a lightning bolt (as per the spell) from her
eyesin combat and is unaffected by any weapon of lessthan +3 enchantment.

Duties of the Priesthood

Tefnut expects her priests to cherish the storms that she sends to earth. As such, they are often found standing
outside during fierce downpours that have caused everyone to scurry for shelter.

Requirements  AB dandard; AL any nonrevil;, WP short sword;, AR a SP dl, astrd, charm, credtion,
divination, dementa, protection, sun, weather; PW 1) predict weather (100% accuracy, 1 day ahead per leve);
5) call lightning weather summoning; 15) control weather; TU nil.

QOsiris (intermediate god)

The hushand of Isis and son of Geb and Nut, Osiris has a dua nature. While he is often worshipped as a god of
nature and plant life, he is aso the protector of the dead. Osiris is the god who taught the Egyptians the arts of
civilization and is very fond of his people. If any community that maintains a temple to Odris is attacked, there
isa25% chance that Odriswill send his avatar to lead the battle againgt the invaders.

Osiris and Set are hitter enemies, for the latter once tricked him into lying down in a magic coffin. Once insde,
Odris was unable to escape and soon died. His wife Iss, mummified his body. In so doing she gave him eternd
life and made him a.god of the dead.

In his true form, Odiris is a tal, muscular man with a greenish tint to his skin. He can command or destroy any
undead cregture at will.
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Roleplaying Notes. Odris is a wise god who rules Heiopolis in Ra's absence. He is very dert to the needs
and desires of hisfollowers and always has their best interests at heart.
Statistics: AL Ig; WAL any good; AoC vegetation, the deed; SY flail.

Qsiris Avatar (warrior 20, priest 18)

When Odris sends his avatar into the world of men, it takes either the form of a great warrior with greenish
skin or a mummy. He can cal upon any sphere and can cast spells from the school of necromancy as if they
werepriest spells.

Str 24 Dex 19 Con25

Int 25 Wis 25 Cha24

MV 15 SZT MR 40%

AC-3 HD 15 HP 220

H#AT 1 THACO1 Dmg 1d6 + 4 (fail) +12

Special Att/Def: Odris avatar widds his royd flal in combat. This flail +3 has the same powers as a mace
of disruption. He can be hit only by +3 or better magica wegpons and is immune to al forms of necromantic or
desth magic. He can command or destroy any undead creature he encounters at will.

Duties of the Priesthood

Priests of Osiris must honor the dead and the places in which they rest. No priest of Osiris can ever take part in
or condone the looting or violation of a grave, the remova of treasure from a falen body (either friend or foe),
or any Smilar action. Sacrilege of this type results in an ingtant loss of all powers and abilities. Priests who die
whilein such disgrace will become mummies (or some other form of undeed, at the DM’ s discretion).

Requirements AB sandard; AL any non-evil; WP flal; AR a SP dl, edrd, cham, combat, guardian,
hedling, necromantic, protection; PW 1) employ spells from the school of necromancy; 10) any animate dead
spell has double effectiveness, TU turn (asif 2 levels higher).

Ids (intermediate god)

One of the most prominent members of the Great Ennead, Isis is the goddess of motherhood and the ided for
al Egyptian women. Sheis daughter of Geb and Nut, the wife of Osiris, and the mother of Horus.

Isis introduced the custom of marriage to the Egyptian people and has served as the ruler of Heliopalis in the
past. She was responsible for the transformation of her husband into agod of the dead.

ISs true form is that of a tal and beautiful woman of clasica naure. She has green eyes that dance with
mystica highlights, and a soothing voice.

Roleplaying Notes. Ids is a regal and noble deity who is eager to share the knowledge of the gods with
humanity and often goes to great lengths to introduce her worshippers to new concepts and idess. In many cases,
these new idees take the form of magic spells and enchantments.

Statistics: AL Ig; WAL any good; AoC marriage, magic, and motherhood, ; SY eye and teardrop.

Iss Avatar (wizard 20, priest 20)

Like the goddess hersdf, the avatar of Ids appears as a lovely woman with a dark complexion, dark hair, and
sparkling green eyes. Her voice is gentle and her words can charm any cregture (no saving throw). She can call
upon any school of magic or sphere for her spells.

Sir 15 Dex 25 Con15

Int 25 Wis25 Cha2s

MV 15 Z7 MR 100%

AC-3 HD 15 HP 170

HAT 1 THACO8 Dmg 1d10 (touch)

Special Att/Def: In combat, ISs avatar seldom uses her ability to charm others. Rather, she employs her
magicd touch to inflict 1d10 points of damage. Any magicd item or wesgpon used againg her is ingantly
stripped of its power and destroyed — artifacts are entitled to a saving throw versus disintegration to avoid this
effect. No spdls will work on the avatar unless she wishes them to, and those casting spells at her are instantly
stripped of their magical powers for 1d20 days unless they make a successful saving throw versus spells.

Duties of the Priesthood

Priests of Isis are, in actudity, multi-class wizard/priest characters. In the case of human worshipers, the
normal prohibition againgt multi-class charactersiswaived.

Requirements. AB standard, plus must meet requirements for wizards, AL any nonrevil; WP any; AR a SP
dl, adrd, charm, combat, credion, divination, eementa, guardian, heding, necromantic, protection, sun; PW 1)
magic resistance of 5% per leve; 10) never fails saving throws caused by magicd attacks, TU nil.
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Set (intermediate god)

A cold and cdculaing god, Set is the jedous personification of evil. He aways acts againg the interests of
mankind and the gods of Egypt. His followers are a dark and scorned lot who work under of darkness and keep
themselves cloaked in treachery and deceit.

Sat was the son of Geb and Nut. His birth was horrific by any messure, for he tore himsdf free from his
mother's womb sprang upon the world as a foul and hideous thing. Although he has the body of a human mde,
hishead isthat of ajacka. Set’s supreme act of evil was murdering the god Odiris.

Roleplaying Notes Set guards his power and his secrets carefully. He is adways looking for ways to recruit
new followers and disrupt the churches of the other Egyptian gods. Despite his loathsome nature, Set takes good
care of hisfollowers and will not willingly betray or abandon his people.

Statistics: AL lee WAL any evil; AoC evil, desert storms, ought, and chaos, SY coiled cobra

Sat’sAvatar (rogue 20, necromancer 20)
Set's avaar generdly assumes the form of the god himsdf, man with a jacka’'s head. He can cdl upon any
school for his spells save those normally forbidden to necromancers (illuson & enchantment/charm).

Str20 Dex 25 Con 20
Int 23 Wis 23 Cha23

MV 15 Z7 MR 50%

AC-4 HD 20 HP 160

#AT 1 THACO11 Dmg 220 (bite) +8

Special Att/Def: When Set's avatar attacks, he does so with his spdlls and his powerful bite. Anyone bitten by
him must save versus poison or be ingantly dain. In addition, the avatar's skin is coated in poison so that those
who touch him are subject to the same effects. At will, Set's avaar can cause one who meets his gaze (save
versus spells to avoid) to ingtantly turn lawful evil. When this happens, they are adso charmed by the avatar.
Set’ savatar can only be hit by +3 or better magical weapons.

Duties of the Priesthood

Priests of Set often oversee the activities of thieves, assassins, and other evil beings. It is not uncommon for an
order of assassins to be headed by such an individud. They ae not permitted to betray members of their order
and must always work to promote " the brotherhood of evil."

Requirements AB dandard; AL any evil; WP any; AR SP dl, adrd, combat, guardian, hedling, necromarntic,
protection, summoning; PW 1) backstab (as thief of equa level); 5) immune to al poisons 10) attract 2d10
faithful followersof evil dignment; TU command.

Nephythys (intermediate god)

Daughter of Geb and Nut and twin sister of Isis, Nephythys was once married to Set. She left him in horror
over the murder of Osiris and helped Isis (Osiris wife) to revive her husband. Because of this, she often acts as a
guardian of the dead. Nephythys despises her former husband and will do everything in her power to thwart his
plansfor evil.

In addition to her duties as keeper of the dead, Nephythys is aso the guardian ¢ wedlth. As such, her power is
often invoked to defend tombs that have been filled with treasures. Anyone violating such a burid chamber is
risking the wrath of this god.

Roleplaying Notes: Nephythys is a somewhat greedy god who takes an interest in the accumulation of
wedth by her followers. As such, she tends to favor those of her followers who are well off. She often rewards
persons who are of help to her or her church by leading them to important treasures.

Statistics: AL cg; WAL any; AoC the dead and wedth; SY moon and ankh.

Nephythys Avatar (wizard 18)

Like the goddess hersdf, Nephythys avatar appears as a tal and beautiful woman of grace and dignity. Her eyes
sparkle with the gleam of gold. Her touch can bestow grest wedth upon any individud by raising the value of
any object they hold to 100 times its original cost. Thus, if she touches a sword that cost 15 gold pieces to buy, it
istransformed into afine wegpon worth 1,500 gold pieces. She can call upon any school of magic for her spdl Is.

Str 15 Dex 25 Con 15

Int 25 Wis25 Cha2s

MV 15 ZT MR 100%

AC-3 HD 15 HP 170

#AT 1 THACO08 Dmg 1d10 (touch)

83



Special Att/Def: Nephythys avatar can only be harmed by magica spels or wegpons of +3 or better. In
combat, sheisableto instantly slay any enemy with her gaze (save versus spells at-6 to avoid).

Duties of the Priesthood

Those who worship Nephythys are expected to accumulate great volumes of treasure. Once each year, they
sacrifice 90% of their wedlth to their god and begin again.

Requirementss AB dandard; AL any nonevil;, WP any; AR g SP dl, cham, combat, guardian, heding,
protection, sun, westher; PW 1) double normd garting gold; 5) know the true value of any item on sght; 10)
never lose at agambling game; TU nil.

Thoth (lesser god)

As the god of science, knowledge, and medicing, Thoth is an important figure in the Egyptian pantheon. Thoth
is not related to any of the other gods in the Egyptian pantheon, a fact that makes him something of an outcast.
On the other hand, there are those who bdlieve that it was he, not Ra, who was the source of dl creation. Thoth is
very closeto Isis, Odiris, and Horus.

It is said that Thoth maintains a set of three great books in which al knowledge is recorded. These books are
locked away at the heart of agreat crypt.

Roleplaying Notes: Thoth is not generous with his knowledge, but neither is he covetous of it. For those who
work long and hard a research and science, heisafaithful source of information. Thoth istruly omniscient.

Statistics: AL n; WAL any; AoC knowledge SY ibis.

Thoth’s Avatar (wizard 20)

Thoth sends his avatar into the world to help those who are seeking to unravel the mysteries of the cosmos.
Anyone who is conducting scientific or magica research has a 1% chance per month of being visted by the
avatar. If this occurs, the avatar will provide the researcher with answers to his questions far in excess of those
he might have obtained without divine guidance. Thoth's avatar can cal upon any school of magic for his spells
and his magic aways has maximum effects (maximum damage, duration, range, and so on).

Str 15 Dex 15 Con 15

Int 25 Wis25 Chai8

MV 15 27 MR 100%

AC-3 HD 15 HP 150

#AT 1 THACO 14 Dmg 1d6 +6 (staff)

Special Att/Def: Thoth's avatar wields a magical taff that acts as a combined staff of command, staff of
curing, staff of the magi, staff of striking, and <taff of power with united charges. No other being can handle this
weapon without being instantly affected as if hit by a fedblemind. There is saving throw and even norHmegic
using characters can be affected by this curse. Thoth's avatar can only be hit by +2 better magica weapons.

Duties of the Priesthood

Priests of Thoth are expected to learn all that they can and help to spread wisdom throughout the world.

Requirements: AB gandard plus Int of 16; AL any; WP y; AR & SP dl, agtrd, charm, divination, guardian,
hedling, protection, sun, weather; PW 1) daet lie (dways active, no saves apply); 5) Intdligence and Wisdom
increased by 1 point each; 10) commune with Thoth once per week; 15) Intdligence and Wisdom increased by 1
point each; TU nil.

Ptah (lesser god)

Where Thoth is the god of knowledge and science, Ptah is often viewed as the god of artists and designers.
While the two gods have much in common (neither of them is related to any of the other gods, for instance),
there are important differences. An architect planing a pyramid depends on Thoth for the mathematics to build
it and calls upon Ptah for the inspiration that will make it awork of art.

In his true form, Ptah appears as a shavenheaded man with jet black skin. In his eyes is the fire of crestivity
that is the inspiration of al artists. Just as Thoth's priests claim that he created the universe, so, too, do Ptah's
priests exert their claim to the founding waters.

Roleplaying Notes:. Ptah is a clever and dynamic god with a great love of at and beauty. He smiles upon
craftsmen who produce works of grest qudity and will sometimes (5%) send his avatar to assure that such
persons receive the recognition they deserve.

Statistics: AL In; WAL any; AoC atidts, artisans, craftamen, and travders; SY mummified hand.

Ptah’s Avatar (priest 20)
When Ptah sends his avatar into the world, it normally takes the shape of a powerfully built man with jet black
skin and fire burning in his eyes. He can cdl upon any sphere for his spells.



Str 15 Dex 20 Con 15

Int 25 Wis25 Chal8

MV 15 ZT MR 25%

AC-3 HD 15 HP 175

#AT 1 THACO08 Dmg nil (seebelow)

Special Att/Def: Ptah's avatar can plane shift any individua to any other plane of existence with but a touch
of his hand. While he must make an attack roll to strike his target, the victim is not entitled to a sving throw.
Ptah’savatar isimmuneto all damage not caused by spells or magica weapons of +2 or better.

Duties of the Priesthood

Priests of Ptah are expected to be artists and scholars. As such, they must adways take the artistic ability non
weapon proficiency. Individua Dungeon Masters may dlow players to subgtitute skills like dancing or pottery
for this dot if the character is clearly an artist and not just "another potter”. In the eyes of many of his faithful,
Ptah is considered to be the creatar of the universe.

Requirements. AB dandard plus Int of 16; AL any; WP any; AR a SP dl, adtrd, charm, crestion, divination,
dementd, summoning, sun; PW 1) 5% magic resstance per levd; 5) teleport 10) teleport without error; 15)
plane shift; TU nil.

Horus (lesser god)

The son of Isis and Osiris, Horus was concelved following his father's death at the hand of Set. Afraid that he
would aso be dain by Set, ISs saw to it that her son was raised in secrecy by a family in the swamps of the Nile
Delta

Horus took his place among the gods when he resched adulthood and chdlenged Set. Horus brought dl his
might to bear and battled his uncle to a standdtill. In the end, the goddess Neith was caled upon to settle their
dispute. After consideration, sheruled in Horus favor (athough Set was compensated to an extent).

In histrue form, Horus appears as a hawk headed warrior of great physical power.

Roleplaying Notes: Horus is a fierce and proud god. He is caled upon by those who seek to avenge great
wrongs or uphold the honor of their families. If any of his followers begins a quest to avenge the deasth of a
family member, there is a 5% chance that he will send his avatar to aid them.

Statistics: AL cg; WAL any good; AoC the sun, revenge, war, and the ky; SY hawk’s heed.

Horus Avatar (paladin 20)

The avatar of Horus is a dedicated foe of evil. He is merciless and relentless in his war againgt the forces of
Set. He abhors dl forms of deceit and treachery, and nothing will stand in his way when he is dtempting to right
awrong or day atraitor.

Str 25 Dex 25 Con 25

Int 20 Wis20 Chai8

MV 15 SZ7 MR 25%

AC-3 HD 15 HP 430

H#AT 2 THACO1 Dmg 2d10 +5 (sword) +14

Special Att/Def: Horus avatar wields a sword of Horus in combat. This magical wesgpon acts as a sword +5,
holy avenger, but aso has the specid ahilities of a luck blade, defender and vorpal sword. In addition, Horus can
employ a sunray or firestorm spell at will (once per round) and can only be hit by +3 or better magical weapons.

Duties of the Priesthood

Priests of Horus are, like the god's avatar himsdf, paadins. Unlike the traditional characters of this class as
described in the Player's Handbook, they are only of chaotic good alignment. Thus, they are not bound by the
normal redtriction againgt chaotic behavior by paladins. Further, they cast spells as priests (not as paadins), but
only gain the ability to turn undead upon reaching fifth level.

Requirements AB as pdadin; AL cg; WP any; AR a SP dl, comba, guardian, heding’, necromantic,
protection, sun; PW see above; TU specid.

Anhur (lesser god)

Few gods can match the fury of Anhur. However, unlike many war gods, he is a force for good Like Horus, he
fights on againg the forces of evil and sddom, ever, loses The wrath of Anhur is dow coming, for his wisdom
isaslegendary his ability to makewar, but it isinescapable once earned.

In his true form, Anhur is a mighty figure with fou arms. He is often seen with a powerful lance that requires
both his right arms to wield and which is tipped with a fragment the sun. When he sends his avatars into the
world of men, they carry this weapon with them.
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Role-playing Notes. As has been noted, Anhur is a god, but one who is not quick to pass judgment on others.
He expects his followers, especidly his priests, to engage forces of evil wherever they find them. There is no
excuse for falure.

Statistics: AL cg; WAL any good; AoC war; SY hird prey.

Anhur’sAvatar (warrior 20)

Anhur's avatar dways appears as a fourarmed wan with a mighty lance held in his right arms. He will initiate
combat only againg those of evil dignment, but will answer any attack upon himsdf or his followers with grest
rage.

Sir 25 Dex 25 Con 25

Int 15 Wis20 Chals

MV 15 Z7 MR 25%

AC-3 HD 15 HP 430

HAT 2 THACO1 Dmg 2d10+5 (lance) +14

Special Att/Def: The lance that Anhur's avatar employs in combat is a powerful wegpon. In addition to being
+5, it has the abilities of a ring of fire resstance, ring of protection, amulet of the planes, and a talisman of pure
good. Anhur’savatar can be hit only by + 3 or better magical weapons and regenerates 10 hits per round.

Duties of the Priesthood

Like the worshipers of Horus, priests of Anhur are primarily warriors. They are often found advisng generds
or leading armies themsdlves.

Regquirements AB dandard plus Str of 15, AL any g; lance AR a SP dl, combat, guardian, heding,
necromantic, protection, sun; PW 1) +2/lleve to hit points, 6)2 atacks every 3 rounds; 13) 2 attacks per round,
TU nil.

Bast (lesser god)

One of the most popular gods of the Egyptian pantheon, Bast (or Bastet) is the patron of pleasure and cats.
While the Egyptians had gods who represented dl forms of anima life, none was more important to them than
the cat.

In her true form, Bast is a lovdly woman with the head of a deek feline. She is dways found in the company of
agrest many cats of numerous varieties and no such animal will ever act againgt her interests.

Roleplaying Notes. Bagt is a goddess who delights in physical pleasures and yet maintains the quiet elegance
of a fdine. She is soft spoken and patient, but aways a cunning dangerous opponent. Her worshipers are the
sworn enemies of Set and hisminions, and will attack them on sight.

Statistics: AL cg; WAL any chaotic; AoC cats, pleasure seekers; SY cat.

Bagt’s Avatar (rogue 20)

Bast's avatar takes the form of a stunningly beautiful woman with the head of a ca. She can, a will, shape
change into any form of feline and can aways command feines to do her bidding. No form of ca will every
attack her act against her. Badt's avatar is able to employ dl of the traditional thief’s skills (such as hiding in
shadows) at 95% effectiveness.

Str 20 Dex 25 Con23

Int 20 Wis 20 Cha2s

MV 21 SZ7 MR 25%

AC-3 HD 15 HP 150

HAT 1 THACO11 Dmg 2010 (dlaws) +8

Special Att/Def: Badt's avetar atacks with her deadly claws. These deadly weapons can hit creatures only
affected by magicad wegpons and inflict double damage againg those of evil dignment. Any being sruck by
these claws must save versus poison a -4 or be polymorphed into a great cat and forced to obey the avatar’'s
commeands.

Duties of the Priesthood

Priests of Bast are required to keep cats as pets and to sample the physica pleasures of the world whenever
they can. As one might imagine, this makes the worship of Bast a popular profession.

Requirements.  AB as per rogue plus Wis of 12; AL any nonevil; WP & rogue, AR as rogue; SP dl, animd,
charm, combat, heding, protection, summoning, PW 1) hide in shadows and move dlently as ranger of equd
levd; 5) charm mammal (affects felines only, no save is dlowed, and the power is aways in operation); 10)
shape change (into any 1 form of feling); TU nil.
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Greek Mythology

Though it flourished 2500 years ago, no other civilization has had as much influence on the spirit of the
western world ancient Greece. Our most basic and dearly held convictions, such as a man's right to liberty, to be
ruled by a democraic government, and the inherent worth of the individua, are directly descended from Greek
thought.

Geographicaly, ancient Greece was very much the same as modern Greece. Located a the southern tip of the
Bakan mass, it is a region of hard, limestone mountains separated by deep valleys, and cut dmost in two by the
narrow Strait of Corinth. To the east, hundreds of ides dot the clear Aegean sea, and the mighty idand of Crete
marks its southern edge in the Mediterranean. It is a smal country, no larger than the state of Horida (even a the
height of its expandon). Yet it dso gts a the hinge of the Europesn and Asian continents, and its shores once
touched the waters of Six separate seas.

Considering its centra location, it is no surprise that a sophidticated culture developed at these crossroads. The
ancient Greeks believed they were descended from a legendary of heroes who would sail to the ends of the earth
in search of the golden fleece, who would gladly fight a hitter ten-year war over a single beautiful woman, and
who lived in a society of splendor and luxury. There is more than a kerndl of truth to this legend. However,
Greece was not the firgt civilization to rise in the Eastern Mediterranean.

From 1700 to 1400 BC, the ancient and little-known civilization of the Minoans flourished on the idand of
Crete and the waters of the Aegean sea. From what little is known of them, they were a vibrant and pleasure-
loving people with a highly developed trading system that linked the idands of the Aegean sea together. Their
civilizetion came to an abrupt end around 1400 BC, probably when the volcano a Thera (modern Santorini)
erupted with a force three times as great as that of the explosion of Krakatoa. Thera was buried under blanket of
pumice as much as 130 feet deep, cities on nearby lands were showered with fire and ash, and ships, harbors,
even entire citieswere washed away by tidal waves.

The Minoan society never recovered. But a new culture arose on the shores of the mainland. Building on the
heritage left by the Minoans a new sort of man established a spectacular civilization centered at the city of
Myceneae that united many other early Greek cities under its influence. The Mycenaeans were great builders who
erected citadels with walls ten feet thick, and who buried their leaders in enormous beehive tombs made of
stones weighing as much as 120 tons. They were immensdy wedlthy, especidly when it came to gold —a great
ded of which they earned through piracy and brigandage. Unlike the Minoans, the Mycenaeans were a warlike
people who wandered far on adventurous missons underteken in the search for gold, and it was their exploits
that the famous poet Homer portrayed.

Their lugt for wafare seems to have been the downfal of the Mycenaeans. It was one of ther kings,
Agamemnon, who led them into the long war with Troy. This bitter war left Mycenae wesk and shattered by
civil gtrife, with disrupted trade routes and no politica alliesto help them rebuild.

While Mycenae crumbled, it was infiltrated and findly obliterated by waves of less civilized Greeks from the
north, the Dorians. They eventudly succeeded in dedtroying it atogether, and Greece fel into a Dark Age that
lasted from 1200 to 750 BC. Citadds fdl into ruins, record-keeping vanished, the art of writing disappeared, and
the secrets of fine craftsmanship were lost.

After the fdl of the Mycenaean civilization, each city, with its surrounding hamlets and farms, was a separate
socid unit. In chaos of the Dark Ages, they became little more than garrisons ruled by a commander and his
captains. Military governments evolved into hereditary monarchies, and the king became the rdigious as well as
secular head of the community.

The many city-states developed dong different lines, giving rise to a wide variety of idess that would later
srve as the basis for the intdlectud and political freedom so crucial to the development of Greek culture. Yet
the Greeks ill shared the same language and many other common charecteristics. Despite the many different
patterns dong which the city-states developed, the Greeks shaped a national character that encompassed all of
theindividua variaions of the city-states.

As the Dark Ages dabilized, the Greeks began sharing the discoveries and indghts of their individud cities.
They relearned and improved upon the arts that had falen into decay with Dorian migretions. Trade began to
flourish again and, in 776 BC, the first Olympic gameswere held in honor of Zeus.

Perhaps the most important rediscovery, however, was the revitdization of the written word with the
gppearance of a Greek aphabet well-suited to literature and other needs. The regppearance of writing alowed
the precise and widespread communication of new ideas, and increased the cohesion of Greek society.

As the economic revivd spread through Greece, the military role of the kings began to dedline (though it did
not disappear entirdy). In city after city, the kings were deposed or reduced to figureheads. They were replaced
by a council of local aristocrats who shared the power formerly held by one man, laying the foundations for what
would later become the world' sfirst true democracy.

TheNew Age

As Greece emerged from the Dak Ages each of the dty-dtates (known as polises) developed a unique
character and culture. The extremes of this diversity are best illustrated by two of the most famous polises,
Athensand Sparta.
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Spata was established by the same uncivilized Dorian invaders that plunged Greece into the Dark Age, and
remained essentiadly Dorian until the collgpse of ancient Greece itself.

It was always organized as a stern, military camp, ruled by two kings from its earliest days to its last. Citizens
of Sparta were pawns of the polis, rigidly controlled from birth to death. From the age of seven onward, children
were trained for war, leaning to use weapons, accept harsh discipline, and endure physicad hardship without
complaint. The average citizen's home life was dso extremely limited and controlled. The men ae in a common
mess, could not live with their wives until the age of 30, and children were considered property of the polis to do
with asit pleased.

At the other extreme was Athens, which had ressted the Dorian invasions by virtue of its location. Sitting atop
the rocky acropolis, it repulsed the invaders and served as Greece's repository of ancient knowledge through the
Dak Ages. The Athenians edtablished the world's firgt true democracy, in which al free adult maes met 40
times a year to vote upon questions important to the polis. Its small populaion was extremely civic-minded, and
every man cheerfully volunteered to do his part to keep Athens and its democratic government strong.

The Athenians felt they had an exated duty to spread liberty and democracy to dl parts of Greece. Toward this
end, in 478 - 477 BC, they edablished the Delian League, a confederation of over 250 polises dlied in the name
of mutud defense. In addition to their mutua military needs, however, the members of the Delian League were
bound together by afar stronger force: cultural affinity.

Although each polis was (at least in theory) a free and independent dtate, the ancient Greeks recognized that
they shared a common heritage. They spoke some form of the same language, worshipped the same gods, and
followed the same customs. Despite the constant bickering between city-states, each man recognized thet, after
his own polis, he owed his loyalty to the diverse conglomeration of cities that made up the Greek nation.

More importantly, however, each man held a wel-defined philosophy of life that maked him as being
diginctly Greek. The Greeks believed that a man must be honored for his individua worth and trested with
repect just because he was himsdlf. They believed that a man's taents were a gift from the gods, and, therefore,
that he should make the most of them. They viewed death as a disma sae that could not be avoided, and
believed the only exgpe from desh lay in caving an imperishable legend through magnificent
accomplishments. Therefore, they lived their lives to the fullest, and pursued fame with astonishing energy. Each
of these cultura threads, al vitd in their own right, was woven together to form the fabric of the vibrant Greek
culture.

The Greek quest for excelence in dl things led to the development of many principles that remain the
foundation of free societies today. The Greeks were the first to establish laws that could not be changed a the
persond whim of a ruler, and designed their legd systems to secure life and property for al ther citizens. They
learned to diagnose diseases through the careful observation of its symptoms, laying foundations for modern
medicine. They were the firs people to carefully and truthfully record history in the form of verifiable facts,
establishing the basic premisefor al historical study that has followed.

Despite their idedidtic lifestyle, the Greeks were more keenly aware of the shortcomings of humanity than
other ancient civilization. In the ancient world, the Greeks were famous for their churlish tempers, especidly
where honor or reputation was concerned. In legend and drama, their heroes adways suffered from serious
falings that often led to their downfdl. Even the greatest of ther idols had flawvs such as overweening pride,
rashness, crudlty, vengefulness, subbornness, and every form of foible known to man.

The Greek Pantheon

To the Greeks, man was the measure of dl things, and gods mirrored them faithfully. Like men, the gods were
noble and proud, but they were aso quarrdsome, scheming, lecherous. These deties appeared in more or less
human form, though they were always more beautiful than any mortd could hope to be Invariably, the gods
suffered from human faults and engaged in very human behavior, such as fdling in love, resorting to treachery to
win a cherished god and hungering for power. Unlike the gods of many ancient civilizations, the deities of the
Greeks were far from remote or mysterious. Their motives could amost aways be understood in human terms.

There were two important differences between the gods and men, however. Although the gods were moved by
the same emotiona forces that ruled the lives of men, they were not expected to follow the rules of human
behavior. Were free to engage in dl sorts of conduct that would not be tolerated in human society: thievery,
lechery, gluttony, adultery, and so on.

The second important difference between gods and men was power. The Greek gods were dl, to some degree,
embodiments of power, whether in the physcad world or in the minds of men. They controlled literaly
everything, from storms that ravaged the seas to the love that bound men and women together. It was because of
this power that the Greeks sought the favor of the gods through prayers and sacrifice. When the Greeks honored
excdlence in any domain, it was the gift of some of this godly power that they were praisng.

The Greek gods, who were thought to live atop the heights of Mount Olympus, were ruled by the mighty Zeus.
But this was not dways o, for the Mycenean gods were older than the Greek gods, and the Minoan gods were
older till. Thus, the Greek gods had a history of their own, just as Greek culture did.

In the beginning, there was only Chaos, from which formed Geaea (the earth), Tarterus (benesth the earth),
many other primeva gods such as Eros, Night, and Day. Gaea crested Uranus, the Mountains, and the Sea, then
married Uranus and gave birth to the Titans, the Cyclopes, and the Hecatoncheires.
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Uranus turned out to be a harsh and jedlous husbad who cruely kept the Hecatoncheires prisoner inside their
mother. In retdiation, she called upon her other children to avenge her, and the Titan Cronus wounded his father
0 severdy that the crud Uranus was vanquished. The Furies, the Ash Tree Nymphs, and the Giants were
created when the deposed ruler’ s blood fell to earth.

After assuming his father's reign, Cronus maried Rhea. But, fearing that one of his offsoring (who were the
gods) would usurp his throne as he had his father's, he swdlowed al d his children as Rhea gave birth to them.
The furious Rhea managed to hide her sixth born child, Zeus. After growing to manhood on the idand of Crete,
he returned to his father disguised as a cupbearer. Zeus served Cronus a potion that caused the Titan to vomit up
the young god' s siblings and the gods united to overthrow their despotic father.

The task was far from over, however. After their victory over Cronus, Zeus and the other gods had to battle the
rest of the Titans. After more than a decade of cosmosshaking warfare, in which the eements of nature raged
unchecked, the gods findly managed to confine the Titans to Tartarus, the Greek underworld. Next, the gods had
to fight a smilar battle againgt Typhoeus, a hundred-headed dragon that Gaea had created to attack the gods after
the defeat of her Titans. The gods had no sooner buried the monster benesth Mt. Etna than the Giants challenged
their rule. It required dl of their prowess and the assistance of the morta Heracles to kill the giants. Findly, after
vanquishing the Titans, Typhoeus, and the Giants, the gods were a last the unchallenged rulers of Olympus and
the earth.

Their domain was far different than the world we know today, however. The home of the gods, Mount
Olympus, stood at the center of the earth. Around the earth ran a limitless river cadled Ocean. On the far shore of
this river lived the Hyperboreans, a race of blessed men who did not know care, tail, illness, or old age. Ther
home was isolated from the rest of the world, being comp letely unapproachable by land or sea.

To the West was Hesperia, populated by such monstrous beings as the Cyclops, the cannibdistic
Laedrygonians, Scylla, Charybdis, and the Srrens Beyond Hesperia lay the Elysan Feds, where certain
favored heroes went when they died.

To the South were the Ethiopians, the lucky, virtuous people with whom the gods banqueted. In the East were
the barbarians, fierce peoples who could not spesk Greek and did not know the blessings of civilization.

Directly beneath the earth was the kingdom of Hades, where the dead went to fade into nothingness. Below
Hades was Tartarus, the vast realm of nebulous darkness where the gods had confined the Titans.

New Spells
Enhance (Alteration)
Eighth Levd Wizard

Range: Touch
Components: V, S, M
Duration: Permanent
Cadting Time: 1 Hour
Areaof Effect: One person
Saving Throw: None

Although many high-level wizards know the enhance spell, it is one they rarely use. It is powerful, dangerous,
and exhaugting, so0 it is employed only in the mogt dire circumstances, or as a reward for deeds truly worthy of
heroic gatus.

By means of an enhance spdl, the wizard can permanently increese one Attribute score of his choice. The
caster can never cast this spell upon himsdf, and casting it upon another character is so fatiguing that he must
rest in bed for afull week (or lose one point of Strength permanently).

On those rare occasions when a wizard does cast this spell, he names the Attribute score he is modifying
(Strength, Dexterity, Condtitution, Intelligence, Wisdom, or Charismag). He rdlls 1d4 and adds the indicated
number of points to the desred attribute. The target gains al of the appropriate bonuses and specia abilities
associated with his new attribute score.

Following the cadting of this spell, however, the wizard loses a number of Conditution points equa to one
gregter than the number of points he bestowed upon his subject. Thus, if a wizard uses this spell to increase a
hero’s Strength by 3 points, the wizard himsalf loses 4 Congtitution points. Thisloss is permanent.

No attribute may ever be increased above 22 by this spdl. If the target's Strength attribute is modified to 18
and he happensto be awarrior, the target rolls percentile dice normally to determine exceptiona strength.

Any time this spell is cast, there is a basic 30% chance that it will backfire. This chance is modified by -1% for
eech leved of the ceder. A 16th levd wizard, for example, would stand only a 14% chance of backfire (30-16 =
14). When the spdll backfires, the wizard loses 1d4 pointsin the Attribute score he named.

The material component of the enhance spell depends upon the attribute score that is being modified:

Strength The horn of ablack bull

Wisdom Two wing feathers from an owl
Intelligence The tusks of a boar
Dexterity Thewhiskersof acat
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Condtitution Thedawsof abear
Charisma A lock of hair from awoman with a Charismaof 16 or more

Favor (Invocation/Evocation)
Fifth Level Priest

Sphere: Protection

Range: Touch

Components. V, S

Duration: 1 week per level of caster
Casting Time: 1 hour

Areaof Effect: oneindividua
Saving Throw: none

By cagting a favor spell, the priest is asking his deity to watch over the target (which may be himsdf). Usudly,
the favor spel is cast upon a great hero, such as Odysseus or Jason, lust before he undertakes a magnificent
deed.

The effectiveness of the spell depends upon how the priet’s god views the glory of the deed to be undertaken.
Usudly, as the god's favor is somewhat arbitrary, this is determined by olling 1d6. For the duration of the spell,
the target’s saving throws are modified (in the postive direction) by the result. In cases of especialy glorious
undertakings, the DM may assign a saving throw modifier that he feelsis appropriate.

In addition, the target is blessed by a pledge of one godly intervention. In practical terms, this means that,
during the duration of the spell, the player character may reroll any single die roll that affects him personaly.
The player character may ask the god to honor his pledge of intervention only once, even if the second roll was
unsuccessful.

The gods will never grant more than one favor spdl to a single group of adventurers or a single adventurer, and
usually insigt that the spell be cast upon the group’s leader. If a second favor spel is atempted, both it and the
first are logt.

New Magic ltems
Aegis

This magicd shidd +5 is made from a goatskin with golden fleece. Bearing a depiction of the head of a
beautiful woman with snakes for hair, it has two magica powers. If the bearer shakes it, anyone looking upon it
must save versus fear or flee in panic for 1d10 turns. At the bearer’s command, it dso acts as a doak of
displacement .

Aegisisusudly carried by Zeus, but he sometimes loans it to Athena or afavorite mortal hero.

Gaea (Greater god)

Geea is the mother and sustainer of dl life. She married Uranus and thus gave hirth to the Titans and two
broods of terrible monsters, the Cyclopes and the Hecatoncheires. Even after the rise to supremacy of the
Olympians, Gaea continues to be widedy worshipped. She presides over marriages, nursng the sick, and is
foremost among the oracles (before Apollo took it over, the great oracle a Dephi beonged to her). In her true
form, Gaea is the earth itsdlf.

Roleplaying Notes: Although she is widdy worshipped, Gaea is one of the most doof of Greek gods —
which is to say she does not spend dl of her time meddling in the affairs of mortas. Still, if the proper sacrifices
of fruits and animas are made to her, Gaea has been known to lend her ad to those in dire need. She has an
afinity for hideous mongters, however, and will never ad anyone in fighting them. In fact, she may well ad the
mongter if the battle is brought to her attention.

Omens from Gaea can take any form associsted with nature, such as foul westher, plagues, abundant crops,
[S (o

Statistics: AL n; WAL any; AoC fertility, health, prophesy; SY basket of fruit.

Gaed'sAvatar (druid 24)
Geed's avatar takes the form of a mature, buxom beauty. She can cdl upon the dl, animd, cham, eementd,
hedling, plant, and weather spheresfor her spells.

Str20 Dex 20 Con 22
Int 20 Wis20 Cha24

MV 24 10 MR 60%

AC-3 HD 24 HP 192

#AT 1 THACO-3 Dmg 1d4 +1 (Sickle) +8
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Special Att/Def: Gaed's avatar wiedlds a black sickle that forces dl those hit by it to save versus death or be
ingantly dain. In addition, any being that looks uninvited upon Geed's avatar must save versus petrification or
be blinded for 1d10 days.

Duties of the Priesthood:

The primary duty of priests of Gaea is overseeing planting and anima husbandry. They must aso minister to
thesick, and often serve as oracles for their communities. All of Gaed' s priests are druids.

Requirements.  AB as druid; AL n; WP club, sckle, quarterstaff, other agriculturd implements, AR b; SP 4,
animal, divination, elementa, healing, plant, and wesather; PW 5) cure disease 15) divination; TU turn.

Uranus(greater god)

Uranus was the early god of the sky heavens, and Gaed's hushand. He was horrified by the hideousness of his
offgoring with Gaea - the Titans, Cyclopes and Hecatoncheires. He shut them up insde their mother Gaea, which
both pained and angered her. To avenge hersdf and her children, she persuaded one of the children, the Titan
Cronus, to attack Uranus. The Furies and the Giants were born when Uranus blood fel on the earth, and the
goddess of beauty, Aphrodite, rose out the sea-foam where it mixed with his blood. What happen to Uranus after
the atack is unclear, but he may till be watching the earth from a secret hiding place.

Role-playing Notes: Uranus is a hitter old god in hiding from his progeny, who do not even redize that he is
dive. He ddights in causng harm to Gaea and spoiling machinations of the Olympian gods. He will dways send
his avatar to hinder any attempt to free the Titans or reach site of their imprisonment (see Titans).

Omens and portents from Uranus are so subtle as to go amost unnoticed, for he is quite fearful of reveding his
presence. Still, the especialy wise or astute may detect hisin unusual eventsin the heavens.

Statistics: AL ce; WAL any nongood; AoC sky; stars.

Uranus Avatar (fighter t4)
Uranus avatar isan old, grizzled warrior. His dark eyes burn with the ungpoken desire for revenge.

Sir 22 Dex 18 Con18
Int 18 Wis15 Chals

MV 24 Sz 6 MR 60%

AC-6 HD 24 HP 192

HAT 2 THACO-3 Dmg 108 (sword) +10

Special Att/Def:  Uranus avatar wields a sword that cuts through any non-magicad materid as if it were cloth.
Thus his enemy’s AC is never better than 5 (unless due drictly to Dexterity). Uranus avatar also regenerates 5
hit points a the end of each combat round, and cannot be harmed by non-magica wegpon or attack.

Duties of the Priesthood:

Uranus priests are members of a secret sect. They hire themsdves out as fighters, then secretly employ their
divine powersto further their true master’s ends.

Requirementss  AB sandard plus Str 13+ AL any good; WP any; AR a SP astra, combat, divination,
hedling , protection; PW 10) cast spellswithout verba, somatic or materia components; TU turn.

Cronus(greater god)

The youngest of the Titans born to Uranus and Gaea, Cronus was the amhitious one who attacked his father
and then assumed the throne to become ruler of the universe. However, when his mother Gaea prophesed that
one of his children would overthrow him as he had his father, Cronus proved just as despotic as Uranus. As his
wife, Rhea, gave hirth to the Olympian gods, he sdized them and swalowed them up. His plan might have
worked, had Rhea not tricked him into swallowing a stone instead of her sixth child. This god, Zeus, eventudly
returned to lead the successful revolt againgt him. Because of his past actions, Cronus was imprisoned in
Tartarus.

Roleplaying Notes. Because Cronus remains penned in Tartarus, he is unable to influence events on earth
except through his avatars. Therefore, at leest one avaar is condantly moving about Greece, promising men
great rewards in return for worshipping Cronus and turning their backs on the Olympian gods. On occasion,
these avatars rise to a position of power in a polis, and the result is invariably war as the avatar attacks the power
bases of Cronus' rivas. Because of hisimprisonment, Cronus cannot send omens or portents.

Statistics: AL leg WAL any evil; AoC snigter ambition; SY sickle.

Cronus Avatar (fighter 20)
Cronus avaar is an evil looking fighter with a gleam in his otherwise dark eyes. He often passes himsdf off as
ahuman warrior with no claim to his divine status.

Sir21 Dex 18 Con 18
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Int 18 Wis 15 Chal4

MV 20 SZ6 MR 40%
AC-3 HD 20 HP 160
HAT 2 THACO1 Dmg 1d4 +1 (Sckle) +9

Special Att/Def:  Although it is not magic, Cronus adamant sickle cuts through any materid it touches,
effectively lowering his opponents AC to a maximum of 5 (unless due gtrictly to Dexterity). Beings hit by the
sckle must save versus desth or lose whatever appendage it hits (DMs should determine this randomly or by
decree based on the Stuation).

Duties of the Priesthood:

Cronus is no longer worshipped actively by the people of Greece. Neverthdess, there are small sects of priests
dedicated to him in Athens, Rhodes, and Thebes who are congtantly trying to recruit worshipers through the
promise of power or money. In these three cities, the priests organize large harvest-time festivals in which class
digtinctions are abolished. Their intention isto use the festival as arecruiting tool.

Requirements AB dandard; AL any nongood; WP sckle AR & SP none (Cronus cannot grant spells); PW
none; TU nil.

Rhea (greater god)

Rhea was originaly worshipped as the Great Goddess of Minoan Crate, and is an example of the Great Mother
goddess who took many names and shapes throughout the ancient Middle East. Above dl, she symbolized
fertility, in which her influence extended over plants, animds, and humans. She dso controlled the varying
seasons, caused products of the soil to flourish, and even protected men in battle.

Eventudly, she became the wife of Cronus and gave hirth to the Olympian gods. After Cronus swallowed
Hestia, Hera, Demeter, Hades, and Poseidon, she saved Zeus by substituting a rock in swaddli ng clothes. Rhed's
anguish over the loss of her firgt five children was ended when Zeus grew to manhood and led a revolt againgt
Cronus. In her true form, Rheaiis a beautiful woman with agenerousfigure.

Roleplaying Notes: Since Zeus seized his father's throne, Rhea has yidded much of her power and many of
her respongbilities to her godly children. Nevertheless, she is Hill revered as the mother of the gods, and
sometimes answers appeals concerning fertility or motherhood. Omens from Rhea generdly teke the form of
dreams.

Statistics: AL ng; WAL any; AoC fertility, life; SY femaeface.

Rhea's Avatar (druid 22)
Rhed s avatar appears as an immodestly dressed young woman of great beauty with a voluptuous figure.
Sir 19 Dex 18 Con18

Int 19 Wis 18 Cha18

MV 18 S/ 6 MR 45%

ACO HD 22 HP 176

HAT1 THACO-1 Dmg 1d6 (club) +7

Special Att/Def: No non-intelligent cresture will attack Rhedls avatar under any circumgtances. She cannot be
harmed by weapons made of unforged natural materids such as stone or wood.

Duties of the Priesthood:

Priests devoted to Rhea must ensure that she is forever honored for her part in ingaling the Olympian gods.
They dso peform ceremonies related to the fertility of both man and besst, and will go to any length to ad a
mother in need of asistance. Their temples often serve as temporary shelters for orphans, vihom they place with
loving families thet have no children of their own.

Requirements AB sandard; AL any non-evil; WP club, blunt instruments AR a SP dl, animd, charm,
creation, guardian, heding, plant, protection; PW 8) summon rain (over atwo mile area); TU turn.

Zeus(greater god)

The son of the Titans Cronus and Rhea, Zeus is the god who led his shlings in revolt against their despotic
father and established the Olympians as the supreme rulers of the heavens. He is the king of the gods, though his
command over them is far from absolute and his decisons are often chalenged. Zeus is the god of the sky, the
ruler of al high things, including the clouds, rain, wind, thunder, and mountain summits. He is the protector of
laws, friend of the weak, ad dispenser of judice. Although he can take any form he wishes, and often assumes
that of a powerful, bearded man with rega bearing, in his true form he is a bdl of fiery light so intense that no
mortal can look upon him without bursting into flames.

Role-playing Notes. Zeus is an efficient leader, but he is something of a despot. He is moved by anger more
often than mercy, and makes his decisions on the basis of politics rather than justice. A confirmed lecher, he will
go to any length to woo a beautiful woman (even a morta) — despite the jedlous anger of his wife, Hera Zeus is
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not above toying with men's lives just to entertain himsdf and the other gods. Omens from Zeus take many
forms, including thunder, animals acting in peculiar ways, and unusud celestid events.
Statistics: AL n; WAL any; AoC heavens, law; SY fig filled with lightning bolts.

Zeus Avatar (fighter 20)
Zeus avatar usudly appears as a robust man with a full white beard and a regal bearing. However, the avatar
has dso been known to gppear as a swan, abull, acloud, and in many other forms.

Str 22 Dex 18 Con 18

Int 18 Wis 18 Chai8

MV 18 27 MR 30%

AC-2 HD 20 HP 160

HAT 2 THACO1 Dmg 1d8 +9 (spear) + 10

Special Att/Def: The avatar of Zeus can only be hit by magica wespons. When his blood spills on the
ground, it forms a 6 HD mongter of the DM’s choice, that is under the avatar's control. Once per round, he can
throw alightning bolt spell thet does 4d10 damage.

Duties of the Priesthood:

Priests devoted to Zeus must maintain a temple of suitable grandeur, and are responsible for organizing the
Olympic games held every four years to honor Zeus. At least once during his life, every priet mugt vist the
sacred oak tree @ Dodonain Epirus, where Zeus speaksto hisoraclesin the rustling leaves.

Requirements AB dandard plus Str 14+; AL any; WP spear; AR & SP dl, anima, combat, divination,
elementa, hedling, protection, westher; PW 1) lightning bolt (104 damage per levd); 15) polymorph sdif; TU nil.

Hera (greater god)

As the wife of Zeus, Hera is not only goddess of marriage and women, but the queen of the heavens. Further,
she has some minor control over the weather and fertility, though these are not central aspects of her character.
Because of her jedous nature and the amorous exploits of her husband, she has developed the power to spy upon
anybody in any place a will. In her true form, Hera is tal, noble, and beautiful woman, but, like Zeus, she can
assume any form shewants.

Roleplaying Notes. Above dl, Hera is a jedous wife. She spies upon her husband admost congantly, and
makes a habit of looking in on any woman with a Charisma of 18 or more If her husband pays too much
dtention to another woman, she sends her avatar to kill, disfigure, or otherwise punish the woman. If a wife
complains to Hera about an unfaithful husband, there is 5% chance that Hera will respond by making the
luckless fellow so hideoudy ugly that no woman would want him (reduce his Charismato 1).

Hera is dso jedous in regards to her beauty; for if she was respongble for wiping out the Trojan race because
one of its members, Paris, thought Aphrodite was more beautiful than she. Omens from Hera include vidts from
peacocks and other beautiful birds, a harsh voice audible only to one person, or a message caried by a married
woman.

Statistics: AL cn; WAL any; AoC marriage; SY fan peacock feathers.

Hera'sAvatar (wizard 15, fighter 12)
Herads avatar gppears as a tadl woman of gunning beauty. She can cal upon the dteration and
enchantment/charm schools of magic for her spels.

Str 17 Dex 18 Con18

Int 19 Wis 18 Chal9

MV 16 Sz 6 MR 30%

ACO HD 15 HP 120

HAT 312 THACO5 Dmg 1410 (rod) +1

Special Att/Def: Hera's avatar can spesk in an angry voice, causng 2d8 points of damage to dl within 50
yards. Victims of thisvoice attack must dso save versus petrification or fleein terror (asthe fear spell).

Duties of the Priesthood:

Because of Herds vengefulness, her priets must avenge the dightest insult to their goddess by arranging the
of offender’ s death through direct action, trickery, or deception.

Requirements AB sandad, AL any except lawful good; WP club, cudgd, saff; AR a SP dl, cham,
combat, divination, heding, protection; PW 5) deect lie; 12) dairvoyance (centered on any acquaintance of the
priest; TU nil.

Aphrodite (intermediate god)
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The beautiful Aphrodite was created from a mixture of sea foam and the blood of Uranus. She is the goddess
of beauty and love. As befits the goddess her position, she was an enthusiastic companion of the mae gods. She
was aso married to Hephaestus, but this did not stop her from consorting with Ares, Poseidon, Dionysus, and
others. Aphrodite can charm any made, ether god or morta, and can generate any strong emotion (such as love,
hate, anger, sorrow, etc.) in any inteligent being. Although she can assume any form (dl of them beautiful), in
her true form sheis awoman of astonishing beaitty.

Roleplaying Notes:  Aphrodite is extremely vain. There is a 10% chance she will overhear any unfavorable
comparison of her beauty. In such cases, she will avenge hersdf by making the transgressor fal in love with a
datue, turning him into a shdl, or having bees sing his eyes. Omens from Aphrodite are often associated with
the sea.

Statistics: AL cg; WAL any; AoC love, beauty; SY seashell.

Aphrodite s Avatar (wizard 15, bard 10)
Aphrodite¢s avatar is a scantily clad woman of incredible beauty. She can cdl upon the illuson and
enchantment/charm schools for her magic.

Str 15 Dex 18 Con18

Int 18 Wis 18 Cha20

MV 15 5 MR 30%

ACO HD 15 HP 120

HAT 1 THACO5 Dmg 1d4 + (dagger)

Special Att/Def: Aphrodite's avatar carries a dagger that causes anyone struck by it to save versus spdls or be
instantly charmed. In addition, upon firsd seeing the avatar, dl men must save versus pardyzation or find
themsdves unadble to attack her — ever. Findly, Aphrodit€s avatar can cause 1d10 points of damage (and a
great deal of physicd pain) to anybody trying to harm her smply by waving her hand.

Duties of the Priesthood:

Every ten days, her priests must release white doves, and every new moon they must throw objects of art and
beautiful jewery into the sea They must adso do what they can to ad anyone who is in trouble because of a
forbidden love.

Requirements  AB gandard plus Charisma 16+, AL aty nonevil; WP bow and arow, net, gaff; AR a SP
dl, cham, cregtion, guardian, heding; PW 5) charm person (opposite sex only); 10) Charisma increases to 18;
15) arouse fedings of love (as the enamoring effects of a philter of love in any intelligent being; TU nil.

Ares(intermediate god)

Ares is the god of bettle, killing, and fighting. As the personification of the savege side of war, he is fond of
drife, anger, and unrestrained bloodletting. As such, he is not a very popular god, and is only worshipped (at
least by a large number of people) in the polis of Sparta He has the power to inspire terror, hatred, and fear in
the heart of any intelligent being (save versus spellsto negeate).

Although he can change shapes a will, in his true form Ares is a large man with burning, hateful eyes and a
permanent scowl etched across his mouth.

Roleplaying Notes: Ares is obgtinate, hateful, quarrdsome, wicked, untrustworthy, jedous of his fellow
gods, and eadly offended. Because he has so few worshipers, Ares is dways looking for more. If caled upon in
battle, there is a 5% per level chance that he will send his avatar to ad the beseecher. His help does not come
without a price, however. After the battle, the individua that asked for help must become a worshiper of Ares —
or face the avatar himsalf. Transgressions against Ares are generally punished by swift death.

Statistics: AL ce; WAL any evil; AoC war, killing, strife; SY spear.

Ares Avatar (fighter 20)
Ares avatar agppears to be a huge fighter with bloodthirsty red eyes. He is powerfully built and carries a deadly

looking spear.

Str 21 Dex 18 Con 18

Int 17 Wis 16 Cha12

MV 15 7 MR 25%

AC-3 HD 20 HP 160

H#AT 2 THACO1 Dmg 1d8 +8 (gpear) +9

Special Att/Def: After the spear of Ares avatar hits, it opens a wound that will not stop bleeding until both a
remove curse and a hed el have been cast upon it in the same round. This bleeding causes 6 hp of damage per
round.
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Duties of the Priesthood:

Strictly spesking, Ares has no priests, for his worshipers must be soldiers and fighters. However, he grants his
most devoted followers the ability to use priest spells and advance as multi-class characters. Although humans
are normaly not alowed to become multi-classed characters, Ares bestows this ability upon those who worship
him. In return, they are expected to do al they can to creste drife and warfae There is dso a great rivary
between Ares and Athena. Whenever hisworshipers meet hers, he expects bloodshed to follow.

Requirements.  AB as fighters;, AL any nongood; WP any; AR & SP comba, dementd, heding, weether;
PW 12) raisedead; TU nil.

Artemis (intermediate god)

An illegitimate daughter of Zeus, the huntress Artemis is the patroness of young girls, and the mistress of
beasts and dl wild things. She will have nothing to do with men, perhaps because she has often helped women in
childbirth and blames men for dl the pain involved. Although renowned as a huntress, Artemis kills only to feed
hersdf and others, never for sport. In her trueform, sheisadim young girl.

Unlike the other Olympian gods, she dwells in the forests of Arcadia, surrounded by a band of chaste and
hardy nymphs. She has complete control over any non-magical anima whileit isin the forests of Arcadia

Roleplaying Notes: Artemis loves the rugged life of a huntress. Except for helping women during childbirth,
she avoids involving hersdf in any other human matters. She values her privacy, and will severely punish any
man violaing it. Omens from Artemis are dways delivered by wild beedts.

Statistics:. AL ng; WAL any nonevil; AoC hunting, wild beasts, childbirth; SY bow and arow on a lunar
disk.

Artemis Avatar (druid 16, ranger 16)
Artemis avaar gppears to be a dim young girl resembling Artemis hersdf. She can draw upon the dl, animd,
divination, elementd, healing, plant, and weather spheresfor her spdls.

Str 17 Dex 18 Con18

Int 18 Wis 18 Chals

MV 18 z5 MR nil

ACO HD 16 HP 128

HAT 2 THACO5 Dmg 1d10 (arrow) +1

Special Att/Def: No magic spell affects Artemis avatar, and any attack rebounds againgt the caster. Up to a
disance of 1,000 yards, range does not affect the avatar when shooting her arrows. In melee combat, she uses a
common dagger that has been poisoned. Anyone hit by this wegpon must save versus poison or suffer an extra
1d10 points of damage per round until aneutraize poison can be cast upon them.

Duties of the Priesthood:

Only women may become druids of Artemis. They must live in the forests, tending the animds, avoiding men,
and, above dl, remaning chaste. Artemis punishes any violaion of the rules concerning chagtity by the
permanent withdrawd of al powers and standing in her church.

Requirements AB as druid; AL n; WP as druid; AR b; SP dl, animd, divination, dementd, heding, plant,
and wegther; PW 7) ignore range modifiers in archery to a distance of 500 yards, 14) complete control over all
animalswithin 1,000 yards;, TU nil.

Athena (intermediate god)

One day Zeus developed a terrible headache. To relieve it, Hephaestus used his axe to split the mighty god's
head open. Out came Athena, full grown and fully armed. She quickly became Zeus favorite daughter, and is
the goddess of noble combat, architecture, sculpture, spinning, weaving, horses, ox olives, prudence, and wise
counsd. As a warrior goddess she is the protectress of Athens, but she is no less skilled in the arts of peace,
inventing the potter's wheel, teaching men to tame horses, and helping hem build the great ship Argos. In her
true form, Athena is a helmeted, statuesque woman of great beauty. She is often seen bearing her father's shidd,
Aegis, or with an owl perched on her shoulder.

Roleplaying Notes. Athena is a chaste warrior who resists any attempts on her honor with force. Even seeing
Athena without her clothes will be punished by blindness (no save dlowed). She is the protectress of Athens,
and will aways send her avatar to help if that metropolis is threstened. Omens from Athena are usudly ddivered
by owls.

Statistics: AL Ig; WAL any good; AoC Wisdom, crafts, war; SY owl.

Athena'sAvatar (fighter 16, priest 16)

Athend's avatar is a hdmeted, statuesque woman of extreme grace and beauty. She can draw upon any sphere
for her spells
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Str 20 Dex 18 Con 17

Int 19 Wis21 Chal8

MV 15 SZ6 MR 30%

AC-2 HD 16 HP 128

#AT 2 THACO05 Dmg 1d8 +5 (spear) +8

Special Att/Def: Athends avaar is amed with severd specid items. The most important of these are a hem
that creates an anti-megic shell within 10' of her, a shidd bearing a medusd's head that causes anyone looking at
it to save versus petrification or be turned to stone, and a spear that never misses when she thrustswithiit.

Duties of the Priesthood:

Like Athena hersdf, her priests must remain chaste. They must also dedicate themselves to learning the arts of
combat and the crafts of peace, and be ready to fight whenever they encounter worshipers of Ares.

Requirements AB dandard; AL 1g; WP spear, sword; SP dl, charm, combat, divination, hedling, protection;
PW 5) regenerate 1 hp/turn; 15) commune with Athena once per week (one guestion only); TU nil.

Demeter (intermediate god)

Demeter is the queen of the fruitful earth and the goddess of agriculture. Without her blessing, no crops may
grow on the earth. Demeter will not hesitate to use this fact to blackmail men and other gods if the need exigts. In
gretitude for hep she once received while for searching for her lost daughter Persephone (who had been
abducted by Hades), she dso taught the men of Eleusis the secrets of making the earth fertile. The exact naure
of these secrets, called the Eleusinian Mysteries, remains unknown to this day. In her true form, Demeter is a
beautiful woman, but she can change her own shape and hat of others at will. She dso has complete control over
the westher.

Roleplaying Notes: Generdly, Demeter is a benevolent goddess. However, if her worshipers ignore their
duties, she does not hesitate to destroy their crops and send famine upon them.

Statistics: AL ng; WAL any non-evil; AoC agriculture; SY mare' sheed.

Demeter’sAvatar (Wizard 15, Druid 14)

Demeter's avatar is usudly a beautiful woman, though she sometimes tekes the form of a femde horse
Demeter's avatar can cast spells from the illuson school of magic, and the dl, animd, dementd, heding, and
wesather spheres.

Str 18/00 Dex 18 Con 18

Int 18 Wis 18 Chai8

MV 15 SZ6 MR 25%

ACO HD 15 HP 120

#AT 1 THACO05 Dmg 1d8 +5 (spear) +6

Special Att/Def: Demeter's avatar can only be injured by magica wegpons and spells. In five rounds, a tree
sprouts from any wound made by her spear. Two rounds after it sprouts, the tree becomes so large that the victim
must lie on the ground until the roots are torn from his body (doing an additiona 1d10 damage).

Duties of the Priesthood:

Priests devoted to Demeter must spend a year on Eleusis being initiated into the Eleusinian Mysteries. After
that, they must return to Eleusis every February to help with the ceremonies surrounding the Lesser Mysteries,
and every five years in September to help with the Grester Mysteries. Though it might be permissible to miss the
Lesser Mydteries for a good reason, any priet mising the Greater Myderies loses his clericd benefits until he
atends the next set of Greater Mysteriesin five years.

Requirements  AB dandard; AL any nonevil; WP dckle, dub, flal; AR b; SP dl, animd, divination,
dementa, heding, plant, weather; PW 1) plant growth; 10) control weather; 20) ability to create a potion of
longevity (for the priest only); TU turn (upon attaining 5th level).

Dionysus (inter mediate god)

As the god of wine, Dionysus has a dud nature. On one hand, he is the embodiment of joy, pleasure, and
camaraderie. On the other, he embodies brutdity, idiocy, and madness. His twin nature is a reflection of the dud
properties of wine in the eyes of the Greeks: imbibed in moderation, it brings pleasure and comfort, but in
excess, it brings nothing but depraved misery. He has the power to turn a unlimited amount of water to wine, to
make any vine grow anywhere, and to inflict madness upon any intelligent being (save a - 4).

Although he can change shape into any living creature, his true form isthat of a handsome young man.

Roleplaying Notes: Dionysus is a raucous, unruly deity who likes nothing better than drinking to excess and
wild uninhibited behavior. If left done, he and his boisterous worshipers are usudly no more than a minor
annoyance. But if someone tries to inhibit his worshipers fun, or to drive them away, Dionysus is quick to mock
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them. If that doesn't work, he won't hesitate to use his powers againg the intruders. Omens from Dionysus often
take the form of halucinations, especialy while drinking wine.
Statistics: AL cn; WAL any; AoC mirth, madness, SY staff tipped with pine cone and twined with avine.

Dionysus Avatar (bard 17, wizard 12)
Dionysus avatar usually appears as a handsome young man carrying plenty of wine, a lyre, and a thyrsus (steff
twined with vines). He can call upon any school of magic for his spells.

Str 19 Dex 18 Con 18

Int 15 Wis 13 Chai8

MV 16 Z6 MR 30%

AC-2 HD 17 HP 136

#AT 1 THACO03 Dmg 1d6 (staff) +7

Special Att/Def: Anyone who is touched by the staff of Dionysus avatar must save versus spel or suffer from
confusion as the priest spell.

Duties of the Priesthood:

People usudly become priests of Dionysus because they like to carouse and engage in wild parties. If so, they
have decided to worship the right deity, for Dionysus expects them to view life as one long celebration. Their
only true duty is to cultivate grapevines and make wine, which they sdl to earn money to support their temple.
As a reflection of this, dl priests of Dionysus are required to teke the non-wesgpon proficiency of brewing (if
those rules are used in the campaign).

Requirements AB sandard; AL any except Ig; WP poison, daff, whip, net; AR a SP dl, charm, creation,
healing, plant, weather; PW 1) neutralize poison; 10) Constitution raised to 18; TU nil.

Hephaestus (intermediate god)

Hephaestus is the god of blacksmithing and the patron of artisans, craftsmen, and mechanics. Unlike most
gods, heisdightly deformed, resembling atall, bearded hill giant with aclub foot and a hunchback.

His mother, Hera, was embarrassed by her son's deformities and kept him out of sight. In order to win the
respect of the other gods, he fashioned a golden throne for her. When she st in it, she was trapped, and he would
not release her until she and the other gods accepted him as ther equa. Since then, he has proven one of
Olympus mogt vauable resdents, fashioning golden paaces, intricate machines, and beautiful armor for his
fellows.

Roleplaying Notes: Hephaestus is generdly a benevolent god, though he is extremey touchy about his
deformity. Although he is married to Aphrodite, he is in love with Athena, who will have nothing to do with
him. Because he has so few worshipers, he treats them well, often making gifts of adamant weapons, shields, and
amor to those that serve him especidly wdl. Such objects have a magicad +5 bonus. Omens from Hephaestus
often appear in the flames of forges.

Statistics: AL ng; WAL any; AoC blacksmithing, crafts, SY hammer and anvil.

Hephaestus Avatar (fighter 15, wizard 12)
Hephaestus  avatar usudly takes the form of a dark man with some sort of deformity. He can cdl upon the
dteration school of magic for his spells.

Str 22 Dex 14 Con19

Int 18 Wis 16 Chal0

MV 12 76 MR 25%

ACO HD 15 HP 120

H#AT 2 THACO05 Dmg 1d6 (hammer) +10

Special Att/Def: Any being struck by the avetar's hammer must save versus pardyzation or be knocked
unconscious for 1d10 minutes.

Duties of the Priesthood:

Before accepting any person as a priet, Hephaestus sends his avatar to see how the person reacts to a
deformed person. If they ae kind, they are accepted. Priests of Hephaestus must have the blacksmithing
proficiency (if these rules used in the campaign).

Requirements AB sandard plus Str 15+; AL any non-evil;, WP hammer; AR f; SP al, combat, creation,
divination, elementd, guarding, heding, sun, weaher; PW 1) +1 per leve &hility scores when making a
blacksmithing check; 5) able to repair magic wegpons and armor (proficiency check required); 10) able to create
magica weapons or amors with abonus up to +1 per 3 levels of experience (maximum of +5).
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Hermes (intermediate god)

Hermes is the god of travders, merchants, thieves, gamblers, athletes, and eloquent speech. He aso serves the
gods as a messenger and an arbitrator of disputes. He executed his firgt robbery when he was only one day old,
geding a herd of catle from Apoallo. In his true form, Hermes is a handsome youth who carries a white caduceus
(winged rod entwined by two serpents). He can move from place to place dmogt instantaneoudy. Hermes aso
wearsapair of winged sandasthat allow himto fly and ahem that allows himto turninvisible at will.

Roleplaying Notes:  Although an accomplished thief dmost from the moment of his birth, Hermes has many
other aspects as well. He has a keen sense of fairness that other gods often cal upon in order to resolve disputes,
and willingly uses his grest speed to serve as a messenger to the gods (though he sends an avatar when deding
with humans or others on the Prime Materid Plane). Omens from Hermes include an unusudly good or bad run
of luck or asudden gust of wind as he or his avatar rushes past.

Statistics: AL cg; WAL any nonevil; AoC travel, trade, thievery, gambling, running; SY caduceus.

Hermes Avatar (thief 15, bard 12)
Hermes avatar appears as a handsome youth carrying a white rod that he uses as a weapon. He can cadl upon
any school of magic for his spdlls.

Str 18/02 Dex 20 Con18

Int 18 Wis 18 Chals

MV 36 Sz 6 MR 20%

ACO HD 15 HP 120

HAT 1 THACO5 Dmg 1d6 (rod) +3

Special Att/Def: If Hermes avatar has a chance to spesk before a combat, anyone wishing to attack him must
save varsus spdls. Falure indicates the fast-talking avatar has talked them out of attacking him (treet this as a
charm spell).

Duties of the Priesthood:

All of Hermes priests must keep physicaly fit and be able to run long distances (they must aways sdect the
running proficiency but need alocate only 1 dot to do s0). They often serve & professond arbiters, since it is
well known that Hermes sends his avatar to punish any priest he catches taking any form of bribe (15% chance
per occurrence).

Requirements AB sandard plus Con 15+ and Wis 15+; AL any non-evil; WP dub, gaff, bludgeony AR g; SP
al, charm, divinatiion hedling, protection, summoning; PW 1) +1 to AC for every level up to tenth; 5) detect lie
(no save); 10) dways move asif under the influence of ahaste spell; TU nil.

Apollo (intermediate god)

Apollo is the god of light, prophecy, music, shepherds, and medicine. He helps ripen crops, destroys pests,
cures illnesses, and protects shepherds and their flocks. There are many oracular shrines dedicated to Apollo, the
chief one being a Dephi (taken over from Gaegd). The maste of the lyre and song, Apollo is especidly vain
about his musicd prowess and keeps the Muses as pat of his retinue. Apollo is not entirely beneficent, however.
He caries a bow with terrible arrows that visit plague and disease upon the targets he fires them at. In his true
form, Apallo is a beardless young man who rarely wears clothes.

Roleplaying Notess Apollo is a tolerant, if not forgiving, god. He disdains vengeance, epecidly killing for
vengeance. On the other hand, he encourages drict laws with harsh pendties in order to keep unscrupulous
criminds in check. Generdly spesking, he is a beneficent god, and there is a 5% chance that he will send his
avatar to ad any beseecher of good dignment who truly needs divine help. On the other hand, he will not
hesitate to fire his arrows of plague and disease a any polis that has fdlen into evil and lawless ways. Omens
from Apollo are generally ddivered through his oracles.

Statistics: AL cg; WAL any good; AoC light, prophecy, music, heding; SY lyre.

Apollo'sAvatar (bard 17, priest 15)
Apollo’'savatar iswell-muscled, handsome youth. He can draw upon any school of magic for his spells.

Str 18/27 Dex 19 Con 18

Int 18 Wis 18 Chal9

MV 18 SZ6 MR 25%

AC1 HD 17 HP 136

#AT 1 THACO03 Dmg 1d8 (arrow)

Special Att/Def: Anyone struck by an arrow of Apollo’s avatar must save versus degth or become instantly ill
and suffer aloss of 1d10 points per round until acure diseaseis cast upon them.
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Duties of the Priesthood:

Priests of Apollo generdly sarve as oracdles and heders. They ae adso expected to promote the lawful
adminigration of their polis, and to serve as teachers of music and song.

Requirements  AB dandard; AL any good; WP gaff, net, bow and arrow; SP dl, cham, divination, heding,
sun; PW 5) cure disease 10) heal; TU turn.

Poseidon (inter mediate god)

An older brother of Zeus, Poseidon is the god of the seas oceans, rivers, lakes, and earthquakes. Poseidon has
the power to creste new life forms, and is the crestor of bulls and horses. This power often brings him into
conflict with Athena. He can dso summon and control any non-divine form of sea life, and change his own
shapeinto that of any living being a will. In histrue form, heis aman standing a hundred feet tal.

Roleplaying Notes: Poseidon is a possessve god, his waves congantly lapping & the land belonging to his
fellow gods, bregking off a bit here and a bit there. Poseidon dso has a terrible temper, and vents his rage in the
form of storms or earthquakes. His churlish disposition causes his fdlow gods to consder him a foolish old
fellow, but only the mighty Zeus would dare say so to his face. If any coasta polis neglects his worship, he is
quick to flood it with a tidd wave or smash it with an earthquake. Omens from Poseidon take the form of storms,
trembling ground, or vists from hideous, newly created monsters. When especidly pleased with a priest,
Poseidon rewards him with a paladin-quality warhorse, or by cresting a spring in a place of the priest’s choosing.

Statistics: AL ce; WAL any; AoC water, earthquakes, cregtion; SY trident.

Poseidon’sAvatar (druid 14, fighter 10)
Poseidon's avatar is a huge, bearded man. He can draw upon the dl, animd, divinaion, dementd, heding,
plant, and westher spheres for his spells.

Str 20 Dex 18 Con18

Int 13 Wis 15 Chals8

MV 15 0 MR 15%

ACO HD 14 HP 112

HAT 312 THACO7 Dmg 1d6 +1 (trident) +8

Special Att/Def: Poseidon’s avatar can move through weater with complete freedom, just as if it were air. Any
being hit by his trident must save versus parayzation or be stuck on its prongs. They will remain there until
removed by another character (inflicting 1d10 additional points of damage) or released by the avatar himsalf.

Duties of the Priesthood:

Poseidon’s priests must throw a bull into the sea as a sacrifice a least once a month. They are dso expected to
bless the boats of fishermen, and at least one priest isusualy teken dong on any long seavoyage.

Requirements  AB dandard; AL any nongood; WP trident; AR b; SP dl, animd, divingion, eementd
(water only), heding, plant, weether; PW 5) water freedom (as a ring of swimming that also bestows water
breathing); 10); control winds (direction but not intensity) for up to eight hours; 15) earthquake TU nil.

Hades (inter mediate god)

Hades is a two-sided deity, the god of desth on one hand and the god of wedth on the other. He is a son of
Rhea and Cronus, and thus one of Zeus older brothers. He rarely leaves his kingdom in the underworld, where
the dead go to fade into nothingness. Hades has the power to bring death or wedth to any mortd. The right to
restore life to the dead belongs to him aone, and he guards it gdoudy. He wears a hdmet which can render him
invigble a will. In histrue form, heis alarge, dark-skinned man with fiery eyes.

Roleplaying Notes: Hades is not particularly crud or vengeful, and his kingdom is not a retributive one. The
dead pass through the groves of Persephone. Then they come upon the gates of Hades, which are guarded by
Cerberus, who will let the dead enter the shadowy redm but not leave. Upon passing through the gates, the deed
meet the divine ferryman Charon and pay him a coin. They are then ferried across the river of woe, Acheron.
Later, the vdiant dead might be permitted to cross the river of forgetfulness, Lethe, and emerge in the Elysan
Fields. More unfortunate souls will cross the river Styx into Tartarus, a region of eternd pain and torment. The
rest will smply fade away into nothingness. Omens from Hades are rare, and usudly involve some form of
unexpected death or wedth.

Statistics: AL In; WAL any; AoC desth, wedth; SY black ram.

Hades Avatar (fighter 18)
Hades avatar usudly takesthe form of alarge, dark-skinned man with ablack beard and black eyes.

Str 20 Dex 18 Con 19
Int 18 Wis 18 Chal8
MV 15 76 MR 30%
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AC-2 HD 18 HP 144
HAT 2 THACO3 Dmg 1d8 (sword) +8

Special Att/Def: Opponents of Hades avatar must save versus deeth or die when any of the following occur:
they are struck by his sword, when the avatar intentionally casts a death gaze on them (once per round, range 100
yards, can't be used in meee combat), or if the avatar is reduced to zero HP (where upon it explodes, flinging
desth raysin al directions).

Duties of the Priesthood:

Hades priests must live in dark, dreary caverns. They hoard large amounts of gold, which they collect as fees
for rasing the dead.

Requirements  AB dandard; AL any evil; WP any; AR a SP dl, cham, credtion, divingion, heding,
necromantic, protection, summoning; PW 3) see in dakness 5) darkness in 10° radius, 10) death touch (save
versus desth or die); 15) raisedead; 20) regenerate 5 hp per round; TU turn.

Hecate (intermediate god)

Hecate is the goddess of the moon, magic, and plenty. She often visits her friend Persephone (Hades wife) in
the underworld, and has learned to control the undead. Hecate is the defender of children and the provider of
abundance in food, riches, and other dedrable things She dso wanders the night with a pack of hel-hounds,
which she sets on those foolish enough to travel at night. Those who cast spells draw upon her power, as she is
the source of al non-deicd magic. At night, she can cast any two spells she wishes per round, but this, ability is
reduced to only one spell per round during the day. In her true form, Hecate has three femae heads and the body
of aravishing woman, but she can appear in the form of any living cresture she wishes.

Roleplaying Notess Hecate is an independent and capricious goddess. She often aids or hinders mortas for
no reason other than having nothing better to do. Any being doing injury to a child stands a 10% chance of
drawing her notice, in which case she will send her avatar to exact an appropriae vengeance. At night, she
sometimes appears in avatar form to lonely shepherds, and has been known to protect their flocks on more than
one occason. Omens from Hecae generdly come in the form of some magicd communication, and ae
accompanied by the eerie sound of baying dogs.

Statistics: AL cet WAL any; AoC magic, moon, abundance; SY setting moon.

Hecate s Avatar (wizard 20)
Hecate's avatar is a beautiful, dark-haired woman. She is dways accompanied by a least one hel-hound of
maximum hit points and abilities. She can draw upon any school of magic for her spells.

Sir 13 Dex 18 Con18

Int 20 Wis 17 Chals

MV 15 Z6 MR 35%

AC?2 HD 20 HP 160

HAT 1 THACO1 Dmg 104 (dagger)

Special Att/Def:  Any being hit by Hecate's dagger must save versus death or fal into a trance and be
controlled by the avatar as if they were undead. The avatar has complete control over any undead cresture with
up to 9 hit dice (the level of atypical vampire).

Duties of the Priesthood:

Hecate has no priests, but dl those who use magic (i.e, wizards, illusonigts, bards, etc.) worship her. They are
expected to sacrifice honey and black ewes to her on nights of the full moon. Falure results in a total loss of
magica powers until the proper sacrifice is made on the next night of afull moon.

Titans (greater and lesser gods)

The Titans, sometimes referred to as "the eder gods' were the deities who replaced the primordia gods Gaea
and Uranus as rulers of the cosmos.

The firgt Titans were the children of Gaea and Uranus. Cronus and Rhea, the king and queen of the first Titans,
are discussed individudly under separate entries. While Cronus sat in the divine throne, he and Rhea produced
the Olympian gods. Cronus had been warned that his children might overthrow him, so he swdlowed each of his
children as they were born. However, Rhea managed to trick Cronus into swalowing a rock instead of her sixth
child, Zeus.

After growing to manhood in exile Zeus returned and tricked Cronus into vomiting up his Olympian siblings.
There followed a great war between the Titans and the Olympian gods, eventudly resulting in the defeat of the
Titans. With the exception of Rhea, the Titans born directly to Gaea and Uranus (Cronus, Oceanus, Tethys,
Hyperion, Mnemosyne, Themis, lapetus, Coeus, Crius, Phebe, and Thea) were locked in Tartarus. They were al

100



greater gods to some extent, and too dangerous for the Olympians to forgive, so they remain locked there to this
day.

The children of the origind Titans, however, were only lesser gods and not as dangerous as their forebears.
Therefore, the Olympians were able to forego binding them in Tartarus, and assigned different fates to them. The
most important of these Titans include: Atlas, who led the Titans in ther struggle against the Olympians, and
was condemned to eternaly bear the earth and heavens upon his shoulders. Prometheus, the wise Titan who
created man and dlied with the Olympians in the war, but who later offended Zeus and was chained to a rock in
the Caucasus Mountains, where an eagle feeds on his liver to this day. Epimetheus, the foolish Titan who
dlowed hiswife, Pandora, to unleash dl the evils on mankind.

There were, of course, many other children born to the origind Titans, and who are (very) rarely encountered
wandering about Greece, but they aretoo numerousto list here,

Generdly spesking, Titans which might be encountered in Greece gppear to be huge men and women (twenty
feet or more in height). They have dl the powers of lesser gods, and usualy embody one aspect of humanity,
such as drength for Atlas, wisdom for Prometheus, foolishness for Epimetheus, etc. They will aways have at
least one specid power connected with this aspect, and the Attribute score most closely associated with it will
either be very low (1-3) or high (23-25).

Roleplaying Notes: The persondities and goas of Lesser Titans will be as varied as those of humans, but
they will have one thing in common: they either bear the Gympian gods tremendous respect or tremendous fear.
Under no circumstances will they tolerate open disrespect to the Olympian gods. Those that favor the Olympian
gods will see it as blasphemous, and those who do not will fear a trick or test of some kind. Generaly spesking,
Titans will be unconcerned with matters such as wedth or power in the human redm, but they may very well be
searching for enough to eat, an adventure worthy of them, or be consumed by love.

Statistics: AL any; WAL any; AoC specid; SY asappropriate.

Lesser Titan

(fighter, wizard, thief, hard, priest, etc., at level 20)
Str 1525 Dex 15-25 Con 15-25
Int 15-25 Wis 15-25 Chals

MV 15-21 SZ 20+ MR 10-20%
AC4t0-3 HD 17-22 HP 8 per HD
#AT 1-2 THACOvaries Dmgvaries

Special Att/Def: As appropriate to the nature of the titan and the aspect it embodies. As a rule, al titans can
only be hit by magical wegpons.

Titans do not have the ahility to use avatars, so the statistics above are those of the Titan itself. Titans who are
wizards, priests, and other magic users will aways be able to draw ther spells from &t least two schools or four
spheres. They will dways resemble a huge human being. Almost dways they are of extreme beauty, but on rare
occasions titans can be hideoudy ugly.

Duties of the Priesthood:

Fearing retribution from the Olympian gods, the Titans do not make a habit of recruiting worshipers. However,
if someone independently begins to worship a Titan, chances are that he or she will be flattered and will accept
the worship providing the sect grows no larger than a dozen people or so.

Requirements: AB standard; AL as appropriate; WP appropriate; AR as appropriate; SP as appropriate; PW
none, but at tenth level, Titans usualy grant their worshipers the privilege of caling upon them for help once
this privilege is renewed each time the priest goes up an experience level; TU as gppropriate.

The Furies (lesser gods)

The Furies, dso cdled Erinyes, were born when the blood of Uranus fel upon the earth. They are angry ad
avenging deities who hunt down wrongdoers and punish foul deeds.

They are dso known by their individua names, Alecto (the persevering anger), Tisphone (the blood avenger),
and Megarea (the jealous). The Furies resde in the underworld and only come forth (always together) to fulfill
curses or punish terrible crimes, especidly those invalving one€'s own family. They have the power to fly, and to
find their quarry no mater where he hides (as long as he is not hidden by some divine means). In ther true
forms, the Furies are old, winged crones carrying whips and scourges.

Roleplaying Notes: The Furies only emerge to fulfill a very powerful curse or (50% chance per occurrence)
to punish a terible crime (such as cold-blooded murder, steding from the ederly, or atacking the defensdess).
They are the embodiment of impersond justice, and take only the crime itsdf, not the reason for committing it,
into condideration in determining their punishment. They dways ded out a punishment commensurate with the
cime

Statistics: AL n; WAL N/A; AoC judtice; SY three scourges.
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The Furies (cleric 20, fighter 20, or wizard 20)

Sir 16 Dex 18 Con18

Int 16 Wis 16 Cha5

MV 20 Z6 MR 20%

ACO HD 20 HP 160

HAT 1,2,0r1 THACO1 Dmg 1d2 (whip) +1

Special Att/Def: The whips of the Furies strip away attribute points: a hit by Alecto (the priest) strips away
1d4 points of Wisdom, a hit by Tisphone (the warrior) strips away 1d4 points of Strength, and a hit by Megarea
(the wizard) strips away 1d4 points of Intelligence. The Furies cannot be permanently destroyed by any means
(see bdow).

The Furies do not send avatars and will aways appear themselves. Because they hold a specid place in the
universe, the prohibition againg viditing the Prime Material Plane does not apply to them.

Alecto and Megarea draw ther spdls from any school or sphere. If someone manages to kill one of them, the
others do not stop attacking until that character is dead. If they are al killed, then the character is safe for a time.
However, after 1d10 days, the furies return to hunt down and kill their murderer(s).

Duties of the Priesthood:
Nobody worships the Furies, though there are plenty of people who fear them.

Greek Heroes
Her acles (demigod)

The son of Zeus and the mortd woman Alcmene, Heracles was drength personified. While ill an infant, he
strangled two huge snakes with his bare hands. Of course, Zeus wife, Hera, was jedous of the affair that begot
Heracles, and she is dways conspiring to bring him ham. Heaces is a fearless adventurer whose many
escgpades are the gtuff of legend. A robust, cheerful man, he has an appetite for food and women that amost
equasthat of hisdivine father.

Although he visits Olympus from time to time, and has been known to aid the gods in their struggles, Heracles
spends most of his time in the world of men. He is a sout man with a long beard, usualy wearing a lion's skin
for clothing.

Roleplaying Notess Heracles is a dangerous fellow to have dedlings with, for he will teke offense a the
slightest insult. Anyone tricking, deceiving, or faling to express the proper grditude is placing his life in
Heracles hands, for the demigod has a violent temper. Heracles will never have anything to do with wizards or
priests, as he has a profound distrust of megic.

Statistics: AL cn; WAL any; AoC drength and adventure; SY lion's head.

Heracles

Heracles has no avatar, thus we have used the same format employed for heroes to present his dtetidtics. If he
should ever be killed, Zeus will arange for his release from the land of the dead. Rest assured that the firgt thing
hewill do is seek vengeance for his degth.

fighter 20

Str 25 Dex 17 Con20
Int 11 Wis9 Chal8
AC4 MR nil MV 15
HP 168 AL cg THACO1
#AT 2 Dmg 1d6 (club) +14

Special Att/Def: Heracles wears the Nemean lion skin which cannot be pierced by anything. Thus, all
thrusting wegpons do only 1 point of damage to him and al dashing wegpons do only haf damage Heracles
adso has a specid bow that has a range of up to 1 mile, and cannot miss a any range of less than haf a mile. If
Heracles takes more than 84 points in damage, he enters a berserk rage, atacking friend and foe dike. In this
state, his damage bonus doubles to +28 points.

THACO unmodified by Str or Dex. It becomes -6 in meleg, and -2 with missile weapons.
Duties of the Priesthood:

Although Heracles has plenty of admirers, he disdains those who lower themsalves enough to worship him. In
any event, he does not have the ability to grant clerical powers.

Theseus
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Theseus was the first son of King Aegeus of Athens (this was in the predemocratic days of the golden age),
concelved during a stop over he made a Troezen. Although he was not wedded to Theseus mother et the time
of conception, when Theseus grew into a man and vent to Athens, Aegeus nevertheless honored his first son's
claimto Athen’ sthrone.

Theseus was a clever, strong hero who earned grest fame for his many exploits. His most famous adventure
was the daying of the minotaur in the labyrinth of King Minos.

fighter 13, bard 9

Str 18/76 Dex 18 Con 18
Int 18 Wis 17 Chai8
AC2 MR nil MV 12
HP 83 AlLlg THACO6
HAT 2 Dmg 1d8 (sword) +4

As a king of Athens, Thessus was a just and wise ruler who lad the foundations for its democratic
government. Then are some who say he developed a sdf-running government just so he would have time to go
away on adventures.

Despite his wisdom, however, Theseus was not a faultless ruler. He was the man who kidnapped Helen of
Troy, an incident that touched off the terrible Trojan war and plunged Greece into the Dark Ages.

Odysseus

Odysseus was the king of Ithaca, as well as one of the heroes of the Trojan war and the tenyear siege of Troy.
A cunning man, he is credited with planning the ruse that findly ended the war: building the wooden horse and
hiding soldiers indde. When the Trojans brought the gift into the city, the soldiers legpt out of the horse and
opened the gates, alowing the Greek armies to sack the town.

fighter 13, thief 9

Str 18/00 Dex 16 Con 17
Int 18 Wis 10 Chal8
AC2 MR nil MV 12
HP 83 AL cn THACO5
H#AT 2 Dmg 1d8 (sword) +6

On his way home after the war, Odysseus offended Poseidon by blinding Polyphemus, a lesser cyclopes who
happened to be the sea god's son. Poseidon was so angry that he kept Odysseus at sea for 10 years. During this
time, he had the many great adventures which were the bads of Homer's, Odyssey. When he findly returned
home, he found his poor wife beseged by suitors who assumed that he was dead. He answered this insult in a
typicaly direct fashion by daying all the suitors.

Greek Mongters
Cyclopes
Both greater and lesser Cyclopes resemble thin hill giants with a single eye located in the middle of their
forehead. Despite their similarities, however, they are very different creatures.

Greater

AC-4 No. 1 21 XP: 12,000
MV 15 ML 18 AL cg Int high
HD 15 HP 120 MR 15% THACO05
H#AT 1 Dmg 7d6 (fist)

Special Att/Def:  Gregter cyclopes ae immune to dl fire-based atacks. They usualy (90%) bear magicd
wegpons (+2 to + 5 bonus) and/or wear magica armor (+ 2 to + 4 enchantment).

There are only five greater Cyclopes. Arges, Steropes, Brontes, Pyracmon, and Acames.

L esser

AC2 No. 1-4 Z20 XP: 4,000
MV 15 ML 16 AL ce Int low
HD 13 HP50-100 MR il THACO7
HAT 1 Dmg 646 (fist)

Special Att/Def: Lesser cyclopes can throw boulders up to 150 yards for 4d10 damage.
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The more numerous lesser Cyclopes were crested by Poseidon. Wild maneaters, they are usudly found in
smdl communities on isolaed idands, where they scratch out a meeger existence by shepherding their flocks of
giant sheep.

Hecatoncheire
The Hecatoncheire was born to Gaea and Uranus. It resembles a huge giant that has fifty heads and a hundred
arms. It isabitter enemy of the Oly mpian gods and will attack them or their worshippers on sight.

AC5 No. 1 SZ 100 XP: 10,000
MV 15 ML 18 AL cn Int low
HD 16 HP 256 MR35%  THACO5
#AT 10 Dmg 1d10 (fist)

Special Att/Def: Any Hecatoncheire can smultaneoudly attack up to ten man-sized tagets with ten fists each.
On an atack roll of 20, they are able to grab their opponent, inflicting 2d10 points of damage per round until the
victim escgpes. Beings with a Str of 18 to 18/50 stand a 10% chance of escaping each round; add 1 percentage
point for each 2 percentile points of Strength over 18/50. Beings with a Str of 19 or above stand a 90% chance of
excgping. Hecatoncheire can hurl fifty boulders up to a range of 100 yards, doing damage as a meteor swarm

spell.

Cerberus

Cerberus is the giant, three-headed madtiff that guards the gates to the underworld. He will aways adlow deed
people to enter the gates, but never permit them to leave. Living people must bribe him with a tasty treat to enter,
but he will not permit them to leave, even if another such bribeis offered.

Although his master (Hades) occasiondly alows him to roam about the earth free, Cerberus is most often
found at the gates of Hades. If met here, nothing, including magic, can trick or force him into leaving his post.

If Cerberus is ever killed, Hades smply alows him to leave the underworld and journey back to the land of the

living.

AC1 No. 1 SZ 30 XP: 12,000
MV 24 ML 18 AL ne Int high
HD 22 HP 176 MR 15% THACO-1
#AT3 Dmg 1d12 (bite)

Special Att/Def: Cerberus has three heads, each of which can bite in combat. If the middle head opts not to
bite, it spews a stream of poison spittle to a range of 30", causing death on contact (save versus death to negate).
The collective gare of al three heads turns any mortd to stone (save versus petrification to negate). Cerberus
regenerates 5 hit points per round.

Gigantes

The Gigantes are a race of giants that Gaea gave hirth to when the blood of her-mutilated husband fell upon her
earthly form. They are huge, manlike creatures with serpents for feet. Their hatred of the Olympian gods runs
deep, and they will never pass up a chance to do one harm.

AC1 No. 1-2 15 XP: varies
MV 15 ML 16 AL ce Int low
HD 16 HP 128 MR nil THACO5
HAT 1 Dmg 248 (fist)

Special Att/Def: Varies by individual.

Each Gigante has a least one specid power; for example, Antaeus heds dl damage he takes each round. In
combat, he aso increases 2 in Sze and does an additiona 1d8 in damage each round, to a maximum sze of 21
and a maximum of 5d8 in damage. Both of these powers work only as long as his fest are touching the ground.
Ancther gigante, Enceladus, is so terrifying in aspect that any being seeing him must save versus spells or flee as
if affected by a fear spell. Any time he saves againgt a magic spel, Enceladus can grab it out of the ar and fling
it back at hisattackers. If the spell allows no saving throw, heis automatically able to use this power.
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| ndian Mythology

The culture of histaic India is one of the oldest and most constant that has ever existed on Earth. In 2,500 BC,
merchants from Indids firs civilization saled the Arabian Sea trading with such ancient and distant
Mesopotamian cities as Agades and Ur. By the time Greece entered its Golden Age in the fifth century BC, the
Rig Veda the foundation of Hindu philosophicd thought, was nearly a thousand years old. Despite its grest
antiquity, however, Indias culture remained intact and as vibrant as ever when the sun st on the great British
Empire. Hinduism is till practiced by 500 million people or more.

Geographicdly, India is an arow-shgped peninsula located on the southern side of the Asan continent. It is
large, with an area of over a million square miles On the north, it is bordered by high, wall-like mountain ranges
on dl ddes: the Hindu Kush on the northwest, the Karakoram on the north, and the Himalayas on the northesst.
Its pointed tip is protected by the Arabian Sea on the west and the Bay of Bengd on the east. It's climate ranges
from temperate in the north and arctic in the mountain ranges to tropica in the south. India has a wide variety of
terrain: mountains reaching 25,000 feet in dtitude, tropica jungles, barren deserts, and fertile tabldands, river
vdleys, and coagtd plains. In the spring, much of the land is baked by a fiery, merciless sun, and in the summer
itisflooded by unending monsoon rains.

Around 4,000 BC, the fird Indians to inhabit this wild land gave up the nomadic life of hunters and gatherers.
On the banks of rivers close to the mighty Indus, they founded many smdl farming villages. By 2,500 BC, they
had created the Hargppan Culture, Indids first civilization. The Hargppan Culture had two important cities,
Hargppa and Mohenjo Daro, each a masterpiece of urban planning. They dso had dozens of smdler farming and
fishing villages scattered over an area of 200,000 square miles. At the port of Lotha was a brick shipyard over
700 feet long, capable of loading merchant ships at both high and low tides.

About 1,500 BC, the Hargppan Culture began to suffer a decline, probably due to working their land until it
was barren, the resultant increase in monsoon flooding, and perhaps even the geology of the region, which, over
the course of athousand years, was dowly moving their sea and fishing ports away from the sea.

TheAryans

Whatever the reason for the decline of the Harappan Culture, the death blow came when Aryan tribes began
filtering through the Khyber, Bolan, and other passes ("ghats’) of the Hindu Kush. Coming from the steppes of
Centrd Ada, these fierce nomadsinvaded and settled in AsaMinor. Persia and India

Armed with swift, horsedrawn chariots, the Aryan tribes quickly captured and destroyed Harappa and the
northern cities, ravaging everything in ther path. The Aryans were wandering herdsmen who spent only dightly
less effort on intertribal warfare than they did on inter-culturd feuds. Cows and bulls, from which came their
food and clothing, were the measure of their wedth. In their hands, the complex urban culture of Hargppa and
Mohenjo Daro faded into oblivion, dong with itswriting, craftsmanship, art, and architecture.

The Aryans did leave one artifact that was to prove more important to India than all of the cities and art works
of the Hagppas. The Aryan priests built up an exhaustive record of their reigious beiefs and practices.
Composed in a complex poetic style passed along by memory and recitation for athousand ages, these hymns
were compiled in four great books called the Vedas. This period in Indian history, from 1,500 BC to 500 BC, is
cdled the Vedic Age It was during this period that the fundamenta principles of Hinduism, principles that
endureto this day, werelaid down.

During the Vedic Age, the lifestyles of the Aryans themselves underwent many changes. As they pushed south,
fighting each other and conquering the non-Aryan natives of India, the Aryans began to trade ther nomadic
ways for agricultura lifestyles. The shift to a more stable economic base did little to change their essentia
character, however. They remained a fearless people of enormous pride, utterly convinced of their own racid
and socia superiority over those they conquered. The Aryans forced their conquered victims to live in clusters
outside their villages, treated them with nothing but contempt and scorn, and banned them from participating in
Aryan religious rites.

The principle of segregation aso extended to the Aryans themsdlves, however. They divided their citizens into
classes. At the top of the order were the hereditary nobles, from whom the rga (chief) was chosen. The priedts,
who were responsible for rdigious teaching and observances, came next and third were the ordinary tribesmen.
Below al of these classes, of course, were the conquered peoples.

As the Aryan agriculturad communities became more gdable and victor and vanquished fused, the Aryan class
system underwent many changes. The chiefs became hereditary, power-hungry kings, and their communities
became kingdoms of varying sze and power. The classes became subdivided and even more rigid, and moving
from one class to another became even more difficult.

The grestest change came in the relaionship of the priestly class to the nobles. By giving a new meaning to
religious ritua, the priests managed to raise themselves in status even above the kings. Over the years, the priests
hed developed enormoudy complex rituas out of the ceremonies of the Rig Veda (the first Veda). As the Aryan
kingdoms were teking shape, they began to teach that if a ritua were performed incorrectly, the cosmic order
(caled "rita") would be upset and catastrophe would follow. Of course, the priests were the only ones that could
perform the rituds properly. Therefore, they became exalted even above the kings.

105



By the close of the Vedic Age, the Aryans had transformed themsaves from smple nomads into the caretakers
of a vas and complex civilizetion. Ther rgas were no longer tribd leaders, they were hereditary kings
commanding vast aress throughout India Ther family life was based upon religious concepts of divindy
ordained, hereditary classes, with the brahmins (priests) at the top, followed by the kshatriya (kings and
warriors), vaishyas (merchants, artisans, etc.), and findly the shudras (serfs). Their everyday actions were ruled
by a multitude of proscriptions and restrictions. Religion had become a complex series of painsteking rites based
upon concepts beyond the comprehension of common people, and priests were the most powerful members of
the communities.

LateVedicBdliefs

The power of the Vedic priests lay in their intellectua prowess, so it should come as no surprise that they
developed a long tradition of philosophical compositions regarding the Vedas. One of the most important of
these, the Upanishads, contained many of the themes that inspired the originators of Buddhism, Jainism, and
many other less popular religions. Since Legends & Lore is concerned primarily with he Vedic pantheon and its
later mythology, these religions will not be discussed — except to note that their origins can be found in the
concepts devel oped toward the end of the Vedic Age.

In addition to planting the seeds of Buddhism and Jainism, the Upanishads provided the foundetion of the most
popular rdigion in India to this day, Hinduism. Legends & Lore makes no attempt to trandate modern Hinduism
into AD&D game terms, but the trandtion between the beliefs of the late Vedic Age and those of early Hnduism
is so smooth and gradud that it is impossible to describe one without touching on the other. Many of the
concepts discussed below will unavoidably have an Hinduistic echo to them.

In searching for the meaning of life and the fundamenta truth of the universe, the Upanishads accepted the
many gods of the Vedic pantheon. But they dso sought to unify the multiplicity of the world. They achieved this
by podulating the existence of the Brahman, a sngle world spirit that enfolded al of exisence. The importance
of this concept to Indian culture cannot be underestimated, for it dlowed the Vedic priests to exet ther
influence over the worshipers of (literdly) millions of different gods. Instead of converting those who
worshipped deities different then their own, the priests smply sanctioned the worship of these diverse gods as
different aspects of the one truth, the Brahman.

Brahman cannot be defined exactly. It is the Divine essence which is hidden in dl beings and of which al
beings are a pat. Everything that exisss — the gods men, animds plants even rocks — is smply a
manifestation of the Brahman. The spirit that animaes esch person (and god, animal, plant, ec) is an
imperceptible part of the Brahman caled the"Atman.”

The only way far an individua to attain a state of bliss, according to this mode of thought, is to experience the
essentid  unity between the Atman and the Brahman. Until an individua succeeds in doing this, he is doomed to
be reborn again and again. Thus, reincarnation is one of the fundamental concepts of ancient Indian thought.

The nature of the individud's reincarnation depends upon the second fundamental concept: "karma'. Simply
dated, karma is a form of cause and effect. It postulates that a good result, will follow a good action, and a bad
result will follow a bad action. Those leading a good life will be rewarded by a better podtion in their next
reincanation. Those leading a bad life will be punished by receiving a lower postion (perhaps even as an
animd) when they are reborn. Each man’'s postion in life is a direct and unavoidable consequence of his actions
inhislast life. Note that this doctrine reinforces the rigid class structure adopted in the late Vedic Age.

Dharma, the third basc concept of anciert Indian thought, helps a person achieve good karma during his
lifetime. Dharma is the duty to which a man is bound by his gation in life. If he does as his dharma dictates,
performing his duties according to his dation in life, then his karma in the next life will be good. If he fails to
follow his dharma, then he might find himsdlf reincarnated as a beggar, dave, or worse.

Another important concept to the Vedic priests ("Brahmins') is their concept of time. In the western view, time
is a dteady, linear progresson. Once an event has occurred, it is in the "past" and will not resppear in the
"future’ To the Vedic mind, however, time is cyclica. Everything that has happened in the past will happen
again, and it is impossble for anything to happen that has never happened before. They view time as a revolving
circle that binds together everything in the universe, including the gods. Therefore, when they perform a ritud,
they are mysticaly repeating some event crucid to the continuation of the universe, such asits desth and rebirth.

Ascetic Characters

One of the basic Vedic doctrines is that in order to achieve unity with the Brahman, it is necessary to release
worldly desires. In accordance with this line of thought, many people shunned worldly pleasures and devoted
themselves to meditation, hoping to achieve some spiritud intuition that would alow them to join the Brahman.
Often, they took their efforts to the extreme, forsaking family, friends, possessons, and even food. Although
such efforts may seem peculiar to western minds, it must be noted that these "ascetics' achieved many
remarkable indghts that dlowed them to peform seemingly impossble feats and produce an incredible
understanding of the true nature of theworld.

Player characters who forsske their worldly possessions and devote themsdves to spiritual enlightenment may
become ascetics. Ascetics are dways dud-class characters (even if they are human). A character who wishes to
become an ascetic gives away dl of the trgopings of his or her cass (such as wespons tools, magica
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components, etc.), saving only the clothing on his or her back. (Note: these items must truly be given away, not
merely entrusted to another member of the party for safekeeping.)

From that point forward, the ascetic must meditate four hours per day, cannot possess any item other than a
begging bowl and the clothing on his back, and mugt deny himsdf al plessures of the flesh (such as edting fine
food, drinking expensive wines, the taking of ahot beth, etc.).

In return, the ascetic advances as a priest, using the priest hit point, combat, and saving throw tables. However,
the ascetic casts wizard spdls instead of priest spels, and gains new spels as if he were a wizard of the
appropriate rank. Through his long hours of spiritud devotion, the character learns more and more about the true
nature of the cosmos. He can use this knowledge in much the same way that wizards use their spells, except that
he never needs materiad components to cast a spel and does not need to record the spells he knows in a spell
book. Ingtead, his daily meditation serves to refresh these spels in much the same way that a priet’s daly
prayer restores his powers. Generally, the ascetic chooses two schools of magic from which he can cast spells.
He has access to dl spdls within those schools.

As with any duad class character, the ascetic retains his former abilities and can use them as he pleases without
gaining any experience. Any items that the ascetic used while performing as a former class must be immediately
returned or given away, however, or the ascetic reverts permanently to his former class and loses dl benefits of
being an acetic.

As ascetics advance, they earn severd other benefits — and suffer one additiona detriment. Firdt, each time an
axetic advances a leve, he loses a point of Strength because of the physicd deprivations to which he is
subjecting himsdf (though he never fdls bdow a Strength of 3). But he dso gains a point to put into ether
Wisdom, Consgtitution, or Charisma (his choice). In this way, an ascetic can raise any or al of these ability scores
to amaximum of 19 (but never more).

More importantly, the ascetic gains the following powers:

1s Leve: Turn undead

3rd Levd: Endure heat/Endure cold

5th Leve: Levitate (self only)

8th Leved: Telekinesis

12th Leve: Heal (self only)

15thLeve: Ignoredeath

18th Leve: Immuneto dl non-magicd damege
20th Level: Reach unity with Brahman

The ascetic has the ability to continue functioning normaly for 1d10 rounds after reaching O hit points. During
this time, any manner of healing magic may be used to restore the character to life by bringing his hit points back
to apositive vaue.

Ascetic characters who attain the 20th level have acquired an understanding of the universe so exact thet they
become one with the Brahman and are thus retired from play. A more worthy or noble end for a character is hard
toimagine.

Optional Rule: Dharma, Karma, and Reincarnation

Indian society is founded upon the concepts of dharma, karma, and reincarnation. If you wish to incorporate
these concepts into your campaign, you may want to use the following optiond rules.

A PC's dharma is a combination of character class and dignment. In order to follow his dharma, a character
must behave according to the dignment guideines given in the Player's Handbook. These tenets must be
followed drictly, or the character will suffer a karma pendty (see below). For example, a Lawful Good character
who participated in the theft of a magic sword would be violating his dharma, for he would be breaching his duty
to respect the laws of the land.

In addition to alignment, each class carries with it certain dharmic duties. The duties for the standard AD&D
character classes are summarized below, but if your campaign incorporates nonstandard or highly specidized
character types, you may have to define your own dharmic duties:

Fighter: Fighters must always be brave, never dlowing fear to dictate their actions They must never hide
from danger or fleewhileafriend or dly fightson.

Ranger: The requirements for Rangers are the same as they are for Fighters, but rangers must adso show
reverence to nature, never killing an anima or plant without reason.

Paladin: The dharma of a paadin is dso much the same as that of a fighter, but the paadin must never tolerate
evil. Further, the paladin must always help the wesk or poor and be quick to give dmsto beggars.

Wizard: Wizards must never pass up an obvious opportunity to learn about the forces that shape the world or
the magic with which it isinfused.

Specialist: Although basicadly the same as if is for wizards, the specialist gains an additiond duty of the DMs
devising that isrelated to hisor her field of study.
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Priest: The priest must devote himsdf to the worship of his god and must never dlow an insult to his faith to
go unavenged. He must try to recruit followers for his god whenever possble. Specific religions might place
additiona demands on these characters

Druid: The druid character must act in a way that is aways complimentary to the naturd world around him.
He must never harm or destroy plants or animals without good reason.

Rogue: Rouge characters must attempt to accrue wedth (usudly for his own benefit, but occasiondly for a
cause or to help another). They can never leave apotentia victim or inviting fortune untouched.

Thief: Thieves have the same dharma as rogues, but mugt rely on cunning, stedth, trickery or something other
than brute force to accomplish their goals whenever possible.

Bard: A bad must serve to entertain and enlighten. He must pursue knowledge in the form of taes and songs,
not in the rigid manner of a wizard. He must pass up no chance to tdl others of the wonders he has seen and the
taleshehasheard.

If a dtuation occurs which pits the dharma requirements of a character’s aignment against those of his dlass,
violating the requirements of ether is ill a breach of his dharma and results in the karma pendties outlined
below. If amulti - or dua-class character has conflicting dharmarequirements, the same rule applies.

Each time a character goes up a leve, he receives a point of karma In addition, a character who does a truly
outstanding job of role-playing his character according to the dharma requirements, such as finding a clever way
to meet the conflicting demands of dignment and class dharma, may receive an additional point of karma (never
more than one per session). If a character dgnificantly violates his dharma (such as a lawful good character
engaging in theft), he loses a point of karma (there is no limit to the number of points that may be logt in this
way).

After a character's death, tre player does not roll up a new character. Instead, he consults the row matching his
number of karma points on the reincarnation table below, then rolls 2d6 to see what he comes back as (ascetics
modify their roll by +2):

Reincarnation Table

karma
points 2d6 roll

2 35 6-8 911 12
0 dug kobold goblin  orc gnoll

35 kobold goblin  orc gnall humen
6-10 goblin orc goll  human  human’
1115 orc goll  humen humen  humen’
1620 gnol  human humen” humen” human”
20+ humen human’ humen” humen” nirvana

Slug: The character isremoved from play and the player must roll up anew one.

Kobald, goblin, orc, gnoll: The character is reincanated as a monster of the type listed. See rules for creeting
new PC races in the Dungeon Magte’s Guide. The Intdligence, Wisdom, and Charisma of the old character are
transferred to new one (making any necessary adjustmentsfor race) and al other scores are rerolled.

Human: The player tranders his old character’s Inteligence, Wisdom, and Charisma to his new character. All
other attribute scores are rerolled. Character begins at level onein the same class(es) as the previous character.

Human: The player transfers his old Intdligence, Wisdom, and Charisma to the new character and rerolls dl
other attributes. The new character retains the old on€'s clasyes), but begins a& 1d4 levels lower than the
previous character.

Human : The player trandfers al old ability scores to the new character, and begins one leve lower in the
previous character’ s clasy(es).

Human : The player may add 1d4 points to any single ability score of his old character (to maximum 18),
and then trandfer dl of the old character’'s scores to new character. The new character begins at the same leved as
the old one and retains the previous character’ s class(es).

Nirvana: The character achieves unity with the Brahman and is retired from play. A completely new character
is generated to replace the old one, but the new character receives +2 modifier on al of its saving throws.

The reincarnation gppears within a day's time, having only vague memories of his previous life. All karma
points from the previous character are logt, and the new charecter darts over a O karma If a raise dead or
smilar spell is used on the previous character’s body, both the reincarnation and the old character die and are
removed from play.

Brahman (greater god)

Brahman is dso known as Hiranyagarbha, Pragpati (both used in the ealy Vedic Age), and many other names.
Here, Hiranyagarbha and Prggpati are used interchangesbly. Brahman is the world spirit that enfolds al of
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exigence and the divine essence that is hidden in dl beings, and of which al beings are a pat. Everything that
exists — the gods, men, animals, plants, even rocks — is smply amanifestation of the Brahman.

According to legend, in the beginning there were only the waters From the waters was formed a golden egg
(Hiranyagarbha). Prgjapati was hatched from the egg, spesking the sounds "bhur,” "bhuvah," and "svark,"
thereby forming the earth, the air, and the sky. Prgapati/Brahman has every power that any god or mortd in the
Indian mythos possesses, for al things are a part of him. In his true form, Brahman has a face on each sde of his
head. There is dso a vacant spot on the tap of his head where a fifth face was burned off by the gaze of the god
Sva

Roleplaying Notes: Though he sees and hears dl, Brahman is an doof god and will involve himsdf in the
affairs of men only when existenceitsdf (i.e., Brahman himsdif) isthreatened.

Statistics: AL n; WAL any; AoC everything; SY four-faced head.

Brahman'sAvatar (fighter, wizard, priest, and rogue 20)

Brahman's avatar can take any form, but most often appears as a four-armed, four-faced man. He can cal upon
any sphere or school of magic for his spdls. In his four hands, he caries four different wegpons, each doing
1d10 damage: a scimitar, adagger, amace, and ashort sword.

Sir 21 Dex 21 Con21

Int 21 Wis21 Cha2l

MV 20 Z ay MR 50%

AC-5 HD 20 HP 172

#AT 4 THACO-1 Dmg1d10 (any weapon) +9

Special Att/Def: Brahman's avatar can only be harmed by magicd spdls or wegpons. The attacker dso suffers
any damage or spdll effect inflicted upon the avatar (because the attacker is part of the Brahman).

Duties of the Priesthood

Brahman has no priests in the normal sense, for he is usualy worshipped through one of his manifetations as
another god. However, al ascetics seeking true spiritud enlightenment may be consdered priests of Brahman,
0 anybody wishing to worship him directly must become an ascetic. The requirements for becoming an ascetic
arediscussed in the introduction to this section.

Indra (intermediate god)

Indra, dso known in earlier Vedic times as Parjanya, is the god of the atmosphere, storms, and bettle. He isthe
embodiment of aggressve action, a great lover of war, and wes the leader of the Vedic gods when the Aryans
firs entered India. Indra dways watches any battle with great interest, and often cannot resst sending his avatar
down to participate on te side which has shown him the most favor. He has the power to raise those dain in
batle, as wdl as complete control over anything occurring in the air, such as sorms, rain, wind, and especialy
thunder and lightning. Indra’s true form is that of a muscular man with unusudly long arms and red skin. His
celestia abode is located atop Mount Meru, but he is more often seen riding through the air on his huge white
elephant.

Roleplaying Notes: Indra is arogant, sdfish, jedous, and completely amora. He is aso prone to gluttony
(especidly where drink is concerned) and loves dl other pleasures of the flesh. When a worshiper who regularly
honors him with riotous feasts is about to enter a desperate bettle, there is a 5% chance that Indra will send his
avaar to hep. Omens from Indracomein the form of storms, lightning, or wind

Statistics: AL ce; WAL chaatic evil, dso fighters, AoC weether, battle; SY white éephant.

Indra’'sAvatar (fighter 18, druid 14)
Indral s avatar takes the form of a red-skinned warrior with gangling ams He can cdl upon the dementd or
westher spheresfor his spells.

Str 20 Dex 18 Con 18

Int 16 Wis 18 Chal8

MV 18 SZ6 MR 30%

AC-3 HD 18 HP 144

#AT 2 THACO03 Dmg 1d12 + 5 (sword) + 8

Special Att/Def: The avatar carries a flaming sword +5 that is can be used to ignite objects just as a flame
tongue can. He wears magicad golden amor that protects him from al non-magicd missle attacks He dso
caries a bow from which he can fire lightning bolts that do 2d10 points of damage and have a range of 1,000
yards. The magic of thisbow diminates al negative modifiers for range.
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Duties of the Priesthood

Priests of Indra are expected to take an active part in many battles and must never shy away from a chance to
engage in combat.

Requirements AB dandard; AL ce; WP any; AR a SP combat, dementa, guardian, heding, summoning;
weather; PW 10) raise dead on any individua killed in combat (before rolls for reincarnation are made); TU
turn.

Varuna (inter mediate god)

Varuna is the guardian of rita (cosmic order) and the lord of the sky. As the upholder of the physicd and mord
order, he is the protector of oaths and the divine judge. A congtant observer of humen actions, Vauna is so
vigilant and stern in executing his duties tha beings violating ther dharmas are sure to suffer for their
indiscretions, meking Varuna the most feared of al gods in the Vedic pantheon. He has the power to see what
any being is doing a any time. By looking into a being's heart, Varuna dways knows whether the individud is
being completely honest and whether or not heis violating his dharma In histrue form, Varunaisthe sky.

Roleplaying Notes: Vauna sees and hears dl, s0 it is impossble to keep anything secret from him. He
epecidly loathes lawful oathbreskers and never fals to punish them for violaing their dharma, but this does
not apply to oahbregkers of chaotic or neutrd dignments. Omens from Varuna generdly take a celedtid form,
such asthe appearance of acomet, ball of fire, or eclipse.

Statistics: AL In; WAL In; AoC cosmic order, dharma;

VarunasAvatar (priest 20)
Vaunds avatar is a dernfaced man carying an ebony face He can cdl upon the dl, charm, combat,
divination, guardian, protection, sun, and summoning spheresfor his spells.

Str 19 Dex 18 Con 18

Int 19 Wis20 Chai8

MV 18 SZ6 MR 25%

AC-2 HD 20 HP 160

H#AT 1 THACO1 Dmg 1d10 (mace) + 7

Special Att/Def: Any being struck by this avatar’ s mace loses 1d4 points of karma (assuming thet this optiona
rule is being used). In addition, any non-lawful cresture gpproaching within 10' of the avatar must save versus
spells or flee from the avatar in fear.

Duties of the Priesthood

Priests of Varurma often serve as judges or lavmen. On pain of losing their priestly satus, they must aways
keep their word. They may never participate or condone any sort of rebellion againgt established authority.

Requirements AB dandard; AL In; WP mace, hammer, fal;, AR a SP dl, adrd, charm, combat, divingtion,
guardian, healing, protection, sun; PW 5) know alignment; 10) detect lie(no saving throw); TU nil.

Mitra (intermediate god)

Like Surya and Savitri, Mitra is one of severd Vedic solar deties He embodies the beneficial aspects of the
aun, providing light and warmth, and making plants grow. Mitra dso helps Vauna safeguard the rita (cosmic
order) by shining his light on dl that occurs on earth, and by presiding over friendships and ratifying contracts.
He has the power to shine his light anywhere on earth, to provide warmth when it is cold, and to make plants
grow. In histrueform, Mitraisthe warmth and light of the sun.

Roleplaying Notes: Like Varung, Mitra's primary concern is with rita, the cosmic order of the universe
During the daylight hours, he is congtantly watching for any dharma violation which will upset the order. He is
especidly concerned with contractual promises and the duty owed by friends to each other, and will often cast a
white hot light on any person committing an act which violates these duties.

Statistics: AL |g; WAL |lg; AoC friendship, contracts, warmth, light, growth; SY plant inside the sun.

Mitra’ sAvatar (warrior 16, wizard 14)

Mitras avatar takes the form of a threeamed man made of heavenly light (thus his resstance to normd
wegpons). The avatar can cal upon the abjuraion, conjuration/summoning, and invocation/evocation schools of
magic for his spdls.

Sir 19 Dex 18 Con 18

Int 19 Wis 18 Cha17

MV 15 SZ6 MR 25%

ACO HD 16 HP 128

HAT 2 THACO05 Dmg 1d10 (sword) + 7
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Special Att/Def: The avatar's sword of light cuts through any armor as if the wearer’s AC were no better than
5. He cannot be hit by anything but magic or magica wespons. From his eyes, the avatar can $ioot two beams of
intense heat doing 3d12 fire damage (save versus breath weapon for half damage).

Duties of the Priesthood

Priests of Mitra are expected to cultivate large gardens and to keep a lamp or candle lit in their homes a al
times. They must be loyd friends, and are often called upon to serve asjudgesin contractua disputes.

Requirements AB dandard; AL Ig; WP any fire, dub, saff;, AR & SP dl, charm, creation, divination,
elementd, hedling, plant, protection, sun; PW 1) light; 10) detect lie(always active); TU turn

Yama (intermediate god)

As the firg man to die, Yama became the lord and judge of the dead. His paace (Yamasadena) and his city
(Yamapura) are located in the far south. Between the land of the living and his kingdom flows the bloody river
Vaitarani, which al gpirits must cross on ther way to Yamas judgment seat. After Yama has consdered the
spirit's deeds in life, he decides what form the spirit's new body should take. When Yamds judgment is
complete, the spirit @es to its new body in the world of the living. (Sometimes, in the cases of the very wicked,
this journey takes the spirit through 21 hells of fire, filth, icy winds, thorns, etc.) Only those who have achieved
unity with Brahman escgpe Yamds judgment. Yama has the power to see a man's entire higtory a a glance. In
his true form, he is a green-skinned man with copper-colored eyes. He is usudly dressed in red and is often seen
riding his giant water buffdo.

Roleplaying Notes: Yamd's duties as judge of the dead keep him too busy to interfere in human affairs. No
amount of praying or beseeching on the part of a mortd will influence his judgment, though he will often listen
to another god's opinion in regards to the fate of a dead person. Those who are likely to die soon often receive
vidgtsfrom one of hisfour -eyed dogs, an owl, or apigeon.

Statistics: AL In; WAL In; AoC judgment of the dead; SY red mace.

Yama'sAvatar (necromancer 16)
Yamas avatar is young man with a dightly greenish complexion. He wears red robes, and can cdl upon the
necromancy school of magic for his spells.

Str 18/76 Dex 16 Con18

Int 18 Wis 18 Cha18

MV 15 Z6 MR 20%

ACO HD 16 HP 128

HAT 1 THACO5 Dmg 1d4 (dagger) + 4

Special Att/Def: Anyone struck by Yama's dagger must save versus death or die. His robes protect him from
any attack based on fire, heet, light, or eectricity.

Duties of the Priesthood

Those worshipping Yama are responsible for preparing the spirits and bodies of the dead for cremation. They
may never leave a dead intelligent being uncremated or they risk the temporary loss of their spell ahilities.

Requirements AB dandard;, AL In; WP axe AR & SP dl, cregtion, divingion, dementd, heding,
necromantic; PW 1) affect normal fires; 3) produce flame 8) speak with dead; 15) trace any reincarnated spirit
to its new body; TU command.

Agni (intermediate god)

Agni is the god of fire, condemned to consume everything he touches. By burning away the taint of past guilt,
he is dso the god who dispenses immortdlity to those who have achieved unity with the Brahman. He functions
as a mediator between men and gods by serving as the dtar fire in sacrifices. Agni has the power to create fire
anywhere on earth he wishes, and to control any flame anywhere. Agni can change his true form at will, but he
aways has red skin. Sometimes, he has one face, three legs, and seven arms and tongues. Other times, he has up
to seven faces, threearms, and two legs.

Roleplaying Notes: Agni is a beneficent god and is willing to be a guest in even the poorest home. When
beseeched by one of his worshipers, there is a percentile chance equa to the worshiper's karma points (or a flat
5% if you are not using the optiond karma rules) that Agni will send his avatar to aid the worshiper. Abuse of
the god' skindnessis certain to earn Agni’ s wrath. Omens from Agni are ways seenin fires

Statistics: AL cg; WAL cog; AoC fire, messages, SY flames.

Agni'sAvatar (fighter 16, priest 10)

Agni's avatar is a large red-skinned man with seven faces and three arms. In addition to his red axe, he carries
a fan he can use to creste winds (as a gust of wind spell). The avatar draws upon the dementa sphere (fire spells
only) to cast his spells.
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Str 19 Dex 18 Con 18

Int 18 Wis 18 Chals

MV 18 z7 MR 20%

ACO HD 16 HP 128

HAT 2 THACO5 Dmg 1d12 (axe) + 7

Special Att/Def: Anyone hit by Agni’s glowing, red axe must save versus paralyzation or burgt into flames
Those falling their save suffer an additional 1d10 points of damage esch round and cannot cast spdls, fight, or
do anything but rall on the ground until the flames are put out. The flames can only be quenched through
magical means, ordinary (or holy) water has no effect on them. The avatar can bregthe fire once per turn for
5d10 damage.

Duties of the Priesthood

Priests of Agni must keep a fire burning in their homes a dl times. They can never leave a beggar hungry, and
must aid the poor whenever asked.

Requirements AB dandard; AL c¢g; WP torch, axe, bow; AR & SP dl, comba, credtion, eementd, heding,
protection, sun; PW 1) produce fire; 5) turn undead; 10) immune to non-magicd fire damage 15) hear anything
that is said within earshot of afire (must specify location of fire); TU specidl.

Surya (intermediate god)

Surya is the god of the risng and sdting sun. He is charged with bringing an end to night and regulding the
end of the day. He is often cdled upon to heal diseases and to bring luck to the people. Surya has the power to
put any number of beings of less an 20th levd to deep (save versus pdls to negate). He can s0 see any event
that occurs under the sun's light. In his true form, Surya is a man with dark red skin and long golden har. He has
a third eye in the middle of his forehead and four ams on his torso. He is often seen riding his onewheded
chariot, which is pulled by seven horses (each a different color of the rainbow).

Roleplaying Notes: Surya is generdly a beneficent being who occasondly (1% chance) grants a worshiper
luck in the form of an opportunity to repesat a critical die roll. Surya has no use for thieves, murderers, and others
who bendfit by conducting their business in the dark. Omens from Surya generdly arrive a dawn in the form of
anilluson.

Statistics: AL Ig; WAL Ig; AoC morming and evening; SY hdf sun.

Surya'sAvatar (wizard 14, fighter 14)
Surya's avatar is a golden-haired youth with a third eye in the middie of his forehead. He often keeps his extra
ams hidden benegth his robes, and can cdl upon the illusion/phantasm and dteration schools of magic for his

spells.

Str 19 Dex 18 Con 18

Int 18 Wis 18 Chal8

MV 16 Z6 MR 15%

ACO HD 14 HP 112

#AT 2 THACO7 Dmg 3d8 (light sword)

Special Att/Def: Any being within 10 of the avatar's unsheathed sword of light must save versus petrification
or be blinded for 1d10 turns. The sword automaticaly dispes dl illusion and darkness spellswithin 20'.

Duties of the Priesthood

Suryd's priests must rise a dawvn and may not retire until after sunset. Most of them serve the community as
heders.

Requirements. AB standard; AL Ig; WP spear; AR a SP dl, charm, divindion, hedling, protection, sun; PW
3) immunity to disease; 5) cure disease 10) sunray; TU turn.

Savitri (intermediate god)

Savitii is the god of the day long sun. He causes dl things to move and work, the tides to ebb and flow. Like
his complement Surya, he sees dl that occurs under the sun’s light. Unlike Surya, however, he is not dways a
gentle god; what he sees sometimes angers him and causes him to shine down with unmerciful intensity, or to
hide his glorious face from the world. He has the power to bestow life upon any inanimate object (including a
dead body), to drive away rot and decay, and to move any object a will. In his true form, Savitri is a man with
golden eyes, hands, and tongue. He is seen every day riding his golden chariot across the sky.

Roleplaying Notes. Savitri is generdly a beneficent god, but he has a bad temper and is quick to punish
transgressions with oppressive heat. Like Surya, he despises thieves, murderers, and others who conduct their
business in the shdter of the night, and will never aid such a character — even if it means leaving more worthy
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individuals to their fates. When one of his worshipers dies, there is a percentile chance equa to the worshiper's
karma points (or a fla 5% if you are not usng the optiond karma rules) that Savitri will restore the dead
individud to life.

Statistics: AL ng; WAL ng; AoC life, light; SY full sun.

Savitri’'sAvatar (fighter 16, priest 14)
Savitri's avatar is a handsome youth with golden eyes, hands, and tongue. He can cal upon the dl, credtion,
elementa, and sun spheresfor his spells.

Str 20 Dex 18 Con18

Int 16 Wis 16 Chals8

MV 16 Sz 6 MR 20%

ACO HD 16 HP 128

HAT 2 THACO5 Dmg 2410 (sword) +8

Special Att/Def: Any wegpon driking Savitri's avatar must save versus magica fire or be destroyed. Any
armor contacted by Savitri’ sfire sword must save versus magical fire or fal off.

Duties of the Priesthood

Priests of Savitri must aways keep a light shining in their homes. They must dways help those who have been
victimized by thieves, murderers, and other criminals.

Requirements AB dandard; AL ng; WP any; AR a SP dl, combat, credion, divination, eementd, heding,
protection, sun; PW 1) continual light 10) raise dead (before reincarnation checks are made); 15) fire breath
(3d10 damageto range of 30'); TU turn.

Soma (inter mediate god)

Soma is the god of soma-juice and the moon, as wel as the lord of the stars and plants. Soma manifests
himsdf in the soma plant, which provides a powerful juice that causes men to see hdlucinations. At one time, dl
classes of men drank somajuice, but when it was redized that the drink provided divine power, long life, and
ingghts to the future, this privilege was reserved by law for the priests, kings, and noble classes. Individuas
drinking a least one serving of somajuice a week receive two benefits: they are immune to any form of non
magica disease and their Condtitution is raised by one point. These effects fade at the end of the 7th day without
Somajuice, but ae reganed as soon as the individud drinks ancther helping. In his true form, Soma is the
moon, though he can manifest himsalf in many different shapes (such asabull, giant, or bird).

Roleplaying Notes. Although generaly beneficent, Soma is rather vain and proud. He is a great collector of
beautiful things, as he believes these items reflect well upon him. When dedicated worshipers drink somajuice,
there is a 5% chance that the resulting hdlucingtion will contain some hepful communication from Soma
himsdlf. Omens from Somaaways come in the form of soma-induced illusons.

Statistics: AL cg; WAL cg; AoC moon, plants, prophesy; SY moon.

Soma’sAvatar (illusionist 18)
Somas avatar usudly appears in the form of a lage dglver-skinned giant. He can draw upon the
illuson/phantasm school of magic for his spells.

Str 18 Dex 19 Con 19

Int 19 Wis 18 Chai8

MV 15 S8 MR 25%

ACO HD 18 HP 144

H#AT 1 THACO03 Dmg 104 (dagger) + 2

Special Att/Def: Anyone struck by the avatar's dagger must successfully save versus degth or believe that they
have died. This misconception lasts 1d10 turns, during which the character is effectively out of the game Every
time an attacker drikes Somas avatar, he must successfully save versus spells or believe his attack failed to
inflict any damage.

Duties of the Priesthood

Priests of Soma are the cultivators and guardians of somajuice. By law, it is their duty to keep all but the
priess, kings, and noble classes from drinking soma-juice. For a good cause, however, they have been known to
violae thislaw.

Requirements AB dandard; AL cg; WP sckle, spear, axe, AR @ SP dl, animd, cham, divination, heding,
plant, protection; PW 1) plant growth; 10) find the path; 15) programmed illusion; TU nil.

Ushas (inter mediate god)
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Ushas is the goddess of dawn, the bright and ever-young daughter of the heavens. Every morning, she drives
away the evil spirits that have gathered in the night, awakens the gods and al living creatures, and then opens the
gates of the ky to dlow Surya into the world. After Surya has brought the risng sun and ddivered it to Savitri’s
one-whedled chariot, Ushas leads Savitri’s horses across the sky. No evil thing may stay or approach within 100
miles of Ushas. She dso has the power to reincarnate any dead being into a new body of her choice, awaken any
cresture from any type of deep, and to open any door or gate, regardless of how it is locked. In her true form,
Ushasis a beautiful, light-skinned woman.

Roleplaying Notes: Ushas is a beneficent deity who protects humankind from evil spirits, especially those
asociated with the night. There is a 5% chance that she will send her avatar to aid anyone (except thieves)
needing help while fighting supernatura evil beings. Omens from Ushas generdly occur in the form of vibrant
colorsin the dawn sky (e.g., red for impending violence, black for evil to come, gold for a hero's goproach, etc.)

Statistics: AL Ig; WAL Ig; AoC light, wakefulness, locks, SY rising sun.

Ushas Avatar (priest 16)
Ushas avatar takes the form of a beautiful woman. She can draw upon the al, charm, heding, protection, and
sun spheres for her spells.

Str 18/76 Dex 18 Con18
Int 18 Wis 19 Cha20

MV 15 Sz 6 MR 20%

AC?2 HD 16 HP 128

HAT 1 THACO5 Dmg 1d8 (staff) +4

Special Att/Def: Any intdligent being within 100 of Ushas avatar must save versus spels or be charmed (as
per the spdl) by her incredible beauty. The avatar can aso fire a brilliant ray of golden light from her staff up to
a distance of 100'. This ray always hits its target, inflicting 4d8 points of damage. Those hit must dso save
versus parayzation or be blinded for 1d10 rounds.

Duties of the Priesthood

Priestesses of Ushas must be women. They greet the arivd of the new day with songs and music, and may
never retreat from evil.

Requirements AB dandard, but Chaiisma of 16 or more; AL Ig; WP d&ff;, AR & SP dl, cham, crestion,
divination, guardian, hedling, protection, sun; PW 1) light 15) al evil beings within 10' of the priestess must
saveversuspetrification or flee; TU turn (asif 5 levels higher than actud leve).

Siva (intermediate god)

Siva should not to be mistaken for the Hindu god "Shiva the Destroyer,” which is a composite of many older
gods. Siva is such an important manifestation of Rudra (the destructive god of storms and diseases) that he can
be regarded as a separate deity. Siva is power incanate, a fierce ascetic who repeatedly brings the world to the
brink of annihilation by dancing in fire. He is the negaive force of the cosmos destroying whatever he touches
in order that it may be reincorporated into unity with the spirit of the cosmos. Anything that Siva touches is
utterly annihilated and can never be recondructed, raised, or reincamnated. In his true form, Siva is a man with
four arms and three eyes, usudly wearing atiger skin and asnake callar.

Roleplaying Notes: Though determined to destroy al of exisence, Siva does not consder himsdf evil. He is
merely attempting to return everything to unity with the cosmic spirit. He is an impesond god who sddom
answers prayers, but he occasiondly sends his avatar to defend one of histemples.

Statistics: AL ne WAL ne; AoC destruction; SY cobra head.

Sva'sAvatar (fighter 20, wizard 15)
Svd's avaar takes the form of a very large, four amed man with three eyes. As he waks, the ground beneath
his feet disgppears. He can cdl upon the dteration school of magic for his spells.

Str21 Dex 18 Con18
Int 19 Wis 19 Chals

MV 18 Z7 MR 25%

AC-4 HD 20 HP 160

HAT 2 THACO1 Dmg 2410 (sword) +9

Special Att/Def: Anything hit by the avatar’'s scimitar, or that touches the avatar, must save versus
disintegration (items) or desth (beings). Falure means the item or being has been disintegrated and cannot be
reconstructed (raised @ reincarnated). The avatar may use his extra ams to cast one spdl per round, even while
engaged in meee. His third eye shoots a beam of annihilation up to 100° that hits as a missle wegpon and has
the same effects as a blow from his scimitar.
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Duties of the Priesthood

Priests of Sva are noted for ther monthly fire dance. After scouring the countryside in search of sacrifices
(which includes everything from furniture to living beings), the priets spend severa hours dancing around a
huge bonfire. They end the ceremony by throwing everything they have collected into thefire.

Requirements. AB gandad; AL ne, WP any; AR a SP dl, combat, divinaion, €ementa, necromantic, sun,
weether; PW 1) immune to fire damage; TU control (upon reaching 10th level).

Kali (intermediate god)

Also known as the Black Mother, Kdi is a strange and terrible goddess nearly as ancient as India itsdf. She is
the embodiment of energy, both creative and destructive. In that she is a creator of life, she is smilar to the
mother goddesses of many cultures. But she also eats her own sons and destroys the life that she crestes, and is
amog unique in this aspect of her being. Kdi radiates a peculiar charm (as pell) over men, and is beloved as
the beautiful, horrible, life-gving, lifetaking mother. Kdi has the power to create living beings from non-
animate matter, and the power to kill any creature with a mere thought. In her true form, Kdi is a four-amed
woman with red eyes, a skdetd face, and a blood-smeared body. She sddom wears any clothing but a skirt of
severed hands.

Roleplaying Notes: Kdi ddights in both killing and creetion, for both are expressons of the essentid energy
she embodies. She is equdly likdy (5%) to send her avatar to ad a woman in childbirth or a murderer in danger.
Omensfrom Kali often comein the forms of terrible visons or blissful dreams.

Statistics: AL ce WAL ce AoC lifeand degth; SY skull.

Kali'sAvatar (fighter 16, thief 16)
Kai's avatar is a beautiful, four-armed woman of dark complexion and voluptuous proportions. She is rarey
seen during daylight.

Str 19 Dex 19 Con18

Int 18 Wis 12 Cha19

MV 15 Z6 MR 20%

AC-2 HD 16 HP 128

HAT 2 THACO5 Dmg 1d10 (sword) + 7

Special Att/Def: Any maen kissng Kdi's avatar fals under her complete and total domination — there is no
saving throw. This effect lasts until the avatar is dedtroyed. If the avatar should attack while remaining
undetected (either hidden or disguised), the victim suffers a -5 modifier to his surprise roll. One member of a
surprised group will be singled out and must save versus desth or be immediately srangled to desth when the
avatar dips a knotted cord around his throat. Anyone hit by Kali's sword must adso save versus degth or be
killed.

Duties of the Priesthood

Kali's priests are dl members of the secret, murderous thagna cult. They are dl prominent and well respected
members of their community who lead double lives, steding out at night to prove their devotion to Kdi by
srangling innocent travelers with their knotted cords.

Reguirements AB sandard, but must also meet requirements for thieves; AL ce; WP knotted cord, club, any
bloodiess wegpon; AR g; SP dl, charm, combat, creation, heding, necromantic; PW 1) move slently and hide in
shadows as aranger of the samelevd: 10) turninvisble: TU turn.

Brihaspati (intermediate god)

Brihaspati is the teacher of the gods, the lord of prayer, and the heavenly priest. He is wisdom incarnate, and it
was he who taught Indra the arts of government so that he could lead the gods when the Aryans first entered
India. In order to teach his fellow gods the virtues of secular life, he wrote a tregtise on married life, ad he
persondly guided the hand of the worldly priests who wrote ancient law code that bears his name. In his true
form, Brihaspati has seven mouths, a set of sharp horns, a hundred wings, and is usualy armed with both an axe
and abow.

Roleplaying Notes: Brihaspati is primarily concerned with teaching men to live well and wisdy. He often
sends his avatars to act as advisors to worthy rgjas. Brihaspati has aso been known to send an avatar to
particularly cruel or inept rajas, hoping to teach them the eror of their ways. Omens from Brihaspati come in the
form of sudden insghts and redlizations.

Statistics: AL Ig; WAL |g; AoC wisdom, worship; S) quill and scroll.

Brihagpati’s Avatar (priest 18)



Brihaspati's avatar takes the form of an ancient sage. He can draw upon any sphere for his spdls. If attacked, the
avaa will not defend himsdf, for he will only use his wegpons in order to defend a morta being who is under
attack.

Str 18/00 Dex 18 Con 18

Int 19 Wis20 Chai8

MV 15 SZ6 MR 15%

AC?2 HD 18 HP 144

#AT 1 THACO03 Dmg 108 (axe) +6

Special Att/Def: Brihagpati's avatar carries a bow that fires arrows of brilliant light which render his targets
blind for 1d10 days (save versus pardyzation to negate). While carrying his axe, Brihagpati cannot be hit by any
creature with aWisdom of lessthan 16.

Duties of the Priesthood

Brihaspati's priests serve as teachers or, when possible, noble advisors. They must uphold the laws of their
community, even when those laws are created by evil men for evil purposes (though, in such cases, they are
expected to use every legd means at their disposa to show the evil lawmakers the errors of their ways). They
may only take up aramsin the lawful defense of another being.

Requirements AB dandard; AL Ig; WP axe, bow; AR a SP dl, charm, divinaion, heding, protection; PW 1)
know alignment ; 10) foresight; TU nil.

Rudra (intermediate god)

Rudra is the god of storms and disease, the bringer of desth, and the malevolent deity who feeds on the corpses
of those dain in ba tle. Because he has the power to cause disease, however, he dso has the power to cure it —
though he utilizes this ability far too rarely. Rudra is adso a lord of the animals, with the ability to spread disease
or vitdity among them as well. He caries a large black bow which fires invisble arows of dissese. He has the
power to creste astorm at will. In histrue form, Rudrais ared-skinned man with a blue neck.

Roleplaying Notes: Rudra ddights in spreading diseese. When he is not terrorizing some pat of India with a
terrible storm, he is busly firing his invisible arrows of disease at hapless mortas. If properly worshipped, by
sacrificing a cow upon wedte land, Rudra may be persuaded not to fire his arows a a paticular community.
Omens from Rudra often take the form of illness or an unexpected storm.

Statistics: AL ne WAL ne AoC sorms, disease; SY black bow.

Rudra'sAvatar (thief 15, wizard 10)
Rudra' s avatar tekes the form of a parish with a terible skin diseese He can cdl upon the dteration or
illusion/phantasm schools of magic for his spells.

Str 18 Dex 19 Con 18

Int 18 Wis 16 Chal6

MV 15 SZ7 MR 15%

AC2 HD 15 HP 120

#AT1 THACO05 Dmg 1d8 (sword) +2

Special Att/Def: Any being touching the avatar must successfully save versus disease or contract a rotting
disease that permanently reduces the victim’'s Charisma and Condgtitution by 1d4 points per round. A cure disease
will halt the disease, but will not restore lost Charisma or Congtitution points. Rudras avatar carries a bow
which fires arrows causing the same effect.

Duties of the Priesthood

Unlike most priests, Rudra's clerics are seldom interested in invoking their deity. Instead, they spend most of
their effortsin performing rites designed to sate their god so he will stay away and leave their homes alone.

Requirements: AB dandard; AL ne or ng; WP bow, dub;, AR & SP dl, animd, divinaion, dementd,
protection, weether; PW 5) immuneto al magica or mundane diseases, 10) cure disease TU turn.

Puchan (intermediate god)

Puchan is the god who guides, watching over travelers, ushering the dead to Yamds redm, leading men to
wedth or away from trouble, and showing herdsmen where to find good pastures for their cettle. He aso brings
al things into proper reationship with one another, blessng marriages, protecting men from those would exploit
them, and determining what shall be food and who shal be the one to eat it. As the protector d travelers, he
often comes into conflict with Kai, whose priests prey on travelers in order to perform their bloody rites. In his
true form, Puchan gppears to be anorma man, often carrying agolden lance.

Roleplaying Notes: Puchan is a beneficent god who tries to help mortas by setting them into the proper
relationships with their environment. He is especidly disturbed by Kai and her worshipers, whom he considers
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twisted manifestations of the cosmic order. In areas plagued by Kali's sects, Puchan's avatar is often found
begging for passage with a group of travelersthat seems likely to be attacked by the thagnas.
Statistics: AL ng; WAL ng; AoC rdationships SY golden lance.

Puchan’s Avatar (fighter 15, wizard 10)
Puchan's avatar takes the form of an aged, itinerat traveler. He can draw upon the enchantment/charm,
dteration, and grester divination schoolsfor his splls.

Str 18/76 Dex 18 Con 18

Int 18 Wis 18 Chal6

MV 15 SZ6 MR 15 %

AC2 HD 15 HP 120

HAT 2 THACO05 Dmg 1d8 + 5 (lance) + 4

Special Att/Def: Puchan's avatar can only be hit by magic or magicd weapons. His golden lance dways hits
itstarget, and returnsto his hand on the same round if he throwsiit.

Duties of the Priesthood

Puchan's priets are often cdled upon to perform marriages, since it is known that Puchan himsdf will watch
over mariages peformed by his dergy. They are dso asked to peform funerd rites, and are consulted before
herdsmen move their cows. One of the most important duties of Puchan's priests, however, remains highly
secret: they are often the ones who organize resistance againgt unjust nobles and rgjas.

Requirements AB dandard; AL ng; WP lance, bow, dub; AR & SP dl, charm, comba, crestion, divingtion,
hedling, protection, summoning; PW 5) find the path; 10) raisedead; TU turn.

Ratri (lesser god)

Retri is the magnificent queen of the night. Although she is the sovereign of darkness and dl things that abide
in it, she is not a personification of night. Rather, she rules the darkness as a shepherd rules his herd, by watching
over it without being a part of it. Ratri has the power to see anything that occurs under cover of night, and to
creste or dispe darkness a will. In her true form, she is the slhouette of a voluptuous woman. She has an
uncountable number of eyes, which shine down on the earth asthe stars.

Roleplaying Notes: Every night, Ratri parts the clouds of darkness so that Ushas may find her way to the
eastern sky and open its gates for Surya, lord of the dawn. As this action might siggest, the Queen of Darkness,
Ratri is not necessarily the patroness of thieves, robbers, and murderers. When they pray to her and perform the
necessary sacrifices, she sometimes helps them by conceding their activities But she is dso a fickle goddess,
and if she is even dightly offended by a denizen of the night, she may cast a reveding light on his nefarious
actions. For this reason, she is as much feared by thieves, scoundrels, and murderers as she is venerated. Ratri
never sends omens.

Statistics: AL cn; WAL any; AoC night and darkness; silhouette of awoman.

Ratri’s Avatar (thief 14, bard 10)
Ratri's avetar takes the form of a beautiful woman with black hair and eyes and a swarthy complexion. She can
draw upon any school of magic for her spellsand dways carries a golden sitar.

Str 18 Dex 19 Con 16

Int 16 Wis 16 Chai8

MV 15 SZ6 MR 10%

AC2 HD 14 HP 112

H#AT 1 THACO7 Dmg 1d6 (sword) +2

Special Att/Def: Ratri's avetar can create or dispe darkness within a 50' radius of hersdf. Any being struck
by her sword must save versus pardyzation or be permanently blinded. She can assume the form of an
incorporedl shadow a will, once per day When playing her dtar, Ratri can charm any cresture (save versus

spellsto negate).

Duties of the Priesthood

Priests of Ratri must deep during the day and conduct normal activities a night.

Requirements AB dandard; AL any chaotic; WP short sword, dagger, ding; AR b; SP al, adrd, charm,
divination, guardian, heding, necromantic, protection, summoning; PW 1) infravison (60'); 10) darkness, 15
radius andlight; TU nil.

Vayu (lesser god)
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Vayu is the god of the winds, sometimes gentle and lifegiving, sometimes terrible and fierce He was born of
thelast breath of Purusa, a primeva giant whom the gods sacrificed to creete the earth.

Vayu's most notable power is the ability to give life toany item. Items that are firmly attached to the ground,
such as a flagpole, receive only plant -like inteligence and can do little except grow. Items that can be moved
without uprooting the earth, such as a boulder, receive animad intdligence. Only items that previoudy had the
capacity for logica thought, such as a human skeleton, receive sentient abilities. Vayu dso has the ability to
create cyclones and typhoons with winds up to 150 mph. Live beings caught in such winds must save versus
breath wespon every other round. Failure indicates that they have been hit by flying debris (1d6 damage for
every 10 mph of wind speed). Vayu has no form and can only be sensed indirectly, such as when he brushes past
one' s skin or whistles through the treetops.

Roleplaying Notes: Vayu is a fickle god, bringing moisture and breathing life into the earth one moment, and
in the next wresking terrible destruction with his angry winds. He sometimes shows specid redtraint when a
village pays him the proper worship.

Statistics: AL cn; WAL cn; AoC wind, life, destruction; SY a sapling bending in the wind.

Vayu'sAvatar (wizard 14)
Vayu's avaar is a flying lizard, similar in appearance to a smal, gray dragon. He can cdl upon the dteration
and invocation/evocation schools of magic for his spdlls.

Str 18 Dex 16 Con 18

Int 18 Wis 16 Cha12

MV 20 f 715 MR 15%

AC-2 HD 15 HP 120

#AT 3 THACO05 Dmg 1d8/1d8/2d10

Special Att/Def: Vayu's avatar can turn invisble a will. He can dso bresthe winds of 100 mph up to a range of
100'. Anyone caught in such an attack must save versus breath weapon or lose his footing.

Duties of the Priesthood

Priests of Vayu must live in homes that have a least one opening exposed to the wind on dl sdes. Their duties
consist mostly of performing the proper rites so that VVayu will look kindly upon their village.

Requirements: AB standard; AL cn; WP bow and arrow, blowgun (with poison), whip, spear; AR & SP al,
adra, cregtion, dementd, heding, plant, protection, westher; PW 10) breath of life (animate any noniving
item for 1d10 turns, or use asaraisedead spdl on anima and human life); TU turn.

Tvashtri (demigod)

In the early days of the Vedic Age, Tvashtri was a priest of such power that he dared to creaste a son whom he
hoped would deprive Indra of his podtion as king of the gods. When Indra jedloudy destroyed this son, Tvashtri
crested a monster so powerful that Indra had to resort to trickery to defeat it. As this story illustrates, Tvashtri is
a gifted inventor, and it is no wonder that he eventualy earned the gift of immortdity (either through learning its
secret or as a gift of the gods). Now known as Tvashtri the Artificer, he is the patron of artisans, architects, and
inventors. Tvashtri spends most of his time creating the wegpons of the gods, many of which he enchants so that
they will never do him any harm. In histrue form, Tvashtri gppearsto be nothing more than an ordinary man.

Roleplaying Notes: Tvashtri loves inventions, and there is a 5% chance that he will appear to lend his ad to
anybody of good dignment who is attempting to build a particularly interesting or difficult item.

Statistics: AL cg; WAL cg; AoC inventions and cregtion; SY pinwhed fan.

Tvashtri’'s Avatar (wizard 20, priest 15)
Tvashtri’s avatar looks much like Tvashtri himsdf. He can cdl upon any sphere or school of magic for his

spells.

Str 13 Dex 18 Con 18

Int 21 Wis20 Chal7

MV 15 6 MR 50%

AC-3 HD 11 HP 70

#AT1 THACO09 Dmg 4d4 (dagger)

Special Att/Def: Whenever he roams the earth, Tvashtri’'s avatar wears a golden robe which gives him an AC
of -3. He carries a long dagger with a triangular blade that causes permanent pardyzaion in any being it strikes
(save versus pardyzation to negate). Findly, he dso caries a pinwhed that negates magic within 100 when he
blows on it (as an anti-magic shell). Tvashtri can hed up to 3d10 points of damage each round by grabbing the
arand usng it to repair hisinjuries.
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Duties of the Priesthood

Tvashtri’s priests often serve their \llages or companions as engineers. If they do not show resourcefulness in
solving their problems, Tvashtri may express his displeasure by refusing to grant them more spells.

Requirements: AB sandard, but Int of 16 and Wis of 15; AL cg; WP any, but must ke invented by the priest
himsdf; AR ¢; SP dl, comba, credtion, divination, dementd, guardian, heding, plant, protection, summoning;
PW 10) enchant an itemwith a saving throw modifier of +4 (usable once per year); TU nil.
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Japanese Mythology

Japan is a land of contradictions. It is a land of tradition and custom, but it is a rative newcomer to the ranks
of civilization (its first notable court was crested 2,000 years after e firg Chinese dynasty). While the same
Imperia family has led Japan throughout its fifteen centuries of recorded history, the Emperor has rarely enjoyed
more than a nomina control over the affairs of the country. It is a land of incredible beauty and tranquillity that
(before the 20th Century) suffered only one serious attempt at invasion, yet Japan's fierce samura warriors are
wedl-known for practicing the grimmest kind of warfare.

Japan lies off the east coast of Asia a chain of volcanic idands somewhat larger in area than Great Britain. It is
isolated from its nearest neighbor, Korea, by 100 miles of amy sea so difficult and dangerous to cross that it
proved the undoing of the only invason fleet to thresten its shores in ancient times. The idands are mosly
mountainous, but there are many fertile plains and flat-bottomed river valleys in which to cultivate crops. It has a
temperate dimae and dependable rainfdl that make it a wonderful place to live Yet it dso lies in the middle of
a common hurricane path, and is savaged a least once a year by tremendoudly destructive typhoons. And, being
built upon a chain of volcanic idands, large parts are often shaken by tremendous earthquakes or subjected to a
fiery rain of molten rock and ash.

In 500 BC, while Chinese culture was flourishing on the mairland, these beautiful and violent idands were
inhabited by two groups of non-Mongoloid tribesmen, one of which (the Ainu) had not yet emerged from the
Stone Age. During the Second and First Centuries BC, Mongoloid peoples ventured across the Korea Strait in
lage numbers, bringing with them technologicd and agriculturd knowledge (such as crude iron forging and
rice-growing). They mixed with the previousinhabitants, forming the Y ayoi culture.

The Yayoi culture was one of gentle, agriculturd barbarians. The idands were divided into hundreds of small
sates led by femde sorceresses. (One such ruler, a woman named Pimiko, was served inside her fortified paace
by one made and 1,000 femde atendants) Like most early farming communities, they probably practiced a form
of naure worship, defying the sun, moon, rain, especialy impressive mountains, etc. They practiced a form of
divination, prophesying the future from baked bones.

In about 250 AD, fierce warlike horsemen (probably of same stock as Attila and his Huns) crossed the Korea
Strait. Wearing iron armor and widlding findy crafted iron swords, they quickly conquered the gentle Yayoi
culture and inddled themsdves as the loca arigtocracy. It was not many generations before one of ther
families, perhgps in dliance with native priests, won precedence over the others and edtablished itsdf as the
Imperial Family. The descendants of this shadowy prehistoric family still reign over Japan today.

Thelmperial Legacy

According to legend, the first earthly member of this family was the grandson of Amaterasu, the sun goddess
(it is in her honor that Japan is cdled the "Land of the Risng Sun"). Bearing three heavenly symbols (the curved
jewd, the sword, and the mirror), this "august grandchild® descended to Kyushu (the westernmost of the four
main idands). The first, semi-legendary emperor, Jmmu Tenno, was descended from this divine grandchild. In
400 AD, this early Japanese empire had dabilized as far east as the Yamato province (on the largest idand,
Honshu, near present day Osaka).

By then, the emperor was dready cast in the role he was to fulfill for most of Japan's history — that of a divine
leader, but more of rdigious symbol than the head of the government. The true ruler was an officid dmilar to a
prime minister, who heavily influenced (if not actudly dictated) dl of the emperor's pronouncements. In
addition, when an emperor died, this minister often choose which prince (aways from the Imperia family)
became the next emperor — and it was not unusud for him to have his choice's potentia rivals assassnated as
insurance againgt future insurrection.

Although individua emperors might be dethroned or even murdered, the roya family was never digplaced.
Because of the lin€'s rdigious significance, only an authentic descendant of Jmmu Tennu (and therefore the sun
goddess Amaterasu) could be become emperor and intercede with heaven on behdf of men. That is why, &fter
more than 1,500 years, the current emperor of Japan belongsto the same family asthefirst.

Japan at this time was far from a settled land. Despite the divinity of the emperor, its political organization was
litle more than a loosdy knit assemblage of clans tolerating the supremacy of one member. Their technology
was ill not as advanced as that of China, there was no written language, communication was so poor that
imperid influence outsde of the Yamato region was tenuous a best, and much of the country was plagued by
outlaws, pirates, or unsubdued Ainu.

Much of that was about to change. In 552 AD, the Korean kingdom of Pakche sent an emissary to Japan,
opening the way for Chinese influence to enter the Land of the Rising Sun. Over the next two hundred and fifty
years, Japan imported many Chinese innovations, such as writing, technology, and theories of centrdized
government. They adgpted these innovations to the unique conditions of Japan, more often than not improving
them in the process. It was aso during this time that Buddhism, dready a thousand years old, was introduced,
and that Japan’ s ndtive reigion acquired its name, Shinto.

During the next five hundred years, Japan advanced, both culturdly and technologicaly, a a remarkable pace.
They invented an dphabet more suited to their language than Chinese, crested some of the most beautiful poetry
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and other literature that the world has ever known, and took the art of sword-making to heights that western
artisans could not equal until many centuries later.

The Rise of the Samurai

Despite Jgpan's advances in culture and technology, they were not able to pemanently consolidate a
centrdized government. The country remained essentidly a land of clans, with powerful families vying savagey
for the dl important position that allowed them to exert their influence over the emperor.

Then, in the 10th Century AD, the imperiad government began to suffer a loss of tax revenues through its
practice of granting large tracts of taxfree land to monasteries and powerful nobles. Eventudly, the ruling
family of the time, the Fujiwara, grew so wesk that they had to rely upon dliances with powerful provincid
families to abilize the government — and even then, they were far from successful.

The stuation grew worse when the Emperor Go Sanjo atempted to assert the power of the throne. During his
four year reign, he managed to oust the Fujiwara family from control. Then, in order to free himsdf from the
time-consuming religious ceremonies of the emperor, he abdicated in favor of his son. As the Retired Emperor,
he was free to devote his energies to the red business of running the empire: politics and government.

Unfortunately, Go Sanjo never had the chance to unify the disparate clans of Jgpan. He died a year after
becoming the Retired Emperor, and his son abdicated a short time later. A long and bitter era of bloodshed and
amost incessant warfare followed as the two strongest clans, the Minamoto and Taira, vied for power. It was
during this period thet the warrior became respected and the samurai evolved as adistinct social class.

In many respects, the samura was outwardly smilar to the knights of medievd Europe. He was a gentleman
warrior who often fought from horssback and who owed alegiance to a lord of higher rank. But there the
semblance ends. Unlike European knights, the samurai were not inspired by religious fervor, chivaric ideds, or
the glorification of womanhood. Ingtead, they were fanaticdly loyad to ther overlords, not alowing love of
family, duty to parents, or even fear of death to stand before their duty to their feudal |eader.

Eventudly, the samurai would acquire a code and a set of characteristics to put it widely apart from the masses
of Japanese. But, as the Minamoto and Taira families fought for dominance, the Bushido was not yet acode, and
the samurai were little more than fearless, mercilesswarriors fighting for the glory of their leader.

The conflict between the great Minamoto and Taira families continued for nearly a hundred years. In 1156, the
conflict broke into an dl-out war that lasted until 1185, when Minamoto Yoritomo crushed the Taira family for
good. Yoritomo then began consolidating his power and, in 1192, was named the first shogun (military dictator)
of Japan. For the firg time, Japan had a strong centrd government and, under Yoritomo's leadership, it entered a
period of relative unification and order.

Shinto

By the 12th Century, Japanese society had been heavily influenced by Buddhism. However, Buddhist
mythology does not lend itsef well to AD&D campaigns. Therefore, Legends & Lore does not go to any length
in describing Buddhism, its higtory, or mythology. Instead, in the many countries where Buddhism has become
influentia, Legends & Lore describes, to the degree possble, the mythology of the country before the ariva of
Buddhism. In Jgpan, the native mythology islargely derived from the beliefs surrounding Shintoism.

Shinto is not an easy reigion for outsders to understand, for it relies on spiritua insght and fedling rather than
disciplined thought and leaming. Were a nonpractitioner to attempt to explan it in the space of a few
paragraphs — or even pages — he would be doomed to falure — it is beyond the scope of Legends & Lore
Ingtead, this book presents an adjusted, much smplified verson designed specificaly for the purpose of adding
flavor to a fantasy role-playing campaign in Japan or in a Japaneselike setting. It is in no way an examination of
the true rdigion, much less a judgment or comment upon its vadidity. With that precaution in mind, the
information that follows should prove helpful in adding flavor to your campaign.

Shinto is not a Japanese word, but was coined in the sixth century AD when Buddhism entered Japan.
Literdly, it means "the way of good spirits” which is not — a least to most westerners — a very accurae
description of the religion. Shintoism is a naturdidtic rdigion in which the forces of nature and, to a lesser
extent, ancestors are deified.

These forces are cdled "kami," which is an extremdy difficult concept to trandate accurady into English.
Bascdly, for our purposes, kami is somewhere between a "god' and a "spirit." It might be described as meaning
"the beings more highly placed,” "the venerated" or as "the awe-inspiring." Anything which deserves to be
revered or dreaded for its extraordinary powers (especialy those possessng a magicd nature) deserves to be
cdled "kami" A god, a mgedic mountan, and the august personage of the emperor are dl "kami." Not
surprisingly, there are alot of kamis — eght million of them, to be precise.

For our purposes, only animas of a magicd nature or origin would have a kami. Thus, dragons, unicorns, and
lycanthropes would al have a kami; bears, griffins, and kobolds would not. If in doubt, consder whether or not
the creature has any magica abilities or magic resistance; generaly, those that do have kamis, the others don't.

On eath, kamis can be found in anything, from beautiful waterfdls to mgestic mountains to oddly shaped
rocks. All are worshipped as fervently as other cultures worship their gods, and when walking through Japan,
one is likdy to come upon a snal shrine to one of these kamis a any time — beside a quiet pool, a the base of
agrest diff, or degp within a pesceful glade.
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Most of the kamis described in Legends & Lore are of a different type, however. These kamis correspond more
closgly to conventional concepts of deities. They are the gods of the sun and moon, the beings responsible for
storms and fertility, the ones who created the land and populated it with people.

For the largest part, these kami, the "Ama-Tsu-Kami" or kami of the heavens, resde "in the ky" (any of the
Seven Heavens). At one time, earth was linked to the sky by a bridge, the Ama no Hashidate, which adlowed the
gods free and easy access to the earth. Unfortunately, this bridge has long since collapsed, forcing the gods to
send their avatars when they wish to visit the world of men.

Under the earth lies the kingdom of the dead, the "Land of Darkness' or Yomi-tsu-kuni. It can be reached via a
winding road that begins in the lzumo province and leads underground, or via the bottomless abyss which
engulfsal thewaters of the sea. It is pictured as an ugly, foul land filled with the repulsive corpses of the dead.

According to mythology, a generation of unnamed divinities were born a the same time as the heaven and the
eath. They were followed by several more unnamed generations of divinities, until findly the seventh
generdion, containing lzanagi and lzanami, was born. lzanagi and lzanami created the idands of Japan, then
went down to live on them. There, in many different manners, they began giving birth to many other kamis.

This process continued until Izanami gave hirth to the god of fire, a difficult delivery which resultel in her
desth. After 1zanami went to the Land of Darkness, the other kamis continued to procreste. Nevertheless, 1zanagi
missed his wife and went to retrieve her, but |zanami was furious when he saw her in her decayed form and
chased him away. Afterwards, as Izanagi washed himsdf, he crested the deities of the sea and, when he washed
hisleft eye, Amaterasu, the goddess of the sun and the ancestor of Japanese emperors.

After this, of course, dl the kamis engaged in a grest many adventures— far too numerous to recount here.

New Spells
Kami Absor ption (Conjuration/Summoning)
Fifth Level Priest

Sphere Summoning

Range: Touch

Components: V, S, M

Duration: 1 round/level of caster
Cadting Time: 1 round

Areaof Effect: Oneindividud
Saving Throw: none

Kam absorption alows the priest to invest an individud (himsdf or another) with the kami of another object
or being. Kami may only be adbsorbed from something that has it, such as a supernaturad beast, an awe-inspiring
mountain, an ancient tree, magic wegpons, or a large, strangdy shaped rock. Norma objects, such small trees,
common boulders, and non-magicd mongters or do not have kamis. (See the previous section on "Shinto" for an
explanation of kami.)

When an individud is invested with the kami of another object or being, he absorbs the essentid nature of the
object. This absorption manifests itself outwardly in a temporary + 6 modifier to one (and only one) of these
datigtics: Str, Int, Wis, Dex, Con, Cha, THACO, AC, or MV. The gatisic modified corresponds to the nature of
the kami absorbed. Here are a few examples mountain - Str; dragon - Int; ki-rin - Wis stream - Dex; tree - Con;
flower - Cha; snake- THACO; rock - AC; wind - MV.

It is readily apparent that these correlations are extremely subjective. The DM’s judgment is finad in
determining which datistic a paticular kami modifies. However, he should weigh his decison in favor of any
conceptionsthe player may have about which gtatistic akami might modify.

The effects of this spdl last only for its duraion. The materid component required is the object which
possesses the kami in the first place (the object is not harmed by the spell). This spell can only be cast upon
willing targets, and will not absorb kami from any avatar or god.

New Magic Items
The Emperor’sCrown

This magica crown is decorated with a cluser of perfect gemstones sent to earth by Amaterasu with her
grandson. When worn, it acts as a hem of telepathy, teleportation, and comprehending languages. The wearer
automaticdly knows when someone in his presence is lying. The crown besows an AC of 0, and dlows the
wearer to ask one question per week of Amaterasu (she responds honestly and kindly only to true descendants of
the Imperia family). Although the crown continues to function if worn by someone other than the rightful
Emperor, Amaterasu is sureto punish athief by sending her avatar after him.

The Emperor’s Sword
This samurai sword is a sword of dancing, life dealing, and sharpness + 5. It adso becomes a cursed
berserking sword in the hands of anyone but amember of the Imperid family.



The Emperor’sMirror

The holder of this golden mirror can hear and see into any room he has ever been in. It dlows him to examine
the entire room & once, or to ingpect even the smdlest items in close detail. If the holder wishes, he can spesk to
any beings in the room, or he may keep his spying a secret. All of these powers function at will. Once per week,
the holder may dso teleport any living being visble in the mirror to his location. The victim is dlowed a saving
throw to negate this effect, but it may be done againgt his will. When anyone but a legitimate member of the
Imperia family uses the mirror, there is a 5% chance that Amaterasu will send her avatar through the mirror to
punish theindividual.

Izangi and Izanami (greater gods)

Izanami and lzanagi are the seventh generation descendants of the three divinities that came into being with the
heavens and the earth. Of these early dedties, they are the most important for men, for they were assigned the
task of solidifying the earth. |zanagi, the male god, stood on the floating bridge of heaven and dirred the ocean
with hislance until the water began to conged and the idand of Onokoro was formed.

Here, Izanagi and his wife, 1zanami, made their home and went about the business of populating the world. At
firg, they produced a monster, then an idand. Findly, however, they began producing more gods. Unfortunately,
Izanami died while giving birth to the god of fire. The morose 1zanagi went to the Land of Darkness to vist her,
but was hitterly chased away after Izanami grew angry a him for seeing her in a date of decay. Back on earth,
Izanagi produced severd more deities, incduding the sun goddess Amaterasu, as he washed away the resdue of
the underworld.

Working together, lzanagi and lzanami have the power to creste anything. In ther true forms they appear to
be a dauexque man and woman of grest beauty (though lzanami will gppear dead and decayed if caught
unawares).

Role-playing Notes: These two rarely involve themsdvesin the affairs of men.

Statistics: AL In; WAL any; AoC creation; SY rainbow.

Izanagi’sand | zanami’ s Avatars (wizard 20 and priest 20)
Theses avaars gopear to be a handsome man and beautiful woman of greet Sze. Izanagi can draw upon any
school of magic for his gpdlls, and Izanami can draw upon any sphere for hers.

Sir 22 Dex 18 Con19

Int 19 Wis 19 Cha19

MV 22 10 MR 50%

ACO HD 20 HP 176

HAT 1 THACO1 Dmg 1d6 (lance) +10

Special Att/Def: Victims hit by |zanagi’s lance must save versus desth or their blood coagulates in their veins
and Kills them. Izanami can become a corpse, causng al who see her to save versus petrification or flee br 1d10
turns.

Duties of the Priesthood

Priests of lzanagi and/or lzanami dedicate themsdlves to the caretaking of the beautiful land their deities
created.

Requirements AB dandard; AL In; WP lance, spear; AR d; SP dl, anima, cregtion, dementa, heding,
necromantic; PW nil; TU turn.

Amaterasu (intermediate god)

Amaterasu was born when 1zanagi washed his left eye &fter returning from the Land of the Dead. She is the
goddess of the sun and rules the Plane of Heaven. Through one of her grandsons the Imperid family is
descended directly from her.

In addition to being the goddess of the sun, Amaterasu is the weaver of the gods robes. She has the power to
light the world (or any part of it), to make plants grow, to cure diseases in men, or to destroy anything she wishes
with her brilliance. In her true form, Amaterasu is beautiful woman.

Roleplaying Notes: Amaterasu is the patron goddess of Japan and waiches over its welfare carefully. If the
land is serioudy threatened, she may beseech ad from her fellow gods in order to protect it. She aso watches
over the Imperiad family, and will never aid those who bring harm to one of its members. If the existence of the
family itsdf is threatened, she will not hestate send her avatar to aid it. Omens from Amaterasu take the form of
solar eclipses.

Statistics: AL Ig; WAL any good; AoC light; SY sun.

Amaterasu’s Avatar (priest 19)
Amaterasu’'s avatar is a beautiful woman with a radiant smile. She can draw upon the dl, charm, cregtion,
elementd, and sun spheresfor her gpells.
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Str 20 Dex 18 Con 18

Int 18 Wis 18 Chals

MV 18 sz6 MR 40%

AC-2 HD 19 HP 152

HAT 1 THACO1 Dmg 1d6 (hand) +8

Soecial Att/Def: From her eyes Amaerasu’s avatar can fire blinding heat rays doing 10d10 points of damage.
Sheisimmuneto any hest, cold, or fire-based attacks, as sheisto any light or darkness spell.

Duties of the Priesthood

Priests of Amaterasu must dedicate themselves to the emperor and follow his every command. If they ever
form an aliance with an enemy of the emperor’s, they immediately and irrevocably lose their powers.

Requirements AB dandard; AL any lawful; WP spear, lance, mace AR & SP dl, adrd, charm, creetion,
divination, demental, hedling, protection, sun; PW 3) light; 10) flyat will, MV = 15; TU turn.

Tsuki -Yomi (intermediate god)

Tauki-Yomi was born when lzanagi washed his right eye after returning from the Land of the Dead. He §the
god of the moon, whose function it is to count the pasing of the months. In China, a hare is often shown in the
moon. and this sign has been incorporated into Tsuki-Yomi's symbol, dong with a pun. In Jgpanese, Mochi-zuki
means two things: the full moon, and to pound rice for cakes. Therefore, Tsuki-Yomi's symbal is a hare in the
moon, pounding rice for cakes.

As the counter of the months, Tsuki-Yomi has the power to control time, making it pass more dowly in one
place than in another, stopping it dtogether, or speeding it up. He also has the power to light the darkness. In his
true form, Tsuki -Y omi is a handsome man.

Roleplaying Notes: Tsuki-Yomi's primary concern is the orderly progresson of time, so that seasons change
and crops mature properly. He is generdly benevolent to those who rely upon and respect the cycle of nature. If
his ad is requested in defending a just, edtablished socid order, there is a 5% chance that he will answver by
sending his avatar. When sending omens, Tsuki-Yomi sometimes manifests the handsome blue face of his avatar
in an expensive mirror.

Statistics: AL ng; WAL any good; AoC time, moon; SY hare in the moon, pounding rice in amortar.

Tsukl -Yomi’s Avatar (wizard 18, fighter 14)
Tauki-Yomi’s avatar is a massvely built man with blue skin. He can draw upon any school of magic for his

spells.

Str 19 Dex 18 Con18

Int 19 Wis 16 Chals

MV 18 Sz 6 MR 35%

AC-2 HD 18 HP 144

HAT 2 THACO3 Dmg 1d8 (sword) + 7

Special Att/Def: Tsuki-Yomi's avatar can employ telekiness on any item of up to 500 gp weight. Victims of
this power may make a saving throw versus their Dexterity score to retain their grip on an object grabbed by the
avatar. Hemay aso fly a will with amovement rate equal to his normal walking speed.

Duties of the Priesthood

Priests of Tsuki-Yomi must aways have a least one mirror. During the full moon, they must spend the entire
night looking at the moon in thismirror and praying or lose their spells until the next full moon.

Regquirements AB dandard; AL any good; WP polearms, AR & SP charm, cregtion, divination, hedling,
necromantic, sun; PW 1) infravison (60'); 15) <top time (as temporal stass spell, save that the caster is the only
creaturewithin 20’ that is not affected; lasts 1d4 of the caster’s rounds); TU turn.

Hachiman (inter mediate god)

Hachiman was born Qjin, son of the Empress Jingo. According to legend, Empress Jingo became pregnant
while leading a military expedition against Korea. In order to delay the child's hirth, she swalowed a rock. It is
no wonder that, born such a woman, Qjin grew up to become a cunning and mighty warrior in his own right. In
fact, his victories were s0 great that the Ama-Tsu-Kami granted him immorta status and made him the god of
war. Hachiman dways knows the location, strength, and readiness of any army. He aso has that power to read
the thoughts of any military commander. In histrue form, Hachiman is a splendidly armored warrior.

Roleplaying Notes. When a battle occurs, Hachiman is aways watching. There 5 a 5% chance that he will
send his avatar to rescue any warrior who does not flee when out numbered by more than four-to-one. Before a
battle, any commander who has peformed condant devotions to Hachiman stands a 5% chance of suddenly
discovering that he "knows' the enemy’s strength, location, and plan of attack. Hachiman hates cowardice in
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combat and any warrior exhibiting a fear of death suffers a permanent -1 modifier to his THACO. Hachiman
does not send omens.
Statistics: AL In; WAL any; AoC war; SY samural sword.

Hachiman’'s Avatar (fighter 20)
Hachiman's avatar takes the form of awell-armed samurai. He rides ahuge black horse.

Str21 Dex 18 Con18

Int 18 Wis 16 Chal8

MV 15 7 MR 25%

AC-3 HD 20 HP 160

#AT 2 THACO1 Dmg 1d8 + 5 (sword) + 9

Special  Att/Def: Hachiman's avatar widds a sword of sharpness +5. He is not affected by any spell of 5th
level or lessand carries abow that never missesitstarget and fires up to 1,000 yards.

Duties of the Priesthood

Priests of Hachiman are professona soldiers They must dways be prepared to fight for their lord, can never
shirk from battle, and must be in thefirst rank when battle isjoined.

Requirements AB same as for a warior; AL aty; WP swords, bow and arows, dagger, polearm; AR a SP
dl, combat, divination, heding, weather; PW 1) use THACO and saving throw tables of warrior; 10) favorite
sword is given akami, making it a+ 3 wegpon; TU nil.

Susanoo (intermediate god)

Susanoo is the god of storms. He was born when Izanagi washed his nose after returning from the Land of
Darkness. Susanoo immediately began causing trouble, pestering his father for permisson to go to the Land of
Dakness and visit his mother. Eventudly, Izanagi grew tired of these petitions and sent his son away. So
Susanoo went to see his sster Amaterasu in the heavens, playing such a crud trick on her that she rushed into a
cave and hid, depriving the world of light. In punishment for his terrible acts, the other gods shaved Susanoo’'s
beard, pulled out his fingernails, and gected him from the heavens. Susanoo has the power to deprive any being
of flight for up to one week. He can aso send a 10d10 point lightning bolt to strike any being on earth. In his
true form, Susanoo is a beardless man with afierce agpect and no fingernails.

Role-playing Notes: Susanoo is a very unpredictable god. Sometimes, when he crestes sorms, the result is not
0 terrible, but on other occasons, he savages the land from one end to the other, ripping up trees, destroying
homes, and flooding crops. He sometimes sends his lightning bolts to strike down those who have offended him.
Sometimes, in fact, he sends hislightning bolts to strike someone down for no reason a al.

Statigtics: AL cn; WAL any chaotic; AoC storms, SY lightning bolt.

Susanoo’'sAvatar (priest 16, fighter 14)
Susanoo’'s Avatar takes the form of a giant, ill-kept warrior. He can draw upon the dementd, sun, and wesather
spheresfor hisspells.

Str 18/00 Dex 19 Con19

Int 16 Wis 12 Chal7

MV 20 sz 8 MR 20%

ACO HD 16 HP 128

HAT 2 THACO3 Dmg 1d8 (sword) +6

Special Att/Def: Any being struck by Susanoo’s blue sword suffers 2d10 lightning damage (save for half).

Duties of the Priesthood

Priests of Susanoo must aways wesether fierce storms outside of shelter. They tend to be moody, unpredictable,
and unrdiable. Despite these handicgps, they often find temporary work with farmers, using their weather
contralling abilities to safeguard crops— usudly for agood price.

Requirements AB standard; AL any chaotic;c WP spear, polearm, bow and arow; AR € SP dl, comba,
cregtion, divination, dementd, sun, weaher; PW 10) quiet storm (reduce winds by 10 mph/leve, and the
amount of rain by 1"/level); TU turn.

Raiden (intermediate god)

Raiden is the god of thunder and the patron of fletchers. A constant companion of Susanoo's, he loves nothing
better than beating his drums while the storm god rages. When he wishes, he can beat these drums so loudly that
they act as drums of panic. Raiden is fond of eating human flesh, and receives a med any time a man is dain by
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an arow. He can send an 8d10 lightning bolt to attack any being on eath. In his true form, Raiden has a horned,
grotesque heed and long, viciouslooking daws.

Roleplaying Notes: Raiden is a rather petty and jeadlous god. If not properly venerated, he will convince
Susanoo to unleash a terrible gorm on the village so that he can beat his drums and frighten the people. As the
patron of fletchers, he grants every arow-meker the power to create 10 arrows of daying during his lifetime.
The Fletcher never knows when he has crested such a wegpon, but does redize that he has been unusudly
successful in credting the arrow. Omens from Raiden teke the form of dry thunder, arrow shaped clouds, and
lightning bolts.

Statistics: AL ce; WAL any chaotic; AoC thunder, arrow-making; SY black mace with crossed lightning bolts.

Raiden’s Avatar (fighter 16, priest 14)
Raiden's avatar tekes the form of a swarthy-skinned brute with a deformed fece He can cdl upon the
eementd and weether spheresfor his spells.

Str 21 Dex 18 Con 18

Int 16 Wis 15 Chai8

MV 18 27 MR 20%

ACO HD 16 HP 128

HAT 2 THACO03 Dmg 1d6 (mace) + 9

Special Att/Def: Any being hit by the avaia’s mace suffers 3d10 lightning damage (save for hdf). When in
battle, a fierce wind storm aways rages around the avatar, preventing any non-magicad missle wegpons from
griking him.

Duties of the Priesthood

Priests of Raiden must keep their god appeased s0 that he doesn't harass their village. Raiden especidly likes
to see them become ronin (mercenaries), as he does not care much for loyalty or established order.

Requirements AB dandard; AL any chaotic, WP spear, lance, polearm, spiked mace; AR g SP dl, combat,
eementa, heding, necromantic, summoning, wegther; PW 1) use THACO tables of warriors, TU nil.

O-Kuni-Nushi (intermediate god)

The son of Susanoo, O-Kuni-Nushi is the god of medicine, sorcery, master of the land, and patron of heroes.
He has had a great many adventures, and has dways confronted danger bravely and with a certain amount of
cunning. He is able to identify and converse with any kami, and he has the power to cure any living anima of
dsease or completely hed it of its wounds. As master of the land, O-Kuni-Nushi can spesk with any living
anima. The fact that he often uses his powers to hed injured animds has earned him the undying loydty of dl
natural creatures. They will do as he commands, even if it means degth. In his true form, O-Kuni-Nushi is a
samural with aquiet, gentle manner and aready amile.

Roleplaying Notes: O-Kuni-Nushi has a gpecid fondness for heroes of good dignment. When such a hero is
in grave danger, there is a 1% chance per leve that O-Kuni-Nushi will send his avatar to aid the hero. He does
not take kindly to those that are unnecessarily cruel to animas, and such individuds will find that they hed at
only haf the normd rate (even when a spell such as cure light wounds or heal is used upon them). Omens from
O-Kuni-Nushi are usudly ddivered by ataking animal.

Statistics: AL Ig; WAL any good; AoC medicine, sorcery, theland; SY none.

O-Kuni-Nushl’s Avatar (druid 16, wizard 16)

O-Kuni-Nushi's avatar wears the trappings of a samura, but behaves as a druid. He can cdl upon the al,
animd, divination, eementd, heding, necromantic, plant, and weether spheres for his clericd spells He can cdl
upon any school of magic for hiswizard spells.

Str 18/00 Dex 18 Con 18

Int 18 Wis 18 Chal8

MV 17 SZ6 MR 25%

ACO HD 16 HP 128

HAT 2 THACO3 Dmg 1d6 +5 (staff) +6

Special Att/Def: Any being struck by the avatar's gaff must make a Strength check or fall to the ground. The
avatar can summon and control 14 4 HD animas each round.

Duties of the Priesthood
O-Kuni-Nushi’s priests must be great adventurers, and must always be kind to animals. They may not eat meat.
Requirements AB dandard, but must adso meet requirements for wizards, AL any good; WP gaff, club,
mace, sword; AR ¢, SP dl, animd, divinaion, eementd, heding, plant, weather; PW 5) charm animal; 12) cast
wizard spdlls from one school of player’schoice; TU turn.
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Ama-Tsu-Mara (intermediate god)

AmaTsu-Mara is the god of blacksmiths (and wesapon forgers). He has the power to create raw materids, such
as iron ingots, charcod, and leather, out of thin ar. Usng these materids, AmaTsu-Maa can forge any type of
norma wegpon in a sngle hour. Magicd wegpons take longer: one day for each power and for eech +1 modifier.
Any magica wesgpon forged by Ama-Tsu-Mara possesses a kami, which means it is automaticaly inteligent
(see the rules for creating intelligent weapons in the Dungeon Magter’s Guide). In his true form, Ama-Tsu-Maa
isahuge, manlike being with one eye located in the center of his forehead.

Roleplaying Notes: Ama-Tsu-Mara favors blacksmiths and weapons forgers. Any time one of them is
threatened, there is a 5% chance that he sends his avatar to defend the person. When he notices a weapon forger
taking specid pride in his work, Ama-Tsu-Mara often rewards the effort by investing the weapon with a kami
and, thus, making it intelligent.

Statistics: AL n; WAL any; AoC blacksmithing and wegpon making; SY doubleedged axe

Ama-Tsu-Mara's Avatar (fighter 14, priest 12)

AmaTsu-Mara's avatar is a huge, hairy man who purposely appears rather dull-witted. He always has a patch
over his left eye and any being lifting the patch discovers that there is no eye socket there — only a continuation
of his cheekbone. Ama-Tsu-Mara s avatar can draw upon the elemental, creation, and sun spheresfor his spells.

Str 21 Dex 16 Con 18

Int 18 Wis 18 Chal0

MV 15 SZT MR 20%

ACO HD 14 HP 112

H#AT 2 THACO7 Dmg 1d12 +5 (axe) +9

Special Att/Def: The Avatar caries a huge vorpal axe +5 that functions like a vorpal sword. Any time an
unsuccessful attack is made on Ama-Tsu-Mard's avetar, there is a 25% (15% for magic wesapons) chance that his
opponent’ s weapon breaks as the avatar blocks his blow.

Duties of the Priesthood

Priests of Ama-Tsu-Maa must adways have the blacksmithing non-weapons proficiency. They must aways
carry exceptionaly fine weapons that they have crafted themsdves.

Requirements. AB dandard; AL any; WP any; AR f; SP dl, combat, dementd, heding, protection, sun; PW
5) forge +| magic weeapons (requires one month); 10) forge +2 magic wegpons (requires three months); 15)
create + 4 magic wegpons (requires six months); TU nil.

Inari (intermediate god)

At one time the patron of smiths who forged swords, Inari has nce passed that duty to AmaTsu-Mara so that
he can spend more time in his other cdling, that of rice god. He watches over the sowing and regping of rice, as
well as the preservation of the crop after it has been harvested. He can control the flow of wat ers, the growth of
plants, and dl insects. He can dso turn water into saki (rice wine). In his true form, Inari is an old, bearded man.
Sometimes, however, his worshipers mistake his messengers for the god himsdf and worship foxes as the rice
god.

Role-playing Notes: Inari is generaly a beneficent deity who does his best to help the people feed themselves.
However, if his efforts go unappreciated, he has been known to neglect his duties. When peasants or famers are
threatened, he often sends one or more avatars to harass their oppressors. Omens from Inari are usudly ddivered
by afox.

Statistics: AL ng; WAL any; AoCrice; SY rice plant.

Inari’'s Avatar (druid 14, thief 10)

Inari’s avatar usualy takes the form of a fox, though he has aso been known to appear as a old man (in which
cae he fights with a quarterstaff +5 one atack per round). Even when in fox form, the avatar has the norma
abilities of a druid and thief, including the ability to cast spells. He can draw upon the dl, animal, dementd,
hedling, plant, and weather spheresfor his spells.

Str 18/00 Dex 19 Con 18

Int 19 Wis18 Chal8

MV 15 3 MR 25%

AC2 HD 14 HP 112

#AT 3 THACO7 Dmg 1d4/1d4/1d8 +6

127



Special Att/Def: Inari's avatar attacks with a claw/claw/bite sequence. Anyone bitten by Inari’s avatar must
save versus breeth wegpons or suffer a broken bone where bitten. The limb then becomes usdess for moving or
carrying until healed. Inari’ savatar cannot befooled by any trap.

Duties of the Priesthood

Priests of Inari preside over the ceremonies involved in planting and harvesting rice. They are expected to do
their fair share of work in the fields and to act as defenders of peasants and foxes.

Requirements AB dandad;, AL any good; WP dckle, spear, ding; AR @ SP dl, animd, divination,
dementd, heding, plant, wesather; PW 1) move Slently (as a ranger of egud levd); 4) hide in shadows (&s a
ranga of equd levd); 8) findiremove traps (5% per leve); 12) open locks (5% per leve); 16) detect noise (5%
per leve); 20) climb walls (5% per level); TU nil.

Ho Masubi (intermediate god)

Ho Maaubi is the god of firee When he was born, he caused the desth of his mother, 1zanami. His father,
Izanagi, was S0 distraught that he chopped the child in two, creating two kinds of fire: kiri-bi, fire made by the
friction of wood, and uchi-bi, fire made by striking sparks from sted and stone. Despite being so energeticaly
digointed, the fire god made his way to a mountain caled Atago in the Kyoto province, where he established his
home. He is one of the most feared gods in Jgpan, for he is a swift destroyer of houses made from wood and

Ho Masubi has the power to control a fire anywhere and to kindle flames fram even the tiniest spark. In his
true form, he is a yelow and orange man with red hair. Around his waidt, there is a terrible scar where his father
cut himin half. Masubi’ s sacred animal isthe boar, which, like him, is swift and destructive.

Roleplaying Notes: Although destructive by his very nature, the fire god is not evil and does what he can for
mankind, providing them with light, warmth, a means of cooking, and the hesat for forging wespons and tools. If
avillage affronts him by neglecting hisworship, however, he has been known to burn it to the ground.

Statistics: AL cn; WAL any; AoC fire SY boar.

Ho Masubi’s Avatar (warrior 16)
Ho Masubi’s avaar is a large man with red hair and ydlow and orange skin. He is often found riding a huge
boar (AC4; HD 9; SZ 9'; THACO0 11; HP 72; MV 20; #AT 1; Dmg 3d8; ML 16; XP 1,400).

Str 19 Dex 18 Con 18

Int 18 Wis19 Chal8

MV 18 T MR 20%

AC-2 HD 16 HP128

#AT 2 THACO3 Dmg 1d10 + 10 (sword)

Special Att/Def: The avatar’s sword is made of fire and does 10 extra points of fire damage when it hits (but
gets no Strength bonus). When someone is hit, their armor must save versus magica fire or be destroyed. Any
being touching the avatar with bare hands suffers 2d10 fire damage.

Duties of the Priesthood

Priests of Ho Masubi must serve ther god by aways keeping the four methods of contralling his innate
dedtructiveness a hand: water, the ground, river weed, and clay. They are dso expected to keep a pure fire (a
kiri-bi fire made from hinoki wood) burning in their homes at all times.

Requirements. AB dandard; AL any; WP fire, bow and arow, axe; AR a SP dl, combat, credion, heding,
plant, sun; PW 2) affect fires (functions as affect normal fires spll, but gpplies to magical fire too); 5) create fire
(1 aren); 12) shoot flames from hands, range 25', damage 2d10; TU turn.

Nai No Kami (intermediate god)

Na No Kami is the god of earthquakes. For a long time, his worship was completely neglected, to the point
that the Japanese did not even include his name in ther lists of the AmaTsu-Kami, the kami of the heavens. For
a long time, Nai No Kami patiently endured this insult, sending tremors from time to time to warn the people of
ther error. But, after centuries of neglect, in the Seventh Century AD, he findly grew angry and demolished
much of Jgpan with a series of violent earthquakes. Many temples to Nai No Kami were erected out of the
rubble. In histrueform, Nai No Kami isalarge, powerfully built man.

Roleplaying Notes: After his long neglect, Nai No Kami is a touchy god. Any village that does not maintain
an adequate temple to him stands a 10% chance per year of being destroyed by an earthquake. Occasondly, he
will send his avatar to the aid of a lord who has built a great temple to honor him. Omens from Nai No Kami
usualy comein the form of tremors or moving earth.

Statistics: AL In; WAL any; AoC earthquakes, SY fist smashing a building.

Nai No Kami’sAvatar (warrior 18, druid 14)



Na No Kami's avatar is a ferocious looking giant. He can cdl upon the dl, animd, dementd, heding, and
wesather spheres for his powers.

Str 24 Dex 18 Con 18

Int 18 Wis 18 Chai8

MV 13 Sz 8 MR 15 %

AC2 HD 18 HP 144

HAT 2 THACO1 Dmg 1d8 (hammer) +12

Special Att/Def: Any being hit by the avatar's hammer must save versus petrification or be knocked to the
ground 15 from where he was standing. When struck upon the ground, the hammer causes an earthquake (as the

spell).

Duties of the Priesthood

Priests of Na No Kami must keep their temple spotlesdy clean. They must bravely and honorably avenge any
insult to their god, even if it meanslaying siege to anobleman’s castle.

Requirements AB dandard, but Str of a leest 16; AL aty; WP hammer, ding; AR a SP dl, comba,
divination, elementa, hedling, protection, summoning, weether; PW 10) earthquake TU nil.

O-WataTsu-Mi (intermediate god)

Also cdled ShioZuchi ("old man of the tides'), O-WataTsu-Mi is the greatest of the many gods of the sea
He was crested when lzanagi washed in the sea after returning from the Land of Darkness. He is the ruler of the
fishes and dl living things in the sea, and the controller of the tides. He has the power to command any cresture
that swims in the sea (including men while they are in the water), and to move the waters of the ocean a will. In
his true form, he is a tremendous serpentine dragon, green in color, but he is equaly comfortable in the form of
an old man with gills. O-WataTsu-Mi livesin agreat palace at the bottom of the sea

Roleplaying Notes: Generdlly, O-WataTsu-Mi is a benevolent deity. He moves the tides in an extremely
regular fashion so that men may predict their action and avoid being stranded, flooded, or drowned. When
someone comes to his palace, he is known to be a gracious host. Omens from O-WataTsu-Mi are generdly
carried by his messenger, a sea monster named Wani, but they may aso take the form of violent or unusud tides.

Statistics: AL ng; WAL any non-evil; AoC ocean cregtures, tides; SY fish.

O-WataTsu-Mi’sAvatar (druid 16)
O-WataTsu-Mi's avatar takes the form of an old man with gills and webbed fingers and toes. He can draw
upon thedl, animd, dementd, hediing, plant, and weather spheresfor his spells.

Sir 18/96 Dex 18 Con18

Int 18 Wis 18 Chals

MV 15 sw sz6 MR 20%

AC3 HD 16 HP 128

HAT 1 THACO3 Dmg 1d10 (trident) +5

Special Att/Def: When gtruck by the avatar’'s jade trident, victims must save versus petrification or be stuck on
its prongs. In such cases, the avatar may eect to turn the shaft of the trident, rotating the razor sharp prongs and
doing 2d10 points of automatic damage each round.

Duties of the Priesthood

Priests of O-WataTsu-Mi are generdly found in fishing villages, where they asss the locd fishermen in the
rites that placate O-WataTsu-Mi in return for catching his fish. They mugst dways be excdlent swimmers, and
are expected to know the schedule of the tides by heart.

Requirements AB dandard; AL any good; WP trident; AR b; SP dl, animd, divination, eementd, heding,
plant, weether; PW 10) breathe underwater; 15) summon and control any one sea cresture of 10 HD or less TU
nil.

Kura Okami (intermediate god)

Kura Okami is one of the many rain gods. He dwels in the fertile valeys of Japan, providing a more or less
steady supply of rain for the crops grown there. During storms, he can get caught up in Susanoo's fury and send
too much rain, causng the streams and rivers to overflow their banks and flood the countrysde. He is aso
somewhat forgetful, as he sometimes dlows many weeks to go by without sending his life-giving waters.
However, mogt of the time he is a kind and efficient god, imparting his blessng in beautiful, gentle rainfals.
Kura Okami aso has the power to send snow, which he often does in the winter in order to beautify an otherwise
drab landscape. In his true form, he is a tranducent old man with a kindly (if somewhat vacant) expresson.
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There are sverd other ran gods, including Taka Okami, who dwels on the mountains and Taki-Tsu-Hiko,
("Prince Cataract"), who isarock located to the west of Mount Kamingbi.

Roleplaying Notes: Kura Okami is a rather befuddled and absent minded deity, hut a kindly and gentle one.
He enjoys seeing the sights of Japan as his avatar wanders the land. Sometimes he becomes so caught up in this
activity that he neglects his duties. Omens from Kura Okami usually come during amorning or evening mist.

Statistics: AL cg; WAL any; AoC rain and snow; SY mist obscuring atree.

Kura Okami’s Avatar (priest 12)
Kura Okami’s avatar is a befuddled old man. He can draw upon the charm, eementa, and westher spheres for

his spells.

Str 18/76 Dex 18 Con 18

Int9 Wis 18 Cha 18

MV 15 5 MR 25%

AC4 HD 12 HP 9%

#AT 1 THACO09 Dmg 1d8 (staff) +4

Special Att/Def: Kura Okami’s avatar can cdl down a 6d10 lightning strike once per round. Upon command,
his gaff unleasshes a torrent of water 10 feet wide, causng crestures caught in its path to save versus petrification
or be washed away 2d100 yards.

Duties of the Priesthood

Priests of Kura Okami must congtantly remind him of his duty through their worship. They are expected to be
patient and kind, especidly to old people, and Kura Okami will punish any transgresson of this principle
severely — often by revoking their spells.

Requirements. AB dandard, AL any good; WP javein, maces AR & SP dl, cham, divination, eementd,
hedling, weather; PW 5) create water (five gdlons); 15) wriathform; TU turn.

Shina-Tsu-Hiko (intermediate god)

ShinaTsu-Hiko was born from the bresth of lzanagi and is the god of the winds. He is not the only wind god,
however. There are severd more who control certain types of winds. Among them ae ShinaTsu-Hiko's
daughter, Shina-To-Be, who blows away the morning migts, TasutaHiko and TatsutaHime, who bring fresh ar
to the fieds to aid in producing good harvests, and Hayaji, the god of whirlwinds. While these gods are
personifications of certain types of winds, Shina-TsuHiko is in charge of al the winds, and S0 is superior to them
in the same way a shogun is superior to a daimyo. ShinaTsuHiko has the power to control the winds anywhere
on earth, and can use this capability to bring hot, dusty conditions, pleasant rains, terrible storms, and so forth. In
his true form, Shina-Tsu-Hiko appears to be awell-appointed lord.

Roleplaying Notes: Shina-Tsu-Hiko is unpredictable and capricious. One day, he may be perfectly contented
with the homage pad to him in a certain village. The next, he may find it woefully inadequate and use his power
to rip the roofs from dl the houses. Omens from Shina-Tsu-Hiko usudly take the form of words whispered in
thewind, but it is not ways possible to make out the meaning of his speech.

Statistics: AL cn; WAL any; AoC winds; SY three curled lines.

Shina-Tau-Hiko's Avatar (fighter 14)
ShinaTsu-Hiko' s avatar isathin, well-dressed samurai.

Str 18/00 Dex 19 Con 18

Int 18 Wis 16 Chal8

MV 18 SZ6 MR 15 %

AC2 HD 14 HP 112

#AT 2 THACO05 Dmg 1d8 (sword) + 6

Special Att/Def: Because he is a dippery as the wind, Shina-Tsu-Hiko's avatar stands a 50% chance of turning
away and avoiding damage when an opponent scores a hit on him. His own sword dices through any amor as
though the wearer’s AC was never better than 5.

Duties of the Priesthood

Priests dedicated to ShinaTsu-Hiko are seldom popular, for villagers often ettribute the capricious wind god's
destructiveness to incompetence on their part. They usualy spend most of their time trying to read omens and
contact ShinaT'su-Hiko in order to determine what kind of mood heisin.

Requirements. AB gandard; AL any; WP sword, bow; AR a SP dl, adra, combat, divination, eementd,
healing, necromantic, protection, summoning, weether; PW 10) fly (MV 15); TU nil.



Amatsu-Mikabaoshi (inter mediate god)

Amatsu-Mikaboshi, the "august star of heaven" is the god of evil. Also known as Ama-no-Kagaseo, the
"brilliant male" he sees and sanctions dl things done under cover of darkness. He has the power to look into the
hearts of men and women, and, if he finds too much evil there, to make them his. Because most people are
basicdly good, Amasu-Mikaboshi is not particulaly powerful. But he is cunning, and has gathered more
worshipers than people suspect. In his true form, Amatsu-Mikaboshi is a dark shadow that can never quite be
seen.
Roleplaying Notes: Amasu-Mikaboshi gathers worshipers the old fashioned way: he entrgps them. After
finding a potentiad worshiper, Amatsu sends his avatar to tempt the victim — usualy with power, money,
lechery, or whatever the subject desires most. The avatar then creates a stuation in which the victim can fulfill
this desire by committing one hideous act. If the victim performs the act, he becomes a permanent worshiper of
Amatsu-Mikaboshi and finds himself compelled to take part in a never-ending series of foul plans.

Statistics: AL leg WAL any evil; AoC evil; SY silhouette of a hook-nosed man.

Amatsu-Mikaboshi’s Avatar (thief 18, bard 16)

Amatsi-Mikaboshi's avatar most often appears has a smdl, chaming man with a bad head and a hooked
nose, but the god of evil has dso been known to shape his avatar in the form of an dluring woman. He can draw
upon any school of magic for his bard spells.

Str 20 Dex 20 Con 18

Int 18 Wis 18 Chai8

MV 16 S5 MR 25%

ACO HD 18 HP 144

#AT 1 THACO1 Dmg 1d6 (sword) +8

Special Att/Def: When attacked from behind, victims of AmatsuyMikaboshi's avatar must save versus deeth
or be hit automaticdly and suffer four times normal damage. Anybody hit by the avatar's sword blade suffers an
additional 1d10 points of poison damage each round until the poison is neutralized.

Duties of the Priesthood

Amatsu-Mikaboshi’s priests are those who have intentionaly and willfully turned to evil. Their primary duties
involve tempting others and helping their deity keep the promises which his avatar has made in order to gather
worshipers.

Requirements AB dandard; AL any evil;, WP any, with preference toward poison; AR a SP dl, charm,
combat, cregtion, divination, guardian, heding, necromantic, protection, summoning; PW 1) know alignment;
10) read thoughts (surface thoughts only, victim may save versus spellsto redlize what is happening).

Shichifukujin (lesser gods)

The Shichifukujin are the Seven Gods of Happiness. Sometimes referred to as the Seven Gods of Luck, they
come from vaious origins. They include Hote (god of happiness through fortunate chance), Jurgjin (god of
happiness through long life), Fukurokujo (god of happiness through good hedlth), Bishamon (god of happiness
through good cheer, he aso looked after his worshipers during war), Benzaiten (goddess of happiness through
love), Dakoku (god of happiness through wedth), and Ebisu (god of happiness through food, he aso presides
over fishing and honest dedaling). Each of these gods oversees a particular aspect of life. To be truly happy, a
man must worship dl seven gods in the proper baance. Each god can grant worshipers the particular aspect of
happiness that he or she embodies. In their true forms, these gods have the following appearances. Hotei, a man
with a huge stomach; Jurgjin, an old man with a long white beard; Fukurokujo, long narrow head with a short
stocky body; the smiling Bishamon is aways dressed in full armor (to ward off war); Dakoku, a portly, bading
man; Ebisy, an ederly man; and Benzaiten, abeautiful woman.

Roleplaying Notes. The Shichifukujin respond to their worshipers as individud gods. Thus, a man who pays
a geat ded of atention to Ebisu and none to Benzaiten is likdy to have plenty of food but no wife to share it
with. They do not send omens, athough the degree of happinessin a person’slife might be perceived as one.

Statistics: AL Ig, cg, ng; WAL any; AoC aslisted, happiness collectively; SY varies.

Shichifukujin Avatars (all priest 12)
Avaars of the Shichifukujin appear very much the same as the gods themselves. They may draw upon any
sphere for their spells.

Str 18 Dex 18 Con 18

Int 18 Wis 18 Chal8

MV 15 SZ6 MR 10-15%
AC4-0 HD 12 HP 9%

H#AT 1 THACO09 Dmg 1d6 (staff) +2

131



Special Att/Def: Any being driking the avatar of a Shichifukujin is condemned to eternal unhappiness and has
his Wisdom, Congtitution, and Charisma reduced by two points.

Dutiesof the Priesthood

The Shichifukujin retain separate priestly orders, with duties sppropriate to the individua god.

Requirements AB dandard; AL any good; WP dub, mace AR &g SP dl, charm, credtion, divindion,
guardian, healing, protection, weether; PW nil; TU turn.

Japanese Her oes

Raiko

Rako is a famous fighter of enchanted monders, giants, undead, and other ghastly things. His sword of
sharpness +3 is sad to be faster than a sriking serpent, and he has achieved dmost inhuman speed and
endurance. He dso caries a longbow from which he can fire arows a twice the normd range that do twice
norma damege.

Raiko is totdly unafraid of death, and will never back away from a chdlenge. However, he is as cunning as he
is fadt. If faced with a seemingly impossble task he will invariably find a way to achieve wha he must without
losing ether hishonor or hislife.

Ranger 18

Str 18/00 Dex 19 Con 18
Int 18 Wis11 Chal8
AC-1 MR nil MV 18
HP 153 AL ng THACO0
#AT 2 Dmg 1d8 +3 (sword) +6

Spdlls (cast as a 9th level priest): 1) command, detect magic, cure light wounds 2) charm person or mammal,
find traps, dow poison; 3) locate object, cure disease dispel magic.

Empress Jingo

The Empress Jingo ruled early in Japan's history, living between 170 and 269 AD. She was leading a military
campaign againg Korea when it became apparent that she was going to give birth soon. The Empress was o
devoted to her duty that she swalowed a stone to delay the birth of her child. It is no wonder that her son, Qjin,
became agreat warrior in his own right, eventualy becoming Hachiman, the god of wer.

Fighter 15, Wizard 12

Str 14 Dex 18 Con 18
Int 18 Wis 16 Chal8
ACO MR nil MV 12
HP 144 AL In THACO6
#AT 2 Dmg 1d8 +5 (vorpa sword)

Spells: 1) magic missle color spray, affect normal fires, friends 2) fog doud, wizardlock, ESP, stinking cloud;
3) protection from normal missles, haste water breathing, hold person; 4) dimenson door, polymorph <df,
detect scrying, wall of fire 5) domination, well of force teleport, telekinesis; 6) globe of invulnerability.

Japanese Mongers
Tanuki

Although he bears a semblance to both the badger and raccoon family, the tanuki is actudly closer to a dog. In
his true form, he is a furry little anima with a long fuzzy tal and a darkened area around his eyes that resembles
the mask of araccoon. His feet have sharp claws and his teeth are razor sharp.

Despite being well-equipped for bettle, the tanuki prefers to use his shapechanging abilities to play evil tricks.
One of his mog terrible tricks was killing a hunter's wife while he was away. He then assumed the woman's
form and cooked a poisoned med for the hunter. When the hunter returned home, tanuki, ill disguised as the
wife, served the medl. Then, as the man was on the verge of degth, tanuki glesfully revedled what he had done.

AC4 1 z3 XP: 2,000
MV 15 ML 16 AL ce Int high
HD 8 HP 64 MR10%  THAC013
#AT 3 Dmg 1d6/106/1d10

Special Att/Def: Thetanuki can shgpe changeinto any object, animate or inanimate.



Hannya

Hannyas are the spirits of woman who were jedous in life. They have grotesque, evil faces with knobby chins,
fangs, and horns upon their heads. Their eyes burn with a cold blue light. When in battle, they attack first with
their clawed hands, then with their sharp horns. Just before melee is joined, a Hannya will generdly scream to
inflict as much damage as she can.

Hannyas are generdly found in the Land of Darkness, but they have been known to venture out in order to
herass an unfaithful lover, or just to take vengeance on men generaly.

AC-4 No. 1-2 sZ5 XP: 15,000
MV 15 ML 18 AL ne Int high
HD 12 HPvaiale MR15%  THACO9
HAT 3 Dmg 108/1d8/1d10

Special Att/Def: Hannya can only be hit by magic or +2 or beiter wegpons. Any creature hit by a Hannya's
clavs must save versus death or suffer 2d10 points of poison damage each round (until neutrdized). A Hannya
can scream once per day (but not whilein me eg), causing 3d10 damageto dl within 25’ (no save).



Nehwon Mythology

An overview of Nehwon

In his Nehwon novels, Fritz Leber introduces his reader to a wonderfully detalled and rich fantasy world.
Nehwon is a pleasant mixtue of historicd themes and fantasy elements creating cultures and lands where the
two main heroes of the dorylines, Fafhrd and the Gray Mouser, live, breath, and adventure. This world comes
dive for its readers because Fritz Leiber is a masterful story teler. His noble efforts have created a land that any
AD&D game player can be proud to adventurein.

When you turn the pages of both the novels and the TSR modules and accessories that deal with this world, it
is just as if you were walking onto the pages of the perfect adventure. You can dmogt fed and smdl the Mingol
Steppe riders baring down on you with their short bows drawn to full extenson. The pageantry and splendor of
the Citadd of the King of Kings legps up to you and catches your bresth with the color and wonder of its sheer
size.

Saling on the sees of Nehwon can be equaly sdtisfying. One could start a the Claws where ice and land meet
to begin the Frozen Sea Drifting south, one quickly comes to the Dragon Rocks, full of true dragons, and the
Inner Sea, which is itsdf full of wonders. Depending on the phase of the moon and the temperament of the sea
gods the Sinking Land will ether be risen and block your way or be sunken and alow you to pass. From here
your voyage could lead you to the Sea of the Eadt, but the unknown dangers here are such that even brave heroes
look for the sight of land — even if that land is the Quarmall Barrens or the volcanoes of the eadt.

It is a world rich in magic of dl types Even the smplest of gems can become vita game players in their own
right. In one gtory a gem from the deepest heart of the earth’s core forces one of the heroes to become a tool in
the cult of the Earth god. In ancther, a set of gems is the magicd heat of a snister tower. Naturdly, when the
world's best thieves, Fafhrd and the Gray Mouser come to sted these gems the tower reacts by magicdly
bending and dretching to try and crush our two heroes. Glowing gems and powerful moonstones are often seen
in the pages of the novels and the AD&D game adventures, dl too often these vauables are replaced with
glowing ginging hornets and smooth pieces of vaudess glowing moss. Magicd whistles, horns,  bowls,
figurines, mummy-ike hands, swords daggers, rings, scrolls, gates, and entire buildings fill the pages of the
novels and roleplaying adventures. These things are the stuff from which dreams and adventures are made and
they come in ample supply on Nehwon.

The gods of this world take a very direct hand in the comings and goings of their warshipers. Although few of
them ever directly show themsdves to their people, they often curse their enemies or bless their followers. They
egpecidly take note of ther more tdented beievers. This is why Fafhrd and the Gray Mouser often find
themselves on adventures only partialy of their own making. This is a world where the number of worshipers a
god has dictates the amount of power they have. The greater the deeds of the heroes that have digned themsdlves
with agod the greater the power of that god. They are jedlous beings and are quick to anger and dow to reward.

If it wasn't enough that the land itself and the gods conspire to create adventures for heroes and victims dike;
there are wizards of every description who must ingtantly have dl sorts of bits and parts of basilisks or rocs
feathers or dragons eyes for their work. Hedge Wizards and Hedge Witches are a the bottom of the magicd
socid ladder. These people prefer to live in the country and live done. City Wizards and Wizardresses are active
in the community and often serve as guardians of their towns. Every culture has its own spdl casters and these
spell casters travel al over Nehwon looking for spell ingredients. All of these types serve to ir the pot of
adventure and make it cometo a boil.

Guilds and factions of every type and description fill the cities of Nehwon. One is either a member of a guild
or faction or its enemy. Thieves are licensed and only sted when it is proper. Assassns are permitted and
encouraged, but only after properly notifying the authorities of their targets. Guilds of every type from spell
caders to dragon dayers (a very smal guild) abound in each city. Adventurers can join whatever guild they like,
but they will join or they will meet with an untimely ed. Holy orders and palitica factions dso have their share
of power and will protect their own in times of trouble.

The City of Lankhmar

" .. .Lankhmar, where adventures begin and dl too often end.”

On the planet Nehwon, Lankhmar is known as the City of Adventure. It is the largest city in the world — a
teeming metropalis filled with magic and danger. Heroes of dl types have spent entire lifetimes questing from its
dreets to its dungeons and never leaving the city. A brief mention of some of its more stimulating aspects should
serveto set the stage for any adventure a DM might want to run in the city.

The Guilds

The Guilds are many and powerful in Lankhmar.

The Merchants Consortium: This organization is the controller of Lankhmar’'s huge trading network. Its
main trade is in the wheat that grows around the city walls This wheat business sets up a vast sea and land
trading concern. The rich merchants of the city have as much power asthe overlord and the nobles of the area.



Thieves Guilds: There are hieves guild chapters in dl the cities of Nehwon. They impact the lives of every
adventurer. When a large treasure is taken, the guild wants its cut. If it doesn’t get a share it reacts in a violent
manner. It doesn't matter if the treasure was taken from the hoard of a dragon or the purse of a lady. Fighters,
wizards, and priests who do not want to pay the guild tithe had better belong to a guild of their own. All guilds
respect the territory of other guilds and will leave those people done. Those who are not members of a guild can
expect escalating action from threats to bestings to assassins in the night. Benefits of being a member of the
thieves guild include training on a regular beds (so that advancement in levels happens quicker) and legd ad
(when arrested in any city it is possible to be rdeased to the care of the guild for large payments to the guild
magter). For richer members, it is possble to receive clerica heding (for large sums of gold). Contact with the
guild master in any city will uncover numerous assignments capable of generating lots of gold and jewes for
interested members. Many times during the year other guilds request the use of thieves for specid projects, these
projects can be taken by any of the guild members. Sometimes such quests are too much for one thief to handle
and the guild isawaysready to lend some of its membersfor alarger share of apossibletreasure.

Slayers Brotherhood: The Sayers Brotherhood is redly a complex fighters guild with nasty overtones. In
dl the cities of Nehwon this guild serves as an extra security force. If you need some fighters to guard your
caavan, you cdl on the Brotherhood. If a fighter is down on his luck he can get employment with the
Brotherhood. The evil aspect of the guild dedls with assassnations. The act of assassination is a high at on
Nehwon. There is a faction in every Brotherhood that does nothing but kill for pay. These guild members have
thief skills as wel as fighting skills. This branch of the guild is completely impartid in who they take on for
money. They guarantee results and give back the gold if they fail. Each assassin has a drict code which states
they can only try to day once. If they fal and live they must stop and give back the gold. At least 90% of dl
guild members will warn the victim & least a day in advance that they are being staked. Asde from this grim
aspect of the Brotherhood, this guild has done alot of good for those that it protects.

Rich merchants adways have severa members of the Brotherhood train merchant fighters in the arts of sword
and combat. Most warriors want to join the Brotherhood because of the benefits and protection the guild gives its
members. Members in good standing can expect the following: magicd or mundane heding a reasonable rates,
ameal and aplaceto rest in any city, and employment with pay depending on the skills of the fighter.

Fire Sorcerers of the East: These wizards are highly respected and highly feared spell cesters. They are most
notably the ambassadors of al of the esstern countries that wish to trade with Lankhmar and the other seven
cities. They are dso spies and leaders who wish to explore and understand the eight cities so that they can be
eesily invaded.

Fire Sorcerers are able to use al gdyles of fire magic. Only midHeve or higher Sorcerers gopear in the eight
cities The fire magic of these sorcerers is far beyond any of the norma schools of magic. For example there is a
spell that enables the caster to hear conversations around any fire within 50 miles. In addition, the following
spells are twice as damaging when caste by these wizards fireball, fire shied, fire trap, wall of fire incendiary
cloud, meteor swarm, fire charm, affect normal fires, burning hands, ard summon fire dementals. There are dso
anumber of unusual spells only known to the Sorcerers.

Rubies and red gems of dl types seem to enhance the abilities of any Fire Sorcerer. However, there are severd
legends of how these gems have shattered during amagica combat causing the spell caster to die.

Other guilds include the Blacksmiths Guild, Capenters Cadre, Laborers and Tollers Brotherhood,
Moneylenders  Guild, Scribes Guild, Stonemasons Guild, Toters and Carters  Guild, Glassblowers Guild,
Leatherworkers Guild Sveets Makers Guild, Vinters Guild, and the Whitesmiths' Guild.

Cults of the Beast

In the world of Nehwon, every type of beast has a group of thirteen protectors. These thirteen are perfect
versons of that type. When Lankhmar was invaded by rats, thirteen super intelligent rats led the fight. Through
the use of agpecial magic whidtle, thirteen cats came and hel ped rid the city of its plague.

Cults of humans who worship these perfect crestures have sprung up al over Nehwon. The cult leaders can
often summon one or two of the thirteen in order to ad the cult. Cult members often have control of the more
normal members of the species. For example, a priest of the Cult of the Cat would be dle to command cas of al
types. These commands would never have a cat act beyond its usud nature so that a cat would not attack a troll,
though the cat could be made to attack normal prey or bite through ropes.

Every type of beast has its own type of piotectors. For example, there is a different group of thirteen for every
feline on the planet. The same goes for every type of dog, reptile, fish, or hird. Single members of these groups
of thirteen can be found roaming the planet doing good deed for their subjects. Each of these animds is highly
intelligent and able to converse through telepathy. When a member of the thirteen is killed for any reason, they
areingantly replaced with amore norma member of the breed that takes ayear to grow in intdligence

Important Locations

The city breaks itsdf down into many digtricts. Each of these has a theme identifiable by its name — Pak
Didrict, Fedtival Digtrict, Marsh Didtrict, Plaza District, Cash District, Mercantile District, Tenderloin District,
River Digtrict, Temple Didrict, Noble Didrict, and the Citadel District. A more complete trestment of al of
these sections can be found in the TSR product Lankhmar, City of Adventure.
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On the Street of the Gods there are many temples and dtars. The more powerful the god the further west on the
sreet is their temple. Over the centuries severa faiths have begun a the east most end as smal tents and traveled
to the west end to become huge temples of gold and marble; only to travel back again to the east end ad become
humble tents once more. One thing never changes, though, there is a huge, black marble temple & the west most
end of the Street of the Gods. It has rested at the west end since there were sreets in Lankhmar. No one worships
the godsin thistemple, but offerings can be found on its steps, every day of the year.

Although the above ground aress appear normd and even boring, there is an entire world under the dreets of
the city. In one section of town a race of intelligent rats has built its own civilization. Mirroring the town above,
this rodent city is filled with its own style of adventure. At one time the rats sought to take over the above
ground city, but this plot was foiled. Miles and miles of naturd tunnels and grottos flow out under the city and
onto the Great Marsh and even out to the Inner Sea. The tunnels have been used by the older guilds for centuries.
Some of the guilds send their young apprentices down into these tunnels to test thelr courage. There are monsters
and things long dead in these grottos. Once the Overlord sent down several squads of men into the tunnels under
the Rainbow palace, but they never returned. Now he has a powerful guard detail watching over the entrance.

The great sdt marsh, that borders the city on the east is a dangerous mystery to most of the inhabitants of
Lankhmar. It is filled with mongters, but is dso home to the ruins of severa ancient cities and towers. Powerful
wizards, who seem to enjoy building towers overnight, live in the marsh for a century or too and then
mysterioudy move on for reasons of hedth. This has left a large number of towers dl over the marsh. Places like
this seem to attract curious adventurers.

Lifein Lankhmar

Government in the city is very drict. Laws are created by the Overlord, but must be approved by severd of the
most powerful guilds. The city watch is a bold group of warriors easly capable of putting an end to robbers and
lawbreskers who become too obvious.

Generdly, life is safe and good in the city. War doesn't ustdly touch Lankhmar. The government of the town
works to help the poor and anyone needing a job can join the army or another branch of government. All roads
seem to lead to Lankhmar. Anything one might want to buy; from the festher of a giant roc to the kiss of a
winged pixie can be purchased somewhere in the town. As one moves south from the Grand Gate and moves
adong the Grest Gate Road to Grain dreet and the docks, one can see a normd, prosperous city of the middle
ages. Knights and squires, warlocks and wizard's apprentices, court ladies and ladies of the evening adl move
about the city. Heading north up Nun street; across the Street of the Gods; and up Wall street one quickly comes
to Kings road and the Rainbow pdace. There is adventure on every street and riches to be made by the quick and
dever.

Bibliography

All of the characters and information in this section are taken or extrapolated from a set of seven novels by
Fritz Leiber. These novels detail the wonderful world of Nehwon and often mention the magicd city of
Lankhmar. Each of the following books is spectacular and amust for any fan of fantasy.

Snords against deviltry

Swords againgt death

Snordsin the mist

Swords againgt wizardry

The swords of Lankhmar
Swords and ice magic

The knight and knave of swords

Lankhmar Encounter Tables
These tables are designed to generate a quick random monger for an encounter in Nehwon. The DM should be
using two ten-sided dice to create a number that picks a monster. The humans on the chart are NPCs that ustelly
begin hostile or suspicious, but can be turned around to the side of the PCswith alittle effort.

Cities

2 Incautious Thief
Bird of Tyaa
Lawful Cleric
CuriousKnight
Greedy Merchant
Devourer

Lazy Hedge Mage
Evil Wizard
Hungry Beggar
Uncaring Slayer
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12 Old City Guard

13 Deadly Fire Sorcerer
14  Harmless Peasant
15  FuriousFilgrim

16  Attractive Femde
17  Attractive Mae

18  Worried Prince

19  Worried Princess

20  Cautious Thief
Mountaing/Hills

2 Tired Thief

3 Giant (Hill or Fire)
4 Oge

5 Troll

6 Spider, Huge

7 Laughing Gnome

8 Dangerous Wizard

9 Evil Cleric

10 Worg

11 Furred Sneke

12 Adrd Wolves

13 Roc

14  Giant (Stone or Frost)
15 Chaotic Witch

16  Frightened Filgrim
17 Vampire

18  CuriousTribesman
19 HedAnimd

20 Dragon

Plains

2 Hiding Thief

3 Warlike Tribesman
4 Behemoth

5 Tiger

6 Penniless Rilgrim

7 Neutrd Cleric

8 Dangerous Warrior
9 Meddlesome Pdladin
10 Evil Wizad

11  Hepful HedgeMage
12 Adrd Wolves

13 Wounded Grey EIf
14  Dangerous Saver Merchant
15 Leopad

16  Snake, Spitting

17  Hamless Nomed

18  Giant (Cloud or Storm)
19  Enraged Berserker
20 Loney Bad
Oceans

2 Bold Pirate Thief

3 Bold Merchant

4 Nixie

5 Nymph

6 SeaTrall

7 Octopus, Giant

8 Sdkie

9 Shark

10 Whde

11  Ghost Ship
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12 Risngldand Cadle
13 Warship

14  Stubborn Fishermen
15  Srangewed

16  Triton

17  Ske Giat Sea
18  Seawolf, Lessr

19  Bvil Cleric Ship

20  Good Wizard Ship

2 Dying Thief

3 Chaotic Cleric

4 Absent Minded Warrior
5 Ancient HedgeMage
6

7

8

Troll
Bear, Black
Ogre
9 Harpy
10  Evil Wizard
11  Badger
12 R4, Giant
13  Hydra

14  Wounded Thief
15  Nehwon Ghoul
16  SeepingBerserker
17  Dog,Wild

18 Lizard Man

19 Invisble Stdker
20 EathElementd

Forest

2 Tiny Thief

3 Nehwon Ghoul

4 Wyvern

5 Frightened Merchant
6 CuriousPilgrim

7 Sily Warrior

8 Evil Cleric

9 Charming Hedge Mage
10  Treant

11 Bedle Stag

12 BoldTribesman

13 Spider, Giant

14  HerdAnimd

15  Jackd

16 Will 0 wisp

17  Hornet, Giant

18  Adrd Wolves

19 Ape

20  Panther

Wild Cold Regions

2 Almost Frozen Thief
Attacking Berserker
Lawful Cleric
Honorable Merchant
Wolves

Hunting Tribesman
Hidden War Band
ColdWomen
Almost Dead Bard
Flying Wizard

PRPROONO O~ W

= O



12 Bear, Poa

13 VYdi

14  Giant, Frost

15 Ogre

16 HedAnimd

17 Bear, Cave

18  Trall

19 Lynx, Giant

20  Furred Sneke
Civilized Cold Regions

2 Attacking Thief

3 Tied Up Berserker

4 Unusudly Young Cleric
5 Y oung Innocent Merchant
6 Amazon Tribesman

7 Amazon War Band

8 CardessPilgrim

9 Attacking Wizard

10  Crying Warrior

11  JedousBard

12 Furred Sneke

13  Cautious Town Guard
14  HerdAnima

15 Behemoth

16  Hepful Witch

17  Giant, Frost

18  Giant, Hill

19  Winter Wolf

20  Gnall

Wild Tropical Regions

2 Hungry Thief

3 Marsh vulture

4 Sdt Spider

5 CuriousHedgeMage
6 Water Cobra

7 Hunting Tribesman

8 Rich Merchant

9 Herd Animal

10 Lion

11  Leopad

12 Bvil Cleric

13 Dog, Wild

14  Elephant

15 Ape

16  Snake, Spitting

17  Dragon

18  Leech, Giat

19  Centipede, Giant

20 Jeguar

Civilized Tropical Regions
2 Highly Dangerous Thief
3 Y oung Wizard

4 Senile Cleric

5 Evil Hedge Mage

6 Holy Warrior

7 Excellent Bard

8 Singing Rilgrim

9 Hidden Tribesman

10 Lizard Man

11  Poor and Sad Merchant



12 Cautious City Patrol

13  Hodtile Castle War Band
14  Dead Warior

15 Digguised King

16  Distressed Lady

17  Friendly Old Man

18  Tired Castle Guard

19  Foolish Young Knight
20 Nasy Old Woman

Desert
2 Hidden Thief

3 Paralyzed Wizard

4 Nehwon Ghoul

5 Behemoth

6 Attractive Femae Cleric

7 Card

8 Attacking Nomad War Band
9 Scorpion, Huge

10  Jeckd

11  BraveRilgrim

12  Dangerous Dervish

13 Wyvern

14 Griffon

15 Giant, Storm

16  Escaped War Horse

17 Trall

18  Dog, Wild

19  Merchant Thief
20  EscapedKiller
LakesRivers

2 Almost Drowned Thief
3 Nymph

4 Weater Sprite

5 Pixie

6 Nixie

7 Lacedon

8 Otter, Giant

9 Friendly Water Naga
10  Stern Fisherman
11  Friendly Merchant

12 Crocodile

13 Sunken Ship
14  Fish Schoadl
15  Water Cobra
16  Sdt Spider

17  Spider, Giant Water

18  Interesting Hedge Mage
19  Boring Cleric

20 CadessWar Band

Godsof Lankhmar (intermediate gods)

The Gods of Lankhmar are open to much free interpretation by the Dungeon Master. There is a specid
difference between the gods of Lankhmar, the oldest city of Nehwon, and the gods in Lankhmar.

The gods in Lankhmar are those of the many religions in many temples lining the Street of the Gods. Some are
powerful, some are weak, and their fortunes change with the quantity and quality of their worshipers, who are a
fickle lot. Although no one in the city openly worships the Gods of Lankhmar, dl secretly bdieve in and fear
these gods, who it is said, will dways protect the city.

Roleplaying Notes: These beings wish to rest in their black temple for al eternity. Lankhmar is their home
and they must act if their city is threatened. The force they use often does a great ded to damege large sections
of the city. There is a s&t of bels atop the temple that will magicaly ring a times of need. These bells can be
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rung by hand to summon the gods, but there had better be a clear danger to the city or the ringer wil | answer for
his crime with desth (after spending afew centuries of torture in the confines of the dark temple).

Through the use of godlike power each one can use Sdls twice as fast as morta spdl casters. When the
problem is taken care of, these beings cast about the city wreaking havoc as a reminder that they are not to be
called on too often.

Ther temple is a black marble cube on the outsde and a huge domed structure on the insde. There are thirteen
crypts underneath the dome. If, for some reason, beings were able to get into the crypts and despoil the bodies
there, the next day they would find that the thirteen crypts looked as if nothing had happened. The temple itsalf
cannot be harmed by any force in the Nehwon universe.

Statistics: AL ce WAL any; AoC Lankhmar; SY skeletd hand with staff.

Avatarsof Lankhmar (lich)

MV 6 SZ 6 MR Nil
ACO HD 16 HP 160
#AT1 THACO010 Dmg1-10

Special Att/Def: These avaars have dl the powers and abilities of liches. When they come out of their temple
they are each carrying a fully charged staff of withering. These staves will turn to dust after usng up al of ther
charges. From two to ten liches will appear a any given time depending on the nature of the doom coming to the
city.

Duties of the Priesthood
No priesthood is dlowed by the gods of Lankhmar. These beings do not wish to grow in power or have the
living bowing and making alot of noisein front of their temple.

Issek (intermediate god)

Issek appears as a tal man with twisted wrists and ankles. sk is sad to give enduring power to anyone under
torture. Torture can be loosely defined and includes such things as a wife who congantly shouts a her husband
or alittle boy being picked on by alarger bully.

Roleplaying Notes: Issek desires to help & those who are being oppressed in any way, athough he is not the
brightest or most even handed of gods. A step daughter being overworked is just as important to him as a world
saving paadin fighting off the multidimensional entrance of a horde of undeed.

Statistics: AL Ig; WAL any lawful; AoC tortured souls, SY amphora.

Issek’s Avatar (fighter 15)
IssK’'s avatar dways appears from a mae being tortured on the rack. It is the suffering of the mortd that

brings on the full spirit of Issek.

Str 25 Dex 2 Con 24

Int 23 Wis25 Cha24

MV 15 SZ 7 MR NIl

AC2 HD 15 HP 160

HAT 2 THACO06 Dmg (by wespon) + 14

Special Att/Def: nil

Every avatar of Issek carries a great jug with him when he appears. This jug can pour out any liquid that the
avetar of 1ssk needs & the time. It is not intended as a weapon and is amost adways used to hep the suffering
soulsthat might bein the area.

Issek’s avatar will first bresk out of the rack that confines his host body and then hunt down the person who
ordered its confinement and torture. The avatar will pick up weapons and helpers as needed. After the victim is
eiminated, Issek will disappear and return the body he possessed back to the person it belongs too. The body
will bein perfect form and show no signs of the torture it underwent.

Duties of the Priesthood

Priests of Issek are expected to care for others and to travel from community to community, never staying
more than 30 days in any one place. Priests who have been tortured on the rack are especidly blessed by Issek
and may roll 10-sded hit dice and cast twice the normal number of first and second level spdls.

Regquirements AB sandard; AL any good; WP any; AR a SP dl, dementd, hedling, protection; PW 1) breek
free from any torture device in 1-4 rounds; 2) create 1 gallon of any liquid once aday; TU turn.

Godsof Trouble (intermediate god)
There ae three energy beings that comprise the gods of trouble. They are creatures of pure chaos energy and
enjoy roaming the world in agtrd forms, affecting al aignments equally. Their desre is to promote chaos in all
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of its forms. The more chaos caused, the grester their power over Nehwon. These beings care nothing for ther
worshippers and inflict troubles upon them impartialy.

Roleplaying Notes: Specid events attract the atention of al the gods on Nehwon. Things like large wars,
unusua magicad events, plagues and the like. These events become tugs of war between the gods of trouble and
the other fates and gods of Nehwon. These energy beings will not teke a direct hand unless they are specificaly
cdled upon by their high priests. Normally, they like to do one or two things in any particular area and then
leave for other bastions of Law that they would like destroyed.

Statistics: AL ce; WAL any chaotic; AoC chaotic actions, SY three pointed ar.

Avatarsof Trouble (wizard 1)

Occasiondly they do manifest themsdves and when they do, these beings appear as bumbling wizards. These
buffoons appear friendly and helpful in al ways, but are redly out to ruin whatever expedition they travel on for
as long as they are around. When they cause an accident to happen they are extremey agpologetic. Some of these
accidents even seem to do these buffoons a great dedl of damage. The end reault is dways the same, the quedt is
ruined or delayed for agreat ded of time.

Str7 Dex 7 Con24

Int 7 Wis7 Cha7

MV 12 SZ7 5 MR 100%

AC10 HD 1 HP1

| #AT 1 THACO020 Dmg 1d4 (dagger)

Special Att/Def: No magicd items or spdls will function within 30 feet of an Avatar of Trouble. In addition,
when they gaze a an individua who is attempting an action of any type, failure is guaranteed (there is no saving
throw).

Duties of the Priesthood

Priests of this cult are supposed to cause chaos where ever they can, other than that, they are free to act as they
desre

Requirements AB dandard; AL any chaoticc WP lage clubs or macess AR g SP dl, cham, dementd,
summoning; PW 1) gaze of failure (target must save versus spells or fal a whatever was being atempted) 8)
shadow walk ; TU command.

Hate (inter mediate god)

Hate is the god that everyone accidentally worships. When fedings of anger, jedoudy, or the like manifest
themsdves, the god of hate gains in power. This demental emotiond being purposely causes conflict to increase
its power base. The Cult of Hate has only recently developed in the cities of Nehwon. Its followers enjoy
conflicts of al types, because this provides afud for their own angers.

Roleplaying Notes. Hate desires large scae military actions as conflicts that involve more than 50 people and
are wha Hate redly needs to grow. This being will encourage conflicts of al types — guild battles, city to city
fighting — for anything thet causes strife is a suitable breeding ground for Hate.

Statistics: AL cet WAL any chaotic; AoC emotiond hatreds, SY foggy image with floating eyes.

Hate's Avatar (fighter 6)

Hate's Avatar dways appears as a misty cloud bank floating from out of the darkness. There is a set of sx eyes
in the bank and an equa number of tentacles. This fog is capable of controlling 6 beings (as if by charm person
spdls) or manipulating 6 weepons that fight as 6th leve fighters. This manifestation of the god must be
enerated at night by a high priest of at least the 14th level (who employs a gate spdll) and 50 worshipers. Once
caled into existence, the fog can be moved up to five miles from the site of the worshipers.

StrN/A Dex N/A Con N/A

Int 20 Wis20 ChaN/A

MV 15 SZ 80 sphere MR 100%
ACN/A HD N/A HP N/A

#AT 6 THACO015 Dmg (by weapon)

Special Att/Def: The only way to damage the cloud is to cut the astrd cord that connects it with the priest. The
cord is AC -8 and any hit with a sharp wegpon or a damaging spel that is specificdly directed at the cord will
cut it, digpelling Hate' s form until the next night.

Duties of the Priesthood
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All priests of Hate must constantly promote conflict. As a rule, they must cause a conflict that involves a
number of persons equd to 10 times their level number once per month or they will lose their powers. Thus, a
6th level priest must cause conflicts that involve at least 60 persons.

Requirements AB dandard; AL any evil; WP any; AR a SP dl, charm, combat, summoning; PW 1) charm
person; TU command.

Death (intermediate god)

It is Desth’s duty to end the life of dl intelligent beings on Nehwon. He has a set quota to kill every hour and
he never fails in his assigned task. Sometimes e is misdirected and the ones he plans on killing aren’t killed at
dl, but even Death must bow to the fates and other more powerful gods of Nehwon. Deeth is not affected by
time and is able to do a years worth of work in a second. He condders himsdf an artist and works very hard at
meaking sure the desths he causes are logica and necessary to his own view of life and the end of life.

Roleplaying Notes: Desth vaues a good hero because of their ability to cause death and destruction.
Characters like Fafhrd and the Gray Mouser are especidly favored by Death. When beings like these heroes are
close to death, often the god will cause unusuad little dips that will save ther lives. Then too, sometimes his
quota will cdl for the ending of two famous heroes and he will be forced (however reluctantly) to try killing his
protégés.

Statistics: AL n; WAL none AoC death; SY Death's Head.

Death’s Avatar (rogue 10)
This being is Nehwon's personal Grim Resper. As such, he lives in a pocket dimension that Desth contrals,
cdled Shadowland. He can appear anywhere in Nehwon that he likes.

Str 24 Dex 24 Con 24

Int 24 Wis24 Cha2l

MV 18 SZ 7 MR 100%

AC-5 HD N/A HP 350
HAT 2 THACO02 Dmg Spedid

Special Att/Def: The avatar of Deeth caries a sword cdled Sayer that kills anything it touches (no saving
throw dlowed). He appears as a man with a cadaverous skin color and his eyes have the power to see dl the
actions of a person’s pagt life. He is able to unerringly teleport to any portion of Nehwon. He can be ordered ©
kill intermediate or lesser gods (athough such individuads are entitted to a saving throw when struck with
Sayer), but greater gods are beyond his skill.

Duties of the Priesthood
Death does not wish to have followers or priests. Because of this, when persons decide to declare themsdves
as his agents on Nehwon, Death sends his avatar to claim them for his own and they are never seen again.

K os (intermediate god)

Kos is a northern barbarian god who loves batle and bold deeds. He is the god of dooms because he brings
trouble to anyone who doesn't live up to his dtrict codes of honor and action. These codes and the interest of the
god apply to al facets of the hard life of the northern barbarians. Kos is just as interested in the building of a safe
and sturdy long house as heisin the sharpness of awarrior’ s axe.

Role-playing Notes: This god exists to make sure the people of the north do things properly. This proper order
of things has been established by Kos and passed down to his priests and priestesses. When this order is not
followed Kos is quick to hurl curses down on the offenders. These curses are dight at first, but will eventualy
cause desth to the offender unlessthey mend their ways.

Statistics: AL Ig; WAL any non-cheotic; AoC order; SY crossed sword and axe.

Kos Avatar (fighter 15/bard 15)
Kos avaar aways appears as a human warrior. He will begin a battle with his two-handed sword +4, but will
changeto anorma battle axeif he decidesthat heis doing too well in the conflict.

ACO HD 15 SZ 7 MR NIl THACO02
HP200 MV 15 H#AT 2 Dmg 2d4 + 4 (sword) + 7
Str 19 Dex 19 Con 19 Int 19 Wis19 Chal9

Special Att/Def: When his avatar is engaged in combat, Kos will send him 990 (9d10) lerserkers to ad in his
fight. These will remain with the avatar for as long as Kos feds they are needed or until they are dain. After one
group is destroyed or disbanded, another cannot be called for 24 hours.

Duties of the Priesthood
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Priests of Kos cannot increase in level unless they have fought an unending war againgt the enemies of Kos
and order. They must dso serve as examples of perfect action and thought. Kos does not tolerate failure and will
indicate his displeasure with apriest by smply striking him deed.

Requirements AB dandard; AL Ig; WP dl; AR a SP dl, combet, divinaion, heding, protection; PW nil; TU
nil.

Tyaa (intermediate god)

Tyaa, is a force of evil and chaos. She chooses to manifest her powers through the actions of malicious birds.
She has created an offshoot of the raven that is both smarter and stronger than its ancestra cousin. It should be
noted that, while she prefers to employ the Birds of Tyaa, she is perfectly cgpable of using any carnivorous bird
to do her will on Nehwon. The city of Lankhmar has dways been her favorite because she has the most
worshippersin this place.

Tyad's cult has been banned in Lankhmar because of its evil teachings and ways. This has only caused the
movement to go underground and to other d@ies There are severd large caches of diamonds and jewes hidden
in severa abandoned manors in Lankhmar. The high priestess of the cult knows of these locations and will use
theserichesto support the cult and makeit grow.

Roleplaying Notes. Tysa desres worshippers above dl dse. She is currently very wesk and needs the
support of supplicants al over Nehwon. In past centuries her evil birds have been used to sted flashy treasures
from the upper story apartments of the rich. Her speciad ravens can tdl usdess fake jewdry from the red
materids and are perfect thieves. Tyaa can supply large numbers of these hirds to each of her priests, thus
making themrich.

Statistics: AL ceg WAL any evil; AoC avians, SY large raven head or ablack feether.

Tyaa' s Avatar (thief 15)
Tyad's avatar dways appears as a lovely young femae with a high, sharp voice. She is there to spread the cult,
but very often gets caught up in stealing pretty baubles for hersalf.

Str 15 Dex 15 Con 15

Int 15 Wis 15 Chals

MV 12 SZ 5 MR NIl

AC4 HD 10+ 10 HP 60

#AT 2 THACO013 Dmg (by wespon)

Special Att/Def: Every avatar of Tyaa can summon 2-20 of her specid ravens (see Birds of Tyad) which dl
have poison coated claws.

Duties of the Priesthood

Priests of Tyaa are actudly thieves with spell casting abilities.

Requirements. AB as thief; AL any evil;, WP poisoned dagger; AR as thief; SP dl, animd, summoning;, PW
1) when dain, the character is polymorphed into a Bird of Tyaa If dain in this form, then death is find.; 5)
shape change into agiant Bird of Tyaa (twice normd hit dice and damage per attack) once her week; TU nil.

Red God (inter mediate god)

This is the war god of al the eastern lands. He appears as a massive dark-skinned man with ed studded leather
amor, carying a bronze shiedd. He is dways mustachioed and wears a pointed hedm. His boots and bet shine as
brightly as the sun. He primarily supports the horse soldiers of the east. He is a very protective god and because
there are many esstern warrior spies in the eight cities, including Lankhmar, this god has been trying to increase
his number of worshipersin these cities.

Role-playing Notes: The Red God is a god of wariors. He favors acts of war and battle and lends support in
the form of strength of arm and courage of heart to warriors who follow his faith. He spends most of his time
trying to cause new battles to test the courage of his followers. He is the one responsible for turning al of the
lands of the east againgt the ei ght cities.

Statistics: AL cg; WAL any; AoC battle and war; SY the horse ssbre.

TheRed God'sAvatar (fighter 15)

This avatar aways gppears in the same form as the god himsdf. He rides a huge warhorse that will bresathe
short blasts of fire during battle. Anyone struck by his mount’s breath must save versus breath weapons or teke
1d20 points of damage.

Str 24 Dex 25 Con24
Int 22 Wis17 Cha24
MV 15 SZ 7 MR50

ACO HD 15 HP 200
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HAT 2 THACO06 Dmg 106 + 3/1d4 + 4 (sabreldirk) +14

Special Att/Def: He uses a sabre +3 in his right hand and a dirk +4 in his left. His sabre casts an anti-megic
shell that does not limit his own spell abilities. He is aways wearing a ring of protection +4, a hem of telepathy
and teleportation, and a cloak of displacement that cannot be destroyed.

Duties of the Priesthood

Priests of this cult have to fight and lead men into battle to advance in levels. Although they don’t have to be
horsemen, it helps greatly towards advancement in levds (+5% on earned experience) if they have the land-
based riding non-weapon proficiency and breed warhorses.

Requirements. AB sandard; AL any; WP dl; AR a SP dl, combat, heding, protection, sun, weather; PW 1)
use 10-sided hit dice when determining hit points; TU nil.

Nehwon Heroes
Fafhrd
Few heroes live as long or have done as much as Fafhrd. He is a northern barbarian with flaming red hair, a
strong right arm, and the courage to face any danger on Nehwon without flinching. Although he logt his left hand
when he forced it down a monger's throat, has devised dl sorts of attachments for this limb. His long bow
atachment dlows him to shoot with his norma skill. He is adso conddering the condruction of a climbing axe
attachment and a short sword attachment.

(ranger 18, bard 5, thief 15)

Str 18/00 Dex 17 Con 18
Int 17 Wis 16 Chal7
AC3 MR nil MV 12
HP 120 AL ng THACO4
#AT 2 Dmg (by weapon) + 6

Fafhrd is a highly inteligent fdlow with many interess He can read and write dl the mgor languages of
Nehwon. There is a 90% chance tha he can understand any obscure language he is exposed to. Religions are a
passon for him and he tries to understand the teachings of al faiths he runs into, but hardly ever commits
himself to one system of belief for any period of time. Fafhrd has the soul of an engineer and congantly invents
useful little tools and itemsto help him in his quests.

Fafhrd is an expert sailor, able to captain amost any size ship. He was raised in the far north and is completely
a home in the ice and snhow of the mountains. Excdling in mountain climbing, he has invented severd pieces of
equipment that enable him and any group he iswith to climb amountain twice asfast asnormal.

This warrior aways carries a bastard sword (named Graywand) and a dirk (more short sword o poniard than
dagger) which he cdls Heartseeker. He has been known to fight with amost every weapon known on Nehwon,
but especialy favors throwing axes, long bows, and two handed swords.

Fathrd's style is the bold, intdligent frontal assault. He will adways try to accomplish his quest with the quick
strike of massive power. He is dso a dreamer and a sad story can cause him to go questing just as easly as the
promise of fabulous treasures. The generator of most of his quests is his magica mentor Ningauble of the Seven
Eyes. This wizard often requires unusua items for spells and sends Fafhrd out to find them. In 90% of these
adventures he travels with his best friend, the Gray Mouser. It has often been said that Fafhrd and the Gray
Mouser have two halves of the same soul. While one is bold and loud, the other is secretive and cautious. The
barbarian owes hislife many times over to his best friend and there is nothing they wouldn't do for each other.

Gray Mouser

Where Feahrd is the crushing blow of awvesome power, the Gray Mouser is the quick dtrike from behind to
deadly effect. A lightning fast thinker, he dso has a passon for the city life and dl it implies. He has a deep
curiogity in theways of magic, but he doesn't have the discipline to become amaster a el casting.

(fighter 13, wizard 5, thief 19)

Str 15 Dex 18 Con 16
Int 18 Wis 15 Chal8
AC2 MR nil MV 12
HP 9% AL N THACO8
#AT 2 Dmg (by weapon)

No matter what rapier he uses he cdls it Scdpd. He fights two handed and his throwing dagger is dways
cdled Ca's Claw. Heisaso highly skilled with ading, light crossbow, garrote, and short sword.
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This hero is the supreme organizer. He formulates masterful plans on an instants notice. If he does have a
shortcoming it is a fondness for the complex plan. The more details he can place into an operation the happier he
is.

The relaionship the Gray Mouser has with his wizardess mentor Shedlba of the Eyeless Face is much the same
has Fafhrd has with his wizard. The Mouser does favors for the wizardess and receives good advice and magica
help in return. A good 90% of the adventures the Gray Mouser undertakes begin with suggestions and requests
from Shedba

Besides ills as a fighter and a thief, the Gray Mouser’s other passon is his interest in al things magica. He
truly wants to be a wizard-type but something aways goes wrong with his spells and magica attempts. During
his career he has had magicd wegpons, whistles, scrolls, books, and other devices, but these have dways dipped
through his fingers or caused him a grest ded of trouble when he tried to use them. When encountered, the Gray
Mouser he will have some type of magic on his person. Whether it will do him more harm than good is up to the
hands of fate (and severa other gods).

The Gray Mouser likes luxury and al that implies. He works constantly to gain the funds to dlow him to live
in what he condders a comforteble state. He and Fafhrd have a sort of Robin Hood approach to steding and
amost dways take from people who have no sympathy among the common folk or loca constabulay — Evil
robber barons, powerful assassns, and bad rulers are ther prime targets. All of the eight cities of Nehwon have
had viditations from the pair.

Ningauble of the Seven Eyes

Ningauble is not human or even humanoid. It comes from another dimension, but has made Nehwon its home.
It never shows its true form because that form would drive most humans insane. Ningauble€'s eyes act like a gem
of true seeing and a crystal ball.

(illusionist 20, bard 13)

Str 14 Dex 16 Con 19
Int 19 Wis 19 Chal6
AC-2 MR 50% MV 9
HP 150 AL N THACO07
#AT 1 Dmg (by spell)

Ningauble is known as the "gossiper of the gods' and loves nothing better than to listen by the hour to a good
story about some important person in Lankhmar or any of the eight cities. Supplicants have come to his caves
and brought especialy interesting bits of gossp and been made fabuloudy wedthy as a result. Many claim that
these individuals would have become wedlthy anyway, but no one saysthisin front of Ningauble.

This powerful spell caster inhabits a series of enchanted caves near the sinking lands. These caves have severd
inter-dimensona portals thet lead to other times and universes. Fafhrd and the Gray Mouser have used these
magical pathways to vist earth’s past in the time of Alexander the Great and the time of Arthur and Merlin. The
caves ae d a fine defense for Ningauble At one time a crime lord in Lankhmar sent one hundred thieves to
atack the wizard over an imagined offense. The dust of the thieves and their equipment lies just off the entrance
to the caves. Thisisthe only reminder most need that it is often dangerous to deal with a pow erful wizard.

Ningauble's ams are clear. It only wants to learn more about the ways of Nehwon and further its megica
abilities. Just lately it has learned that its annual success or falure in these efforts is closdly connected to how
Fafhrd's life is proceeding. When Fafhrd is happy and living well, so too is the way of life for Ningauble. This
has turned the wizard towards being much more helpful in the desires of its charge, Fafhrd.

Although Ningauble wents Fafhrd to do wdl, it dso watches its charge closdy. When Fafhrd is about to
acquire power that might take him far away from Lankhmar or gain something that might alow the thief to not
need his mage advisor things happen to quickly change that dtuation. Warnings are given to Fafhrd's enemies,
the hero is tricked out of his vagt riches, or the fates become unusually unkind for no reason Fafhrd can see. All
of these acts serve to drive Fafhrd right back to the caves and his ever helpful advisor.

Sheelba Of The Eyeless Face

Shedba of the Eyeless Fae is some type of femae, reptilian cresture; clearly from another universe. She never
shows al of her form because it would drive most heroes totally insane. She has come to Nehwon to live and is
very protective of the Gray Mouser and the city of Lankhmar. It is commonly known that demons (who can
perceive Shedbas red form) scream in horror when facing this wizardress and leave the plane of Nehwon for
al eternity.

(illusionist 20, druid 7)

Str 20 Dex 18 Con19
Int 19 Wis17 Cha7
AC?2 MR 50% MV 9
HP 150 AL N THACO7
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#AT 1 Dmg (by spell)

Shedba's magic is not of the directly destructive sort, for she is much better a summoning other crestures to
do her fighting for her. Shedba prefers the SAt Marsh because there are so many dangerous cregtures that can be
easly cdled upon to act on her behdf. There was a time when the Overlord of Lankhmar sent five hundred
troops to capture and bring back Shedba's hut. On the firs day out of Lankhmar hundreds of normally shy
swamp creatures attacked and killed one hundred of the troops. The brave commander kept the men out for a
second day. All of the troops ran when a house sized worm ate the commander and his war horse in one gulp.
Needless to say, the subject of the hut was never brought up in the Rainbow Pdace again.

Shedba lives in a hut a the heart of the Great Sdt Marsh. This magical congtruct is able to move 24' over the
marshy landscape and is the size of a palace inside, but gppears only to be a smal grass hut on the outside.
Shedba rardy lets anyone indde, preferring to look down from the dilts and talk to whomever vists her. The
hut aso has severa inter-dimensond portas that alow Shedba and others to travel to other universes. When
Shedbaisout of the hut, the magica device will not let anyone enter.

Shedba is extremely greedy and will never act unless there is a profit of some type to be had. Until recently
she has demanded much from the Gray Mouser, but that has changed dightly. She, like Ningauble of the Seven
Eyes, has come to redize tha her life is closdly tied to the success or falures of the Gray Mouser. Now, she
seeks to have the Gray Mouser close by, where he can be better kept out of planet wide deadly dangers. The
schemes of Shedba are turned towards keeping Mousa in Lankhmar and keeping Lankhmar as trouble free as
possible.

Moverl

Movarl Is the most famous hero on the planet. His name is revered by the forces of law and feared by the
minions of chaos. He is the overlord of the city of Kvarch Nar. Movarl often travels from the city on quests for
the powers of good.

Paladin 12

Str 18/51 Dex 17 Con 18
Int 14 Wis 18 Chal8
AC2 MR nil MV 9

HP 86 AL lg THACO09
#AT 312 Dmg 1d10 +2 (sword) +3

Besides his norma powers as a pdadin, he is totdly immune to fear and paralysis of any type. In combat he
uses Astrendan, atwo-handed sword +2 that instantly kills any undead creature it touches.

Movarl rides a huge white war horse with dmost human intdligence and the maximum &bilities of an anima
of that breed.

Plugh

Plugh is the most skilled fighter on Nehwon. This means he can easily use any warrior's weagpon known to that
world. He favors his magicd spear, but this weapon is so renowned that he often goes without it to keep his
identity secret. He is never without awide range of missile wegpons; from throwing daggers to heavy darts.

Fighter 15, Cleric5

Str 17 Dex 17 Con17
Int 14 Wis 17 Cha8
AC2 MR nil MV 9
HP 72 AL le THACO3
#ATT Dmg 2d6 + 4 (Spear) + 1

Congtantly searching for more and greater brawls has led to the myth that he is a bully and daring killer. Plugh is
actudly a careful, diligent bravo who only lives for the thrill of battle in dl its forms. He has been known to teke
on aband of knights whilewielding only asingle small degger.

Hunting only the best of the best, Plugh can be found in mgor cities across the world of Nehwon looking for the
toughest of warriors to face. His strange code of ethics has caused him to want to aways face his enemies man-
to-man.

Nehwon Mongers
Snow Serpent (Furred Snake)

There are forms of furred snakes to be found al over Nehwon. These creatures are warm blooded, but their fur
sarves a wide variety of unusua functions. The Snow Serpent of the bitter north uses its barbed hairs to gan
better traction on icy surfaces. This white serpent is the largest of al furred snakes and often reaches a 100 foot
length. The black furred snakes of the tropics hide perfectly well in the trees, but their air filled har is hghly
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useful in the water where they often find their prey. The brown furred snake can be found in the deserts and the
plains and its fur congtantly emits a poisonous oil that stings at a touch, making it difficult for other creatures to
pick up and est.

ACG6 No. 1 SZ 100 long  XP: 2,000

MV 9 ML 15 AL n Int Animdl
HD 10 HP 80 MR nil THACO011
H#AT 1 Dmg 1d10

Special Att/Def: Any successful attack roll alows the cresture to begin using its congriction ability on the
next round. The snake will coil 10% to 9% of it's body around the target and begin to crush it. For every three
feet of itslength used in this manner the snake inflicts 1 point of damage per round.

Salt Spider

This oversized spider is about the sze and color of a large boar. It has platesized suction pads on its feet
dlowing it to travel over any surface. It lives and thrivesin the great salty swampsin and around Lankhmar.

The spider makes huge webs in shdlow ponds and streams that flow through the marsh. These webs are amost
invishble and serve to trip the unwary. When attached to a web the prey usudly looses footing and gets even
more tangled. At thistime the spider legps out of hiding in the middle of the web and attacks.

AC6 No. 1-6 SZ4long XP. 275
MV 15 ML 11 ALn Int Animal
HD 3 HP 15 MR nil THACO17
#AT1 Dmg 1d8

Special Att/Def: The bite of a sdt spider is quite dangerous and any successful attack roll requires a save
versus poison to avoid degth.

Nehwon Ghoul

Nehwon ghouls are not undead. They ae a living, bresthing race of amost completely transparent, human
appearing beings. Their culture teaches them that any creature not of their race isfood for their table.

Their trangparent nature makes them completely invisible in shadows or darkness. In the light they appear & a
smoky shape with their bones barely visible. They weer little or no clothing and rely on their transparent nature
astheir protection. Their low armor classisareflection of thisfact.

The men of this race are bold, fierce warriors who throw themselves into battle singing proud war songs. The
women are dso warriors of kill, but are strangely attracted to human maes.

The wesgpons and equipment of this race are similar to those employed by norma humans. The men favor
large, double-bladed axes, while the women use either ashorter double-bladed axe or adim long sword.

AC6 No. 3-30 SZ 6 XP. 175

MV 12 ML 11 AL ne Int Averageto very
HD 3 HP 24 MR nil THACO017

#AT 1 Dmgvaries

Special Att/Def: Nehwon ghouls are transparent and 80% invisible in normd lighting. In near darkness, they
aretreated just asif they wereinvisible.

Behemoth

Imagine a killer whae with four stubby legs and no fins and you have the perfect image of a behemoth. These
mammas ae easly cgpable of crossing waer, marsh grass and quicksand. There are severd types, but each
verson aways attacks the largest living thing in any given group. The behemoth has a keen sense of smell and is
apersstent tracker.

AC4 No 1 XP: 5,000

MV 12, 18 sw ML 10 ALn Int Anima
HD 15 HP 85 MR nil THACO5
#AT 1 Dmg4d10

Special Att/Def: Nil

Bird of Tyaa
Although this avian closaly resembles a large raven, the Bird of Tyaa is much more powerful. Its wings, talons,
and besk have strength far beyond that of normal birds of the ssame size.
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The wild version of this creature will often fly to poisoned berry patches and coat their talons with the juices of
these berries.

These birds have a language of ther own that the priests of Tyaa understand. Because of this, the birds are
used as scouts and thieves. Birds of Tyaa can be trained to tell the difference between smple shiny objects and
highly valuable diamonds and jewels.

AC7 No.330 SZ1 XP.35 SZ 20 long
MV118f ML6  ALre IntLow

HD Y2 HP 4 MRnil THAC020

HAT 1 Dmg 1d4

Special Att/Def: There is a 50% chance that any given Bird of Tyaa will have poisoned claws (as described
above). In addition, they often dive toward their targets at great speed, gaining a+4 on their attack rolls.

Astral Wolf

Astral wolves are the ghostly spirits of wolves that have died hungry on any loney wasteland. Their ghosts
haunt the astral plane and congtantly seek to fill their ever empty belies. Astrd wolves roam the wastes al over
Nehwon. They look for single or paired travelers.

AC3 No.312  SZ4 XP 175

MV 18 ML 10 AL re Int Animal
HD 3 HP 24 MR nil THACO017
HAT 1 Dmg 204

Special Att/Def: When ther victims go to degp and more than five asra wolves gather, these beasts can pull
the spirit of a single human onto the astral plane. There, the human is attacked and torn apart. The captured pirit
has dl his wegpons and armor and fights just as he would on the prime materid plane. All the wounds the
wolvesinflict on the spirit form happen to the real body.

Water Cobra

The water cobra is a bold atacker, normaly feeding on fish and smal mammas When threatened its first
attack is towards the head of the creature. Its first two strikes are lightning quick bites designed to inject a poison
into its prey. After it has made two successful attacks the snake will dive and wait to determine if the cresture it
attacked isdead. If itsvictim lives, thereis a 75% chance that the snake will retreat to find easier prey.

Land versons of this cobra dso have the ability to change skin color to perfectly blend in with its surroundings
from moment to moment. The land verson aso has the ability to coil and leap up to five feet towards the
intended prey. Theland snake will only leap if the prey isin itsjumping range.

ACS8 No. 1-8 SZ4long  XP 175
MV 12 ML 9 AL n Int Animal
HD 3+3 HP 27 MR nil THACO017
HAT 1 Dmg 104

Special Att/Def: The water cobra is totdly invisble in water for it has the innate ability to change color and
match the shade of water it swims through from moment to moment. The creatur€'s hite injects a deadly poison
(saving throw applicable).

Marsh Vulture

The Marsh Vulture is one of the horrors of the swamp. Unlike its smaller cousins, this bird actively attacks
living creatures. These attacks are meant to drive man and beast dike into the quicksand and bogs of the marsh
so that the hirds can rip their now helpless prey apart wth their taons and savage besk. After the first few
atacks, the vulture swoops away, not expecting its prey to be killed. The bird has severa dangerous marsh arees
sdected and if the prey flees towards them they are not attacked. In this manner the vulture hopes to force a
victiminto the bogs.

AC6 No.25  SZ30 (wing) XP: 975
MV 3, 24l ML11  ALre Int Low

HD 8 HP50  MRnil THACO013

HAT 3 Dmg 1d10/1d10/2d20

Special Att/Def: The tadons and besk of this cresture are 0 dime encrusted that there is a 95% chance of
catching amarsh fever after a Single successful attack that draws blood.
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Devourer

The Devourer is an dien merchant from a magica dimension whose only purpose in life is to sl things. The
junkier these things are the better the strange mind of the Devourer likes them.

Each Devourer is a 20th leve Illusonist. Scout Devourers come to another plane and open single stores. These
stores are filled with seemingly wondrous magica items; dl a bargan store prices. Each of these items has
severa different types of illusons on them. If the audience for these goods is found to be large, nore and more
Devourers come onto the new plane and sdl more and more junk. Eventudly, on plane after plane, the
Devourers cregte dave planets where the inhabitants struggle to meet the mortgage demands on piles of magica
junk.

AC7 No. 1 SZ Vaidble XP: 4,000

MV 18 ML 12 AL le Int Exceptiona
HD 10 HP50 MR 24% THACO011
#AT 1 Dmg Specid

Special Att/Def: Devourers are al powerful spel casters (20th level Illusionists) and will use their magic to
grest advantagein al Stuations.

Cold Woman

Chopping or driking a cold woman with any weapon has no effect and al body pats tha ae severed
immediately reoin the parent body. Cold or ice based attacks cause her to regenerate 1 hit point for every point
of damage inflicted while fire or heat based atacks do +1 per die of damage Her body secrets a deadly acid
similar to that crested by ablack pudding.

A cold woman will plant eggs in the remains of bodies she does not eat. The eggs haich in 24 hours and
quickly eat the host bodies. Usudly, these eggs produce an ordinary white pudding, but there is a 10% chance
that they will produce another cold woman (known as cold spawn).

AC-2 No. 1 SZ 30 XP: 15,000

MV 9 ML 18 AL e Int Average
HD 16 HP 120 MR25%  THACO5
HAT 1 Dmg4-40

Special Att/Def: A cold woman has the spell casting powers of a 20th leve illusionist (but is limited in the use
of spdls to effects that mimic ice and snow formations). In addition, she can fire a cold ray that does 8d8 points
of damage and has a 60 foot range. Anyone struck by this horror must save versus paradyzation or be stunned for
4d8 rounds.



Norse Mythology

The Norsemen

By the time of his dsath in 814, Charlemagne had forged an empire that covered much of Europe. It included
what is now Northern Spain, the low countries of Belgium and the Netherlands, France, Audria, Switzerland,
West Germany, and Italy to well south of Rome. By any sandards it was a sgnificant redm, placing a huge
territory and a great diversity of peoples under the rule of asingle man.

It was aso awedthy, ponderous dominion ripe for plunder and the Vikings were just the people to do so.

Towad the end of Chalemagnes reign, his doman was dready suffering raids from the northmen's
longships. These seaborne atacks were as brutd and ferocious as they were unpredictable and fast. Fierce beests
caved on ther prows, a flotilla of longships filled with greedy and murderous warriors would simply appear out
of the morning migs. By nightfall, the town would be burning, many of its inhabitants dain, and the raiders
gone.

Two generations after Charlemagne's death, the ferocious attacks became so common that most people viewed
them as divine retribution for society’s sins. But Charlemagne's empire was not aone in suffering this scourge.
The fierce Viking marauders raided locations as far apat as Condantinople and York, overwhdmed cities as
powerful as Paris and London, and burned towns like Aachen and Cologne. In the second hdf of the Ninth
Century, they pillaged Tours six times. To the common man of the time it must have seemed like these fair-
haired killers caled no place but the sea their home. That was not the ese, however. They inhabited much the
cold, blesk land now thought of as Scandinavia, Norway, Sweden, and Denmak. In Norway and Sweden a
leedt, the interior landscape condsted of rugged, craggy mountains that made travel difficult and agriculture all
but imposshle. Therefore, most Viking villages were located near the coast, where deep fjords offered protection
from the harsh winter and shelter for fishing boats. Wherever they would find suitable land, they established
farms, and there was no doubt an &undant supply of game for fresh meat. Their homeland was rich in naturd
resources. ivory, pets, wood, and dl of the essentia items.

What caused a people possessed of these abundant resources to emerge so suddenly as such a far-ranging force
of dedtruction? One important factor was overpopulation. Scandinavia had long been a thinly settled wilderness,
but its population dowly and steadily grew. With its rugged inland mountains forbidding any maor expansion
beyond the coasta aress, the population eventualy reached the point of overflowing.

In addition to overpopulation, there were several cultura conditions which contributed to ther ferocity. Armed
with their knowledge of the sea the Vikings were far-ranging traders and merchants who acquired a taste for
monetary wedth — a taste which they soon learned to indulge through ransacking defensdless towns. Another
important factor was that most chieftains had several wives and many sons, but inheritance was only passed on
to the edest son. Consequently, a large number of dite warriors were forced to meke their own way in the
world. This dangerous condition, when combined with an inherent sense of adventure and their newly acquired
taste for wedlth, opened up the possibility of piracy on agrand scale.

Without their legendary longboats, however, the Vikings might have remained little more than bothersome
barbarians from the north. The longboat was a shallow-drafted gdley equdly capable of sdling the high seas or
a reaively shdlow river. A typicd model was 70 feet long and 16 feet a the beam. It could carry up to a 100
men who could man up to 30 oars. The vessel could make 10 knots under its single square sail, and was sturdy
enough to make stormy Atlantic crossings. At the same time, it was light exough to dragged overland for short
distances, and maneuverable enough to dip past shore defenses. It is not surprising that they often lavished the
best of their spirited at on these marvelous boats, carving the heads of majestic dragons or wild beasts upon the
prows.

The Vikings used these longboats for more than just hit and run raids They were aggressve merchants, trading
ivory, furs, and amber for glk, spices, glass, daves, and other goods in mercantile centers as far away as
Baghdad. The Norsemen, as they came to be cdled, dso established colonies in Irdand, lcdand, Greenland, the
low countries, France, and other European aress. After founding trading centers in the vicinities of the Volga and
Dnieper rivers, they eventudly merged their holdings and crested the Russan date. The Vikings were even the
first (albeit unsuccessful) colonists of America

Viking Culture

As fierce as they were, the Vikings were more than mere barbarians. Although they lived in villages scattered
dong the entire length of the Scandinavian shordine, they shared many traits tha mark them as beonging to a
common culture.

For most Vikings, life followed a smple pattern. After the snows meted in the spring, they would prepare
their fields and plant their crops. If the household was a wedthy one, this would be done with the aid of the
family daves. Then the men would turn their attention to the sea and go raiding, trading, or fishing while ther
young and women stayed at home to tend the crops and herds. In the fal, the men who had gone to trade or raid
would return home, hopefully laden with treasure. After the crop was harvested and the snows came, they would
turn their attention to hunting and teking pelts, either for clothing or trading. Although there were certainly many
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variations on this basic pattern, the lifestyles of most Vikings no doubt followed the same seasond petterns and
incorporated the same elements of constant outdoor adventure.

Condgdering this ruined lifestyle. it is no wonder that the Norsemen had a wel-developed spirit of self-rdiance
and independence. Although they acknowledged the classes of king, nobleman, freeman, and dave, they were
fiercdly individudigtic and firmly maintained that al Norsemen were equd. It was not uncommon for a goup of
Vikings to demonstrate this essentia truth by drowning or killing aking they no longer wished to follow.

Family ties were of great importance to the Vikings. The family was a large unit of kinsmen, including uncles,
brothers, and kinsmen. It stood together in al things, and to atack one member of it was to atack the entire
family. In the reverse, if one member of family committed a socid transgression, the consequences often fell on
the entire family. For indance, if a man killed someone, the killer's cousins might be called upon to pay blood-
money to the victim'’s family.

As the example above suggests, the Vikings had an eaborate code of laws. This code dlowed for divorce,
property holding among women as wdl as men, ordely inheritance, mutuad obligations between chieftain and
follower, and al of the other relationships necessary to the orderly functioning of a society. Generdly spesking,
in their legd code Vikings respected honesty, loyaty, honor, generosity, and individua freedom. Outside of the
legd code, they dso admired warlike prowess, hardihood, and courage. Notably lacking in ther legd code or
persond value system was any concept of mercy.

The lack of compassion among the Norsemen is probably a function of their outlook on ife, which seems as
bleek and cold as the dimate of their native land. Although they believed in a blisful after-world, Vahdla wes
a redm for warriors, and the only way to gain entrance was to die courageoudy in battle Here, wariors would
spend their days fighting and their evenings feasting. Even then, the refuge offered by Vadhdla was a temporary
one. All the men and gods were doomed to vanish in Ragnarok, a find, terrible battle in which dl the gods and
men were destined to perish. In the face of such certain doom, the only noble response was to fight honorably as
best one could, and to take what pleasure was availableinlife.

Mythology

According to Norse mythology, at first there was only a great void. To the north of the void was a region &
mist and ice, Nifleheim, and to the south a region of fire, Muspelheim. Where the two redms met, the heat
meted the ice and formed a great frog giant, Ymir. He creasted a race of giants and, from glacid ice, a cow to
fead them.

The cow was fed on briny ice and, as she licked the ice, she uncovered a being name Buri. Upon being
uncovered, Buri immediately produced a son, Bor, who had three godly sons, Odin, Vili, and Ve. As soon as the
giants became aware of the gods, they darted a war, which was ended when the three gods killed Ymir. After
killing Ymir, Odin and his brothers made the earth from the frogt giant's body and the vault of the heavens from
his skull. From the maggotsin Y mir's body, they created dwarves.

This done, Odin and his brothers crested the home of the gods, Asgard, in the plane of Gladsheim. Then Odin
created more gods, the Aesr, to populate Asgard. Another group of gods, the Vanir, appeared either shortly
before or after the Aedr. Their origins are rather mysterious, but they seem to have populated Vanaheim, a land
close to Asgard. For a time, a terible war raged between the Aesir and the Vanir. A peace was findly aranged
when the two groups agreed to exchange hostages. The Vanir sent Niord, Frey, and Freya to live with the Aesir,
and the Aesir sent Hoenir and Mimir to live with the Vanir.

After establishing themsdlves in Asgard, Odin, Vili, and Ve created the fird man, Ak, from an ash tree. They
created the firsd woman, Embla, from an em. Then Odin gave them each a spirit, Vili endowed them with ther
five senses and the ability to move, and Ve gave them life and blood.

The entire plane of Gladsheim is supported by a giant ash tree, Yggdrasil. Its roots extend to Niflehem (now a
frozen netherworld), Jotunheim (home of the gants), Midgard (earth), and Asgard itsdf. The Midgard serpent
surrounds the earth, devouring anyone who attempts to pass out of Midgard. Another giant serpent, Nidhogg,
gnaws at the roots of the tree. When he findly killsthe tree, at the end of time, the entire structure will collapse.

As Nidhogg gnaws away the last root of Yggdrasil, the giants and their dlies will rise up againgt the gods. In a
terrible battle caled Ragnarok, they will defest Odin, the other gods, and dl the great warriors who have bemn
livingin Odin'shal of Vahala At thispoint, Y ggdrasil will collgpse and the cosmos will cometo an end.

New Spells
Berserk (Enchantment/Char m)
Fifth Level Priest

Sphere: Charm

Range: 50

Components. V, S
Duration: 1 round/level
Cagtingtime: 1

Areaof Effect: 1 persorvlevel
Saving Throw: negetes



When a berserk spdl is cast upon a group of wariors, they change into the shgpes of bears, dthough they
retain the hands and eyes of men and continue to wield wegpons. In this sae, they lose dl fear of desth and
enter a killing rage. They mugt attack any enemy they see and cannot be given any orders. Thus, any hope of
coordinating an attack is completely lost. Due to ther blind rage, they suffer a 4 modifier on ahility checks
involving Intdligence, Wisdom, or Charisma

During the duration of the berserk spdl, the warriors are immune to the following clerica spells: charm person
or mammal, dl spells in the charm sphere, protection from evil, protection from evil, 10' radius and dispd evil.
They ae dso immune to the following Wizard spels protection from evil, protection from evil, 10' radius
repulsion, al spdls in the enchantment/charm school, and al spells in the illusion/phantasm school. In addition,
they receivea+ 2 modifier on dl saving throws versus magic spdlls.

While under the influence of a berserk spell, the warriors receive a +4 adjustment to their Strength score, with
the accompanying modifiers to their attack and damege rolls, and their AC is modified by a + 2 (so that, for
example, AC 4 becomes AC 2). A berserk spdl prevents the warriors from having to make a morde check, and
renders them immuneto fire damage.

Warriors who die while under the influence of a bersark spell are assured of a place in Vdhala This spell can
only be cast on fighters, and only if they are willing recipients.

New Magic Items
Sword of the Giants

When Beowulf followed Grendd’s mother into her watery lair, he found his own sword would not injure her.
Fortunately, the glowing sword of the giants happened to be hanging on the wal where he could seize it. This
sword accomplished what his own could not, and he dew the fierce ogress. It is not known what later became of
the sword.

The snord of the giants is a vorpal sword +5 that dows with a constant golden light. In addition, it acts as a
ring of free action and allowsiits possessor to breathe weter.

Sword of Odin

During a banquet one day, a myderious dranger (Odin in disguise) brought this gleaming sword to the
Volsung's hdl and plunged it into a living tree, saying that whoever could remove it could have it. Only the hero
Sigmund could pull it free. He later used it to avenge a terrible wrong done to his family, then passed it on to his
son, Sigurd. Sigurd made good use of the wesgpon, using it to day the dragon Fafnir and rescue the Vaerie
Brynhild from her imprisonment in a ring of fire. Unfortunately, the sword seems to have been logt after Sigurd's
death.

The sword of Odin is a dragon dayer (see DMG), forged by the dwarfs of Asgard for the purpose of daying
red dragons. While the sword is normdly a +3 wegpon, againg these terrible beasts it becomes a +5 wegpon and
does triple damage. The sword of Odin dso shidds its bearer againgt fire damage, whether normd or magical. It
can only be wielded by one of lawful good aignment.

QOdin (greater god)

Often referred to as the "All-Fether," Odin (sometimes caled "Woden," "Othinn," or "Votan") is the leader and
creator of the Norse pantheon. Along with his brothers, Vili and Ve he dew the great frogt giant Ymir and mede
the earth out of the giant's body. He aso, directly or indirectly, fathered most of the Norse gods and helped
cregte the fird man and woman. Odin’s first concern is bettle, but he is dso the god of knowledge wisdom,
poetry, and inspiration.

Odin has many powers. When stting on his throne in the hal Vaaskidf, Odin can see anything happening
anywhere. He can use teepathy (as the spel) on any being within three hundred miles of one of his avaars and
he can inspire a berserk rage (as the spdl above) in up to 1,000 men a a time. Odin is dso an accomplished
magician, and can use any wizard spdl as an 18th level wizard. He possesses a magic ring, Draupnir, which
produces a non-magica twin of itsef every night. This twin is worth 3,000 gp on the open market. Odin adso
caries a rune wand which has the following powers It functions as a rod of rulership can summon 1d4
dementals of Odin's choice, can store 12 spdls of his choice, drain 6 life levels and 100 hit points from anyone
but Odin who touchesiit, and cause the instantaneous death of any mortal.

Unlike most greater gods, Odin cannot raise the dead, and can himsdf be killed (but only during Ragnarok).
Hedling anyone forces him into a deep deep for 1d10 days. Odin rardly uses this heding power, as Loki has
demonstrated a great propensity for causing trouble when Odin is indisposed.

In his true form, Odin appears to be a man of about fifty with a patch over one eye (he traded the missing eye
for a draft from the Wdl of Knowledge). He has a bad head and a long gray beard, and usudly wears a gray
tunic beneath a hooded cloak of blue. He is often accompanied by two old wolves and two ravens which perch
on his shoulder.

Roleplaying Notes: Heroic, proud, and stern, Odin resembles the typical Norse chieftain in temperament and
outlook. He is primarily concerned with power — his own in Asgard, and that of his worshipas in Midgard.
Only two things will make Odin angry with aworshiper: helping agiant or losng a bettle.
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Odin has saverd animds tha ad him in mantaining his dominion over both redms. Perhgps the most
impressve of these are Freke and Gere, two aged wolves with graying muzzles who wander the planes gathering
information for him. These wolves can teleport a will throughout Gladsheim, can see any hidden object, and can
sense dl things magicd. (AC 4, MV 24, HD 9, HP 72, AT 1, Dmg 2d10, MR 25%, INT very, ML 18, AL n, &Z
6, XP: 2,000.)

In addition, he has two ravens, Hugin (thought) and Munin (memory) who perch on his shoulder. Odin uses
them as spies and messengers, sending them on various tasks to the far parts of Gladsheim. He can see through
their e/es or speak through their besks, and often uses them to gather information on particular aress of interest,
or to warn his worshipers of impending attacks. They can teleport to or from any location in Gladsheim, and are
immune to magica control. (AC 2, MV 1/48f, HD 4, HP 28, AT 1, Dmg 1d8, MR 30%, INT very, ML 18, AL n,
SZ 3, XP: 975.) Omens from Odin are usudly delivered by hisravens.

Odin rides an eight-legged steed named Seipnir. This magica horse can move across any surface (including
water) and fly through the air. Seipnir can dso teleport to or from any location in Gladsheim, and alows no one
to mount him without Odin's permisson. (AC -1, MV 24, HD 16, HP 128, AT 4, Dmg 2d10, MR 25%, INT
very, ML 18, AL In, SZ 12’, XP: 13,000.)

Statistics: AL cg; WAL any; AoC war, wisdom, poetry, knowledge; SY blueeye.

Odin’sAvatar (fighter 20, wizard 12)

Odin's avatar usually takes the form of an old man with an eyepatich and a douch hat. He carries Gungnir (see
below) as if it were nothing more than a waking stick. If sent to Midgard to fight a battle, however, the avatar
takes the form of a splendidy muscled man wearing sted armor. He can draw upon any school of magic for his

spells.

Str 24 Dex 20 Con 18

Int 20 Wis20 Chai8

MV 18 SZ6 MR 50%

AC-3 HD 24 HP 192

HAT 2 THACO-3 Dmg 1d6 + 5 (spear) + 12

Special Att/Def: Odin's avatar caries Odin's spear, Gungnir. This + 5 wegpon has severa specid abilities in
battle, it points a the most powerful enemy; when held doft, al enemies who can see it are druck with fear;
anyone alowed to touch the spear is blessed with a double effect prayer; anyone tha touches the wegpon against
the avatar’ swill is polymorphed into an ant (save to negate).

Duties of the Priesthood

To be a priest of Odin, one must be a chieftain of a tribe. Odin's priests mugt like fighting. In addition, they
must be good tacticians and leaders of men. They must dways bein thefront lines during battle.

Requirements AB must meet requirements for fighter class, AL any; WP any; AR a SP dl, animd, combat,
divination, elementd, protection, summoning; PW 1) one extra hp per leved; 10) THACO of fighter of same
level; TU turn.

Frigga (intermediate god)

Frigga is the goddess of the clouds, sky, maried love, and wives. In her role 8 goddess of married love, she is
sometimes prayed to for fertility. Frigga is the second but principal wife of Odin, being the mother of Bader,
Hoder, Hermod, and Tyr. She can foretdl the future, and has the power to control al forms of weether, to view
any area tha has a breeze blowing through it, to assume the form of any flying animd, to spin flax into gold, and
to make any husband fal madly and permanently in love with his wife. In her true form, she is a mature woman
of great beauty.

Roleplaying Notes: Though permitted to share the throne with Odin, Frigga spends most of her time in her
house, Fensdir, spinning golden thread or weaving multicolored clouds. She often sends her avatar to attend to
the welfare of mortd wives, either taking vengeance on crud husbands or asuring deserving worshipers of a
blissftul marriage. Her wishes often conflict with those of her warrior husband, and she will not hesitate to resort
to trickery to get her own way.

Statistics: AL In; WAL any lawful; AoC sky, domedtic life; SY spinning whed.

Frigga's Avatar (wizard 16, bard 10)
Friggds avatar is a beaudtiful, somewha matronly woman. She can cdl upon any school of magic for her

spells.

Str 18/76 Dex 18 Con17
Int 18 Wis17 Cha19
MV 15 5 MR 25%
AC?2 HD 16 HP 128



HAT 1 THACO5 Dmg 1d4 (dagger) + 4

Special Att/Def: Friggds avatar wears a necklace of black opals that will charm anyone within sight of it
(save to negate). Any being struck by her dagger must save versus paralyzation or be carried 2 miles away by a
powerful wind.

Duties of the Priesthood

Priests of Frigga must be married women. They are expected to watch over their home and set a good example
for other wives by not letting their husbands stray too far out of the marital fold. If the husband of a priestess of
Frigga practices the common Norse custom of taking a second wife, the prietess must divorce him immediately.
They must also serve as midwives.

Requirements AB dandard; AL any lawful;, WP dagger, cdub; AR g SP dl, animd, cham, credion,
divination, plant, sun, weather; PW 1) detect lie 10) summon storm (doing 1d6 points of damage to dl exposed
people and Structures, lasting 1 turn/leve); TU nil.

Thor (intermediate god)

One of the most popular gods of the Norse pantheon, Thor is the god of thunder, westher, and crops which are
unusudly vulnerable to the climate. He is dso well known as a warrior, for he has batled many monsters on the
behdf of Midgad and his felow Asgardians. He has complete control over the westher, and s0 is sometimes
worshipped by merchants who depend upon his good graces to make long trading voyages safe. At will, he can
control any lightning bolt (netura or magicd) in Midgard. He rides through the ar in a chariot pulled by two
magic goats, Tanngrisner and Tanngjost. If dain, these goats magicdly regenerate a dawn the next day. When
widding his magic hammer, Mjolnir, Thor can breek aty object. He usudly wears a magicd girdle
Meginjarder , which gives him a Strength of 25. Thor isalarge, red-bearded man, usualy dressed in chain mall.

Roleplaying Notes. Thor is direct, uncomplicated, strong, loud, and has a tremendous gppetite for drink and
food. He is a specia friend of mankind, and there is 2% chancellevel that fe will send his avatar to aid one of his
priests in dire need of help. Omens from Thor are usualy associated with the weather, especidly thunder,
lightning, and storms.

Statistics: AL cg; WAL any good; AoC thunder, westher, sky, crops, SY hammer.

Thor’sAvatar (warrior 20, priest 15)

Thor's avatar is a huge, redbearded man. He often carries Mjolnir, which can be thrown up to 200 yards and
never mises, returns to the thrower’s hand in the same round, can cast 100 points of lightning bolts per day
(broken up any way wielder desires), and requires a Strength of 25 to lift and wield. Thor's avatar can call upon
the sun, elemental, or weather spheresfor his spells.

Str 25 Dex 18 Con18

Int 18 Wis 18 Chal9

MV 18 <ZT MR 30%

AC-2 HD 18 HP 160

#AT 3 THACO1 Dmg 1d8 + 5 (hammer) + 14

Special Att/Def: Thor's avatar can be hit only by magical +1 or better wegpons. When in Midgard, he carries
Mjolnir, and wears both Meginjarder and the glove Jarn Grieper which alows him to attack three times per
round and renders him immune o fire.

Duties of the Priesthood

Priests of Thor must be brave, friendly, and honest. They may never back down from a chalenge unless it is
made smply to force them into certain desth.

Requirements AB sandard, but Str of at least 16; AL any non-evil; WP hammer; AR a SP dl, cham,
combat, eementd, protection, sun, weather; PW 5) summon rain in a 1 acre aeg, 12) lightning dgrike for
1d4/leve; TU turn.

Sif (intermediate god)

Sf is the goddess of excdlence and skill, as wel as being a superb warrior-woman. Married to Thor, she is
adso the embodiment of conjugd fiddlity. Loki once played a crud trick on her by cutting off al of her beautiful
golden har. When Sif's angry husband came to take revenge, Loki was forced to replace the hair with locks of
red gold which grew just like true hair. This har had been crafted by a pair of clever dwarves who, flushed with
their success, went on to create many other wondrous items, such as Thor's hamme Mijolnir, Odin's spear
Gungnir, and hisring Draupnir .

Sf has the power to rase any character one leve. She sddom does this, however, and will never grant this
boon to an individud more than once in their life. In her true form, Sf is dender woman of great beauty. She has
locks of pure gold, and often carries along sword with her.
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Roleplaying Notes: Sf looks after young warriors and al those dedicated to excelence in ther pursuits.
When such an individud is in dire need of &d, there is a 1% chance per level that she will send her avatar to
help. If the individud is capable of widding the avatar’s sword, the avaar will leave it behind as a souvenir of
Sf'shlessing.

Statistics: AL og; WAL any good; AoC excdlence SY uprdsed sword.

Sf'sAvatar (warrior 18, bard 16)
Sf's avatar is a beautiful, goldenhaired warrior maiden. Her sword cannot be wielded by anyone with a
strength of less than 18/01. She can draw upon any school of magic for her bard spells.

Str 18/00 Dex 18 Con 18

Int 18 Wis 18 Cha20

MV 18 SZ6 MR 35%

AC-2 HD 18 HP 144

#AT 2 THACO03 Dmg 1d8 + 3 (sword) + 6

Special Att/Def: Any being hit by Sf's avatar must save versus pardyzation or be incapacitated. This effect
lasts until Sif wishes it dispelled. Any spell from the enchantment/charm school or charm sphere that is cast
upon Sif's avatar rebounds on the caster. Her sword +3 renders her invulnerable to spels from the
illusion/phantasm schoal.

Duties of the Priesthood

Priests of Sf must be dedicated to excdlence in al things. If they are married, they must dways behave within
the boundaries of the conjugd relationship.

Requirements AB sandard; AL any good; WP any; AR a SP dl, charm, comba, divinaion, eementd,
protection, summoning; PW 5) raise one ability score of player’s choice by one point; 10) advance directly to
11thleve; TU nil.

Aegir (intermediate god)

Although more closdy related to the giants than either the Aesir or the Vanir, Aegir is the god of the ocean and
personification of its strength for good or ill. He lives in a great castle on the bottom of the ocean with his wife,
Ran, and their nine daughters Aegir is sometimes caled "Alebrewer" because he often throws feasts for his
friends, the Aedr. Aegir has the power to create or quell storms at sea In his true form, he is a giant standing
sxty feet tal. He has a long gray beard, and caries a tree-Szed club carved in the shape of a maiden which can
ddliver 4d10 points of damage to structures or beings.

Roleplaying Notes: The only predictable thing about Aegir is thet if ship ceptains don't offer a vauable
sacrifice to him when beginning a voyage, they are certain to fed his wrath. When he decides to sink a ship, he
often sends his avatar to smash it to bits with his club. Other times, he smply destroys it with a terrible storm.
He looks with favor upon raiders and pirates. If such men make the proper sacrifices to him, Aegir is 10% likdy
to aid them with favorable winds, or to conced their approach with astorm or fog.

Statistics: AL cef WAL any; AoC seg; SY rough ocesn waves.

Aegir'sAvatar (fighter 16, priest 14)
Aegir's avatar is a burly old man with a crazed expresson. He can draw upon the westher sphere for his spells
and can invoke spells of the dementa sphere which ded with water.

Str 19 Dex 18 Con 18

Int 15 Wis 15 Chal8

MV 12, 15 sw 8 MR 20%

ACO HD 16 HP 128

#AT 2 THACO5 Dmg 1d8 + 4 (club) + 7

Special Att/Def: Anyone hit by the avatar’'s club must save versus death or fal unconscious The avatar can
shoot a stream of sdt water from his mouth, doing 1d10 points of damage up to a range of 20'. He has complete
freedom of movement and bresthing in any watery environment.

Duties of the Priesthood

To be a priest of Aegr, a man must be a ship captain. Such men are fighters who worship Aegir and have been
granted a few clericd powers on the side. (They are not consdered dud- or multi-class, they are smply fighters
with extraordinary powers.)

Requirements. AB fighter; AL any; WP any; AR b; SP dl, weether, divination, guardian; PW 1) use spdls as
apriest; 10) bresthe water; TU nil.



Baldur (intermediate god)

The son of Frigga, Badur is the god of beauty and charisma He is dso a warrior of considerable ill, and &
as wise as he is handsome. He often serves as the patron of sages. As a young god, Badur had dreams of doom,
0 his mother extracted promises from al things not to injure him, overlooking only mistletoe. The gods take
great delight in his resulting invulnerability, and often make contests of bouncing axes and spears off his chest.
Unfortunately, Loki plans to kill Badur one day with a spear made of mistletoe. Badur has the power to
increese the Charisma of any being to 18. Roleplaying Notes: Despite his atractiveness, Badur is not a van
god. He is loyd to Odin and the other Aedir, and never fails to fulfill his obligations to them. When an ugly man
or woman demondrates his worth by peforming a sdf-sacrificing deed of grest importance, Badur often
rewards the individua by increesng his or her Chaisma to 18. Omens from Bddur are usudly ddivered by a
handsome or beautiful member of the opposite sex.

Statistics: AL ng; WAL any non-evil; AoC beauty and charisma; SY gemencrusted chdlice.

Baldur’sAvatar (fighter 14, bard 14)
Bddur's avaar takes the form of an incredibly handsome fighter. He can cdl upon any school of magic for his
spells. More often than not, heis followed by an entourage of several hundred women.

Str 18/00 Dex 18 Con 18
Int 18 Wis 18 Cha2l

MV 15 SZ 6 MR 30%

ACO HD 14 HP 112

HAT 2 THACO7 Dmg 1d8+2 (sword) +6

Special Att/Def: Badur's avatar cannot be injured by any attack (even magic) not utilizing mistletoe as its
magjor component. Morta femdes looking upon the avatar must save versus pardyzation or become permanent
worshipers of Baldur, aandoning their homes, families, and countries to follow the avatar wherever he goes.

Duties of the Priesthood

Although priests of Badur must themselves be extremely handsome or beautiful, they are expected to treat the
less fortunate with compassion and kindness.

Requirements AB dandard, but minimum Cha of 16; AL any non-evil; WP any; AR a SP dl, cham,
divination, protection, summoning; PW 5) rase Cha to 18; 12) members of the opposite sex who look upon the
priest must save versus spells or be permanently charmed (as per the spell) by the priest; TU nil.

Bragi (intermediate god)

Bragi is the god of poetry and song. The son of Odin and Gunlod, Bragi was born in a stdactitehung cave, put
aboard a boat made by the dwarves, presented with a magic golden harp, and set adrift. As the boat floated out of
the cavern, Bragi took the harp and began to play the song of life With his song, he has the power to make
plants grow and bloom, and to charm any animd into doing his will. In his true form, Bragi resembles an old,
white-bearded man with asparklein hiseye.

Roleplaying Notes: Whenever people sing or recite poetry, they are worshipping Bragi. Since this is a
favorite pastime in amost every hdl, Bragi never lacks worshipers. He is a specid friend to bards, often
reveding to them the location of secret treasures. Mot often, this revelation occurs as a sudden indght while the
bard is dnging before a large crowd. If the bard interrupts his song, however, he immediately forgets the location
of the treasure.

Statistics: AL ng; WAL any; AoC poetry, music; SY harp.

Bragi’sAvatar (bard 20)
Bragi’savetar is an old man with along beard. He can call upon any school of magic for his spells.

Str 18/83 Dex 19 Con 16

Int 18 Wis 18 Chal8

MV 15 SZ 6 MR 25%

AC1 HD 22 HP 176

#AT 1 THACO-1 Dmg 1d6 (sword) + 4

Special Att/Def: When the avatar sings, al crestures within earshot must save versus spells or fal under his
control (as per the domination spell). He aso carries a harp which modifies any cresture's saving throw by -4
whileit isbeing played.

Duties of the Priesthood
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Mogt often, the village storyteller is a priest of Bragi. It is his duty to preserve knowledge of the gods and the
past, passing it from generation to generation through heroic bdlads and poems. It is permissble for a human
worshiper of Bragi to advance as a multiclasspriest/bard.

Requirements. AB must meet both priest and bard requirements, AL any non-evil; WP club, bow and arrow;
AR a SP dl, charm, divination, heding, protection; PW 3) faultless memory (can recal anything heard); 12)
dominate (as domination spell) with song; TU nil.

Forseti (intermediate god)

The wisest and most eoguent of the Aedr, Forseti serves as the god of justice and the arbiter of divine
disputes. No one has ever found fault with one of his decisions, and Odin often ca Is upon him to decide matters
in which the chieftain of the gods feds he cannot be impartid. Forseti lives in Asgard in a radiant palace caled
Glitnir. Forseti knows when a lie is spoken anywhere in Gladshem and has the power to make any morta
anywhere spesk the truth, whether the individud wishes to or not. In his true form, Forseti is a handsome man
dressed in atunic of gold and breeches of Slver.

Roleplaying Notes: Forseti is most concerned with justice and truth. Whenever a body of men gahers to
make laws, there is a 10% chance that Forseti's avatar will come to aid them. If this body is making laws thet
afect more than fifty thousand people, his avatar is sure to gppear a the meeting disguised as one of the lords
who has a right to attend the meeting. There is a 10% chance that he will send his avatar to ad those trying to
throw off the rule of an unjust tyrant.

Statistics: AL Ig; WAL any good; AoC justice SY scdes.

Forseti's Avatar (priest 16, fighter 12)
Forseti's avatar takes the form of an ordinary looking man, save that he seems unusudly cam and sure of
himsdlf. He can draw upon the all, charm, combet, divination, and protection spheresfor his spells.

Str 18/00 Dex 18 Con 18

Int 19 Wis19 Chal8

MV 15 SZ 6 MR 35%

AC?2 HD 16 HP 128

#AT 3/2 THACO05 Dmg 1d8+5 (sword) +6

Special Att/Def: When the avatar swings his sword a a being who has spoken a lie within the last seven days,
it never misses. Otherwise, the weapon functions as an ordinary smord of sharpness +5. Any being questioned
by Forseti’ s avatar finds himself answering honestly.

Duties of the Priesthood

Forseti's priests often serve as advisors to their chieftains, and are sometimes entrusted with full authority to
adminiger the law. They must aways be far and condgtent in their advice or decisons, avoiding any temptation
to usetheir positionsto further their own interests.

Requirements AB dandard, but minimum Wis of 16; AL Ig; WP sword, AR a SP dl, cham, combat,
divination, protection; PW 5) detect lie (no save); 12) ask one question per week of Forseti; TU turn.

Frey (intermediate god)

Frey is one of the Vanir sent to Asgard to guarantee peace between the Vanir and Aesr. He is a god of fertility,
providing men with sunshine, rain, peace, joy, and happiness. Frey is adso a patron of married couples, horses,
and horsemen. Like many mae gods, he is a skilled warrior. He has a fabulous ship given to him by the dwarves,
Skidbladnir. Resembling a cloud in appearance, this ship can cary dl the gods at once, travel to any place in
Gladsheim ingtantaneoudly, and can be folded up to fit in Frey’s pocket when not in use. Frey has the power to
bring sunshine or rain to any place in Midgard, to make plants grow, to give any married couple conjugd bliss,
and to command any horsein Midgard. In his true form, Frey resembles a handsome young man.

Roleplaying Notes: Although a capable fighter, Frey prefers the joys of peace and will dways seek a
nonviolent solution before resorting to combat. He is the patron of peaceful mortals, and will often send his
avatar to aid those who have become imperiled through their efforts to maintain peace. Most of Frey's temples
have vast pastures of grazing horses nearby. To ride one of these horses is to offend the god. Omens from Frey
usualy take the form of rain and storms, but can aso be ddlivered by horses.

Statistics: AL ng; WAL any non-evil; AoC sunshine, rain, fertility, horses; SY ship-shaped cloud.

Frey'sAvatar (fighter 14, priest 12)
Frey's avatar is a handsome young man. He can cdl upon the dl, animd, charm, credtion, divination, plant,
sun, and wesather spheresfor his spells.

Str 19 Dex 18 Con 18
Int 18 Wis 18 Chal8



MV 15 SZ 6 MR 25%
AC?2 HD 14 HP 112
HAT 2 THACO7 Dmg 1d10 + 3 (sword) + 7

Special Att/Def: Any being struck by the avatar’s sword must save versus spells or lose al desire to fight. No
horse will ever ride into battle againgt Frey's avatar. He can summon or dispel any rain clouds in his sight in the
space of 1 turn.

Duties of the Priesthood

Priests of Frey are expected to do what they can to keep the peace. They are adso cdled upon to perform
marriagerites.

Requirements AB dandard; AL any good; WP sword, club; AR g SP dl, animd, cham, divination,
protection, sun, weether; PW 5) charmhorses; 10) dispd or call rain over one acre areaper level; TU turn.

Freya (intermediate god)

Freya is the goddess of love, unbridled passion, and human fertility. Like her twin brother, Frey, she is one of
the Vanir sent to guarantee peace with the Aesir. In the sense that passion is a hot, consuming emotion, she is
aso associated with fire. She is the patroness of a type of magic called "saithr,” in which the sorceress enters a
trance in order to answer questions about the future. As the goddess of fertility, Freya also looks after women in
labor. She has the power to kindle passion in any being, to control fires anywhere on Midgard, to see the future,
to bless any woman with a child, and to dleviae pain and injury. Freya aso has a beautiful fur-lined cloak that
alows her to turn into afalcon. In her true form, Freyais a voluptuous woman of entrancing beeLtty.

Roleplaying Notes: Freya is a rather vain goddess who enjoys flattery-though she is far from foolish enough
to beieve it. She is not aove usng her looks to acquire what she wants, such as her pricdess necklace,
Brisngamen.

Statistics: AL n; WAL any; AoC love, passion, human fertility; SY firein shgpe of awoman.

Freya' sAvatar (wizard 16)
Freyds avaar takes the form of an unbdievably voluptuous, beautiful woman. She can cdl upon the
abjuration and enchantment/charm schools of magic.

Str 18/76 Dex 18 Con18
Int 18 Wis 18 Cha20

MV 15 SZ5 MR 25%

AC4 HD 16 HP 128

HAT 1 THACO5 Dmg 104+10 (dagger) +4

Special Att/Def: Any being druck by the avatar's fiery dagger must save versus pels or burgt into flames
(suffering 2d10 points of damage). These magicd flames continue to burn until a successful dispe magic is used
on them. Any maewho looks on the avatar must save versus spells or be charmed by her.

Duties of the Priesthood

Priestesses of Freya are dl "sdithr,” itinerant women who travel the countryside telling fortunes. These women
are sddom welcomed into a village by wives. They have the ability to change themsdlves into horses, in which
state they have been known to commit acts against the law for human beings.

Requirements. AB sandard, but must be a woman of minimum Cha 15; AL any chaotic; WP daggers AR g;
SP dl, anmd, cham, cregtion, divination, heding, necromanticc PW 3) polymorph sdf into horse form; 6)
predict the future of any individua with 10% per level accuracy (95% maximum); 9) creste one philter of love
each timethey advancealevel; TU nil.

Heimdall (intermediate god)

Heimddl is the god of the dawn light and guardians. He is the son of Odin and nine giant ssters. Heimdall was
born on the horizon and nurtured on the strength of the earth, the moisture of the sea, and the warmth of the sun.
He has the power to see a hundred miles by day or night, and his hearing is so senstive that he can hear grass
growing in Midgard. Heimdall lives in a greast castle located atop the bridge Bifrost, which connected Midgard
and Asgard before it was broken during a terrible battle. In his true form, he is a strapping warrior in white
armor. He carries a flashing sword and the famous darm horn, Gjallerhorn

Roleplaying Notess Heimdadl's main duty is guarding the rainbow bridge, Bifrost. He will not dlow anybody
to cross it without Odin's express permisson. He is the one who will summon the other gods to Ragnarok by
blowing upon Gjallerhorn Heimddl is the sworn enemy of Loki, and will dways send his avatar to aid mortals
caught up in the mischief god's plots.

Statistics: AL In; WAL In; AoC light and guardianship; SY horn.
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Heimdall'sAvatar (fighter 18)
Heimdall’' s avatar isaburly warrior dressed in gleaming white armor.

Str 22 Dex 19 Con 18

Int 18 Wis 18 Chal7

MV 15 SZ 7 MR 25%

AC-3 HD 18 HP 144

#AT 2 THACO3 Dmg 1d8+5 (sword) +10

Special Att/Def: Heimdal's avatar aways attacks with surprise. He carries a vorpal sword +3 +5 versus frost
giants. His white plate armor +3 prevents him from being hit by any weapon of lessthan +3.

Duties of the Priesthood

Priests of Heimdal serve as guards for kings and other powerful men. They are expected to be unswerving in
their duty, and must never dlow someone to pass a post under their guard without their master’s permission.
Heimdal’ s priests hold bridges sacred and must avenge any act that destroys one.

Requirements. AB must meet fighter requirements, AL any lawful; WP sword, spear; AR a SP dl, combat,
divination, guardian, protection, summoning, sun; PW 5) see up to 100 yards in night or day (any wesather); 10)
hear any sound within 500 yards; TU turn.

Hel (intermediate god)

Hel is the goddess of desth. She receives the spirits of those who die by diseases and old age, locking them
behind the impregnable walls and gates of Nifleheim, the land of migts. Located beneath the roots of Yggdrasl,
Nifleheim is not a relm of eternd punishment. Nevertheless, it is not a plessant place, either. It is a land of
eternd cold, mist, and darkness.

Hel can cause plagues and pestilence upon Midgard with a wave of her hand. Any nortd looking upon her
face fdls ill, suffering a permanent loss of 5 hit points per round until a cure disease spdl is cast on them. Even
dter the cure, the victim never recovers the logt hit points. In her true form, Hel is a Satuesque woman
completdy white on the left sde of her body and black on the right sde. The white sde of her face has no
features.

Roleplaying Notes: He is a grim and fierce goddess mercilesdly dgriking down those who offend her.
Occadondly, shefindsamortal man atractive and will send her avatar to fetch him.

Statistics: AL ne, WAL any; AoC degth, disease; SY her face.

Hed'sAvatar (priest 15, fighter 16)
Hel's avatar takes the form of a woman of swarthy complexion, with coarse, black hair. She can draw upon the
al, animal, charm, combat, creation, divination, hedling, and necromantic spheresfor her spells.

Str 18/76 Dex 18 Con 18

Int 18 Wis 18 Chal8

MV 18 SZ 6 MR 35%

AC-2 HD 18 HP 144

#AT 2 THACO3 Dmg 1d8+3 (sword) +4

Special Att/Def: Any being coming within 20° of the avaar must save versus death or suffer 3d10 points of
damage from her aura. Any being hit by the avatar's sword must save versus death or contract a disease that
causes 5 points of damage each round until cured. The avater cannot be hurt by any materid wesapon, and her
kiss causes death (no saving throw allowed).

Duties of the Priesthood

All priests of Hd must be women. Those of good dignment generdly devote themsdlves to placaing the
goddess for the good of their village. Those of evil dignment use their powers for the acquistion of persona
power. Both dignments are called upon to supervise the buria or cremation of the deed.

Requirements AB sandard; AL any; WP sword, poison dats, AR ¢ SP dl, charm, creation, divination,
hedling, necromantic; PW 5) immunity to disease and poison; 10) speak with any person who has died in the last
10 years; 15) take only half-damegefrom physical attacks, TU turn (if good) or command (if evil).

Idun (intermediate god)

Idun is the goddess of spring. She is married to Bragi, the god of poetry and song. Idun is dso the goddess of
youth, and the keeper of the golden apples which keep the gods of Asgard young. The body of anyone eating one
of these apples becomes 10 years younger. Of course, Idun and her apples are coveted by races other than the
Aedr, and the giants are congtantly trying to kidnap her. Idun has the power to dow or reverse te aging process
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in any being, or to awaken any dormant or deeping thing. In her true form, she is a youthful woman of great
beauty.

Roleplaying Notes: Idun is a chearful and friendly goddess who takes great delight in seeing things grow and
reman hedthy. She is extremdy conscientious about making sure that every god ests one of her gpples every ten
years. Idun is especidly protective of young girls, and there is a 10% chance that she will send her avatar to
protect onewhoisin danger.

Statistics: AL cg; WAL any good; AoC youth, spring; SY apples.

Idun’s Avatar (druid 14, ranger 14)

Idun's avatar takes the form of a spry girl in her early teens. She can cal upon the dl, animal, charm, divination,
cdementd, heding, necromantic, plant, and weather spheres for her spels. She caries a basket of apples that she
can use as missile wegpons. Each time she throws one in combat, the DM should determine its effects as per a
wand of wonder .

Str 18/55 Dex 18 Con 18

Int 18 Wis 18 Chai8

MV 15 SZ5 MR 25%

AC2 HD 14 HP 112

HAT 2 THACO7 Dmg 1d6 (staff) +3

Special Att/Def: Anyone struck by the avatar's staff becomes ten years younger (save versus bresth weapon to
negate). If the victim's age fals below 15, he loses 1 point of Str and Wis for every two years below 15. If the
victim's age fdls bdow 8, he can no longer atack physicdly, and anyone fdling bdow the age of 6 can no
longer use magic.

Duties of the Priesthood

Only girls who dedicate themsdves to Idun & a young age may become her priestesses. Thelr duties revolve
around caring for orphans and blessing the spring planting.

Requirements AB dandard; AL any good; WP dgaff, ding; AR g SP dl, animd, cham, divination,
dementd, heding, necromantic, plant, and weather; PW 1) never physicadly age past 18; 2) naturd AC of 5; TU
turn.

L oki (intermediate god)

Loki is the god of mischief and drife. A dy, vengeful trickster who is dways causing trouble among the gods,
he is tolerated in Asgard only because of the great sarvices he has performed in the past, such as helping to
creste Midgard and the wal guarding Asgard. Loki has the power to change his shape into anything. If any
being, incduding other gods, look a Loki for more than three rounds, he can exert his influence over them in the
form of a suggesion spell with no saving throw. He also wears a pair of boots that dlow him to wak on water,
fly, and run a a movement rate of 50. In his true form, Loki is a handsome young man who is dways dressed in
some combination of red and black.

Role-playing Notes: As the god of mischief and drife, Loki is one of the most active and unplessant of gods.
Yet, there is dso an attractive sde to his persondlity: he is handsome, sociable, and has a good sense of humor.
Loki is one of the few gods who is a home with giants and dwarves, and often turns to them for help in his
schemes. He is invariably in some sort of trouble with his fellows and will not hedtate to turn to his worshipers
for help in extracting himself. Omens from Loki usudly comein the form of anillusion.

Statistics: AL ce; WAL any nonlawful; AoC mischief and strife; SY red and black boots.

Loki’sAvatar (illusionist 18, thief 15)
Loki’'s avatar is a handsome man dressed in red and black. He can cdl upon the illuson/phantasm school of
meagic for his spdlls.

Str 18/95 Dex 18 Con18

Int 18 Wis14 Chal8

MV 25 SZ 6 MR 25%

AC?2 HD 18 HP 144

#AT 1 THACO3 Dmg 1d6 (sword) +5

Special Att/Def: Loki’'s avatar is immune to magica control and can be fooled by illusons only when they are
cast by awizard of 18th leve or higher. At will, can employ a suggestion spell on others.

Duties of the Priesthood
In order to collect a large gathering of followers, Loki is rather loose in his requirements and generous in his
gifts. Priests of Loki may be of any aignment except lawful, and are not required to perform any services except
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those occasionadly demanded by the god himsdf. When a priest prays to Loki for some persond gain, there is a
1% chance per level that Loki will send his avaar to help the priest (but never more than three times in a
lifetime).

Requirements AB gdandard; AL any non lawful; WP any; AR g SP dl, cham, combat, cregtion, diviretion,
eementa, heding, plant, summoning; PW 5) mass suggestion; 12) shape change; TU nil.

Tyr (intermediate god)

Tyr is the god of the sword and courage, and watches over battles with as much interest as Odin himsdf. He is
a0 thegodly law enforcer, using hisimpressive swordsmanship to uphold order.

Tyr has only one hand, for he logt the other in the sarvice of his felow gods. The mighty Fenris wolf was
savaging much of Aggard, and the gods were unable to stop him until the dwarves forged a golden leash capable
of holding the beest. The gods bet the wolf that he could not bresk the leash. The suspicious wolf would not
agree to the contest unless one of the gods put a hand in his mouth to guarantee his release if the leash could not
be broken. The fearless Tyr complied without hestation, and lost his hand when the wolf redized he was
trapped.

Try has the power to see invishle objects and to recognize any thief within his sght. In his true form, he is a
bearded, fierce-looking warrior missing onehand.

Roleplaying Notes: As the god of swords, Tyr watches over the Vakyries and makes sure that they bring
only the mogt vdiant of mortad heroes to Vahadla He is dso the patron of courageous warriors. There is a 10%
chance that he will grant an extra levdl to any hero of good dignment who risks his life by fighting a giant
without help. He sometimes sends his avatar to punish extraordinary crimes, such as the murder of a king or the
theft of a kingdom's most precious treasure. Criminas surviving such an encounter need never fear retribution
from Tyr again, however, for he admires courage and skill even more than he does the law.

Statistics: AL Ig; WAL Ig; AoC swordsmanship, courage, law; SY sword.

Tyr'sAvatar (fighter 18)
Tyr' savatar takes the farm of aburly warrior who is missing one hand.

Str 20 Dex 18 Con 18

Int 18 Wis 17 Chal7

MV 15 SZ 6 MR 20%

AC-2 HD 18 HP 144

#AT 2 THACO3 Dmg 1d8+3 (sword) + 8

Special Att/Def: Tyr's avatar carries a sword of sharpness +3 that dso adlows him to see invishle objects and
to know dignment.

Duties of the Priesthood
Tyr' spriests usudly serve as akingdom’s law enforcement officers. They are often dud classfighter/priests.
Requirements. AB standard, but must aso meet minimum requirements for fighters AL Ig; WP sword;, AR d;
SP dl, comba, divination, guardian, heding, protection; PW 1) hold person; 10) detet lie (dways active); 15)
detect invisible (always active); TU nil.

Norns (lesser gods)

Although lesser goddesses, the Norns possess the most important power in Gladheim: they are the ones who
dictate the fate of the newborn — for both men and gods dike. There are three Nnorns, dl of whom are femae.
Urd embodies the past, Verdandi the present, and Skuld the future. Once they have decreed a being's fate, no
force in the universe can ater ther decison. Of course, the Norns can see al things in the past, present, and
future, but they employ these powers only among themsdves or to answer questions of dight import for very
large fees. They dso have the power to assume any form they wish. In their true forms, Urd is a giantess,
Verdandi abeautiful female df, and Skuld ahandsome femae dwarf.

Roleplaying Notess When a child is born, the Norns dways appear, disguised as some combination of three
animas, and pass their judgment on the baby’s fate. If the parents recognize them and offer al three greet gifts,
the Norns will be persuaded to dictate a great future for the child. This is an extremey hazardous undertaking,
however. If the parents do not give gifts of equd vaue to the Norns, or happen to miss one by offering her gift to
amundane animal, the offended Norn will grow jealous and turn the gifts of her peersinto acurse.

Statistics: AL n; WAL any; AoC fate; SY agtaff with three branches at the top.

Norn'sAvatars (fighter 12, wizard 12, priest 12)

The Noms avatars usualy teke the form of large swans, but they aso appear as femdes of ther respective
species.
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Verdandi’'s avatar can cdl upon conjuration/summoning, enchantment/charm, greater divination (adl spels),
and invocation/evocation schools of magic. Skuld's can cdl upon the dl, cham, divination (Al spels),
necromantic, protection, and summoning spheres.

Sr 20, 17, 17 Dex 18 Con 18

Int 20 Wis20 Chai8

MV 18, 15,12 s76,4,2 MR 15%

AC5, 4,3 HD 12 HP 48

#AT2,1,1 THACO012 Dmg 1d4 (beck) +8, +1, +1

Special Att/Def: TheNoms' avatars can only be hit by magic and magic wespons.
Note: In the above table, the firs number applies to Urd, the second to Verdandi, and the third to Skuld. In
caseswhere only asingle vaueis given, it gppliesto dl three))

Duties of the Priesthood
The Norns do not support aclerical order.

Thrym and Surtr (lesser gods)
Thrym (fighter 20, wizard 18)

Thrym is both the lord and deity of the frost giants. He can plunge any part of Midgard into a state of extreme
cold. Like al giants, Thrym hates the Aesir and is anxioudy awaiting Ragnarok. He will lend his aid to any plan
that troubles the Aesir. Thrym often grants the frost giants of Midgard the ability to use wizard magic a up to the
12th level of proficiency.

Statistics: AL ces WAL any evil; AoC cold and ice; SY white double bladed axe.

Str 25 Dex 21 Con 25

Int 16 Wis12 Cha20

MV 18 SZ 25 MR 15%

AC-2 HD 20 HP 160

H#AT 2 THACO1 Dmg 2d10 (axe) + 14

Special Att/Def: Thrym can breathe a cone of cold to range of 100 for 10d10 damage (save versus bresth
wegpon for haf damage) and is himsdf immune to cold or ice based attacks. He can only be hit by +3 or better

meagica wegpons.

Duties of the Priesthood
All frogt giant shamans/witch doctors (as described in Monstrous Compendium One) worship Thrym.

Surtr (fighter 20, priest 15)

Surtr is both the lord and dety of the fire giants. He can control any fire in Midgard. Surtr resembles an
immense fire giant, with crackling flames for hair and eyebrows.

Like dl giants, Surtr hates the Aesr and is anxioudy awaiting Ragnarok. He will lend his ad to any plan hat
troublesthe Aesir.

Statistics: AL leg WAL any evil; AoC firegiants, SY flaming sword.

Str 24 Dex 12 Con 20

Int 19 Wis 14 Cha20

MV 18 SZ.22 MR 20%

AC-2 HD 20 HP 160

#AT 2 THACO1 Dmg 2d10 + 3 (sword) + 13

Special Att/Def: Immune to norma or meagic fire. Any being touching his redhot iron armor suffers 1d10
damage. He caries a flaming sword +3 that sets anything it touches on fire (save to negate), for 1d10

damage/round.

Duties of the Priesthood
All fire giant shamans/'witch doctors (as described in Monstrous Compendium One) worship Surtr.

Valkyries (lesser gods)

The Vakyries bring fdlen heroes to Vahdla Although extremey beaudtiful, the Vakyries love of batle
makes them rather grim. When a batle is about to occur, they rush out of Asgard singing ther deafening,
foreboding song. If the battle is to occur on land, they travel on flying white horses and pour bucketfuls of gore
over the battlefied. If the bettle is to occur a sea, they sal into the battle in a ghastly boat under clouds of
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bloody rain. While waiting in Asgard for the next battle, the Vakyries pass the time by weaving battle garments,
and by serving mead and de to Odin’s warriors in Vahdla They have the power to rase any hero who fdl in
combat, to see bloodshed anywhere in Midgard, and to predict the outcome of a battle There are twenty-seven
Vakyries, dl svelte, beatiful, golden-haired battle maidens.

Roleplaying Notes:. The Vadkyries love combat the way mortd Norsemen love bear-bating. They never miss
a batle Only on Odin's command will they ad ether side, however. Should anyone ever day a Vakyrie, the
Vdkyrie smply returns to Vahdla — and her peers turn on the killer in their full fury. Occasondly, the Norns
will tell the \Akyries when a hero is faied to die in battle. In such cases, one of the Vakyries will appear to the
hero and give him alingering kiss before the battle is joined.

Statistics: AL ceg WAL any; AoC fdlen heroes; SY woman in horned helm.

Valkyries (Fighter 20)
The Vakyries have no avatars, for their task requires that they aways appear themsdves. Their flying horses
have amovement rate of 25 on land or intheair.

Sir 22 Dex 20 Con19

Int 18 Wis 14 Cha20

MV 15 SZ 6 MR 35%

AC-2 HD 22 HP 176

HAT 2 THACO-1 Dmg 108+5 (spear) +10

Special Att/Def: The Vakyries are vishble only to fighters in mortd danger. They are only hit by magic and
+1 or better wegpons and wield spears that can penetrate dl armor, even if it is magicd, as if the wearer's armor
classwere no better than 4. Further, they areimmuneto fire, dectrica, and ice (or cold) damage.

Duties of the Priesthood

Priests of the Vakyries must be attractive, blondhaired women. These priestesses are dways femde fighters
rather than clerics, though the Vakyries are permitted to grant them limited spell use.

Requirements. AB minimum &bilities for fighters, minimum Cha of 14; AL any nongood; WP any; AR c; SP
charm, combat, heding; PW 1) use combat and saving throw tables asfighters; TU turn.

Norse Heroes
Fjalar
In Norse mythology there are two races of Dwarves, the Durin and the Modsognor. They are similar in many
ways, their chief difference being in the type of magic they creste and to whom the give it. The Durin create
magic wegpons and will trade them to the Aesr or frost giants with equal relish. The Modsognor creste magic
items of anonviolent nature and will only give them to the Aesir. Hadar isthe battle leader of the Durin dwarves.

Fighter 10, Thief 10

Str 19 Dex 18 Con 18
Int 15 Wis15 Chal2
AC-3 MR nil MV 12
HP 129 ALn THACO8
#AT 3/2 Dmg 2d10+3 (gauntlets)

Faar often defends his felows againgt the fire giants, who prefer not to pay for their magic items and often try
to sted them instead. Fjaar wears a par of magic gauntlets +3 that dlow him to drike for 2d10 damege. His
knowledge of magic wesaponry is so great that he cannot be hit by any wegpon with less than a +2 magica
bonus.

Skirnir

Despite Skirnir's skill in battle, he is a peaceloving man who aways looks for a nonviolent solution before
drawing his mighty sword. Frey was o impressed by Skirnir's dedication to peace that the god brought Skirnir
to Asgard and made him his shield man.

Skirnir is totaly dedicated to Frey. Once, when Frey was struck with love for the giantess Gerda, Frey won her
hand for his master by threatening to turn the giantessinto an old maid.

Ranger 12, Bard 12

Str 17 Dex 18 Con 18

Int 14 Wis 18 Chal8
AC-3 MR nil MV 12

HP 135 AL ng THACO08
#AT 3/2 Dmg 1d10+3 (2hand swaord) +1
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Spells: Ranger: 1) animal friendship, command ; 2) speak with animals, enthrall; 3) prayer .
Bad: 1) burning hands, change sdf chill touchy 2) continual light, gdlitterdust, web; 3) wraithform, ddude,
vampiric touch; 4) fear, minor creation.

Special Att/Def: A split second before being struck by a fatal blow or spell, Skirnir is automatically teleported
back to Asgard.

Sigurd

Sigurd was the son of Sigmund, the first wiglder of Odin's sword. After his father died, Sigurd found the two
pieces of Odin's sword and convinced the Durin Dwarves to forge it back together. He engaged in a great many
adventures, including the awakening of the deeping VVakyrie, Brynhild, and daying the dragon Fafnir.

Despite a lifetime of honesty, Sigurd died a bitter and tragic desth. After awakening Brynhild, he had promised
to mary her, but forgot this due to an enchantment placed on him by the mother of Gudrun. Eventudly,
Brynhild married Gunnar, Sigurd's friend and Gudrun's brother. She took vengeance on Sigurd for forgetting
her by persuading her husband to murder him while he dept.

Fighter 18

Str 18/88 Dex 18 Con 18
Int 14 Wis 14 Chal8
AC-2 MR nil MV 12
HP 153 AL Ig THACO1
#AT 2 Dmg 1d8+5 (sword) +4

Special Att/Def: Sgurd widds Odin's Sword, a dragon dayer +4, +5 versus red dragons. In addition to its
norma magicad bonus, it does triple damage to red dragons and renders him immune to dl magicd or mundane
fire damage.

Beowulf

Beowulf was a geat hero of the Geats who killed the monster, Grenddl, who had been terrorizing the mead
hal of King Hrothgar of Denmark. He dso had to kill Grendd’'s mother, which is how he came to hold the
svord of the giants. After returning home, he eventualy became king of the Geeats, and died batling a terrible
dragon.

Fighter 19

Str 19 Dex 18 Con 18

Int 12 Wis 12 Chal8
AC-2 MR nil MV 12
HP 156 AL ng THACO-1
#AT 2 Dmg 1d8+5 (sword) +7

Special Att/Def: Beowulf wields the saord of the giants, a vorpal sword +5 tha casts a golden light a dl
times, acts as aring of free action and alows the bearer to breathe water.

Norse Mongters

Fafnir

Fafnir was the son of the dwarf king Hreidmar. He killed his father for the king's treasure, then ran off and hid
9 he wouldn't have to share it with his brother Regin. Because of how he had acquired the tressure, he received
no joy from it. After decades of brooding, he eventually turned into a red dragon — save that he had no wings
and could not fly, and lacked the ability to cast most spells.

He has one wesk spot in his scaley armor: an area over his heart that is only AC 2. Unfortunately for the many
heroes who have tried to kill Fafnir and recover his treasure, the worm is aware of this weskness. He usudly
keeps the bald spot turned to the ground, whereiit is difficult to discover and even more difficult to hit.

AC-5 No. 1 Sz 80' XP: 17,000
MV 9 ML 18 AL ce Int high
HD 19 MR 35% THACO03 #AT 3
HP 152 Dmg 1d10/1d10/3d10

Special Att/Def: Fafnir bresthes fire for 12d10+6 (save versus bresthe wegpon for hdf damage). He is
immune to fire and can cast affect normal fires and pyrotechnics (both 3x/day), heat metal once per day.

Garm
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Gam is a huge dog with a disproportionately large head. He guards the entrance to the cavem Gniper, where
Helvig, the long and troublesome road to Nifleheim, begins. Garm will dlow any being to enter Gniper, but will
not willingly alow them to leave.

When his midress, Hel, is out collecting the dead and Helvig is closed, Garm is alowed to oam fredy. He can
travel to any planein Gladsheim fredly, taking with him a pack of 2d10 dire wolves for company.

Over the centuries, Gam has fought and killed many heroes who went to Nifleheim in an attempt to retrieve
their loved ones. Thereis quite a callection of magic swords, aamor, and other itemsin Gniper.

AC-1 No. 1 SZ 12' XP: 24,000
MV 18 ML 18 AL le Int high
HD 25 MR 25% THACO0-3 #AT1
HP 200 Dmg 6d10 (bite)

Special Att/Def: Anyone looking upon Garm must save versus petrification or be subject to fear (as the spdll).
Garm can only be hit by +2 or better wegpons and isimmune to any type of control or charm spell.

FenrisWolf

This huge wolf is the offspring of Loki and a giantess, Angur-boda. Due to an agreament among the gods not
to day each other’s offspring, the wolf cannot be killed. He is so strong that he can eadly breek any chain placed
around his neck. He wandered Asgard free for many years before the dwarves findly forged a leash he could not
break. Forged from the roots of a mountain, the noise of a moving cat, and the breath of a fish, this golden leash
isno thicker than astrand of silk, yet it is completely unbreakable.

Every now and then, however, the Fenris wolf dips his chain and travels to Midgard in pursuit of prey. Men
often know when this has happened, for it is a time of terrible omens when the avatars of the gods wak the land
in search of the terrible beast.

According to the Norns, the Fenris wolf will devour Odin during Ragnarok.

AC4 No. 1 SZ 15 XP: 26,000
MV 20 ML 19 AL ce Int high
HD 30 MR25%  THACO-8 #AT3
HP 240 Dmg8d10

Special Att/Def: Thefenriswolf can only hit by +2 or better magica wespons.

Fossergrim

Fossergrim resemble normd men, save that they live in waefals and are never found more than a mile away
from the one which they inhabit. They mate with women who come to bathe in the pools near their weaterfall, and
have been known to abduct innocent maidens when no willing partner comesto their pool.

If the offspring of a Fossergrim and a woman is femade, the child is human in dl respects, save that she can
bresthe water. If the child is mae, he gppears norma for 5d10 years, and is then overcome by an uncontrollable
urgeto find awaterfdl of hisown. Any being touching a Fossergrim can breathe water until contact is broken.

ACO No. 1 SZ 6 XP: 17,000

MV 9, 36 sw ML 14 AL ne Int very
HD 5 MR specid THACO015 #AT2
HP 40 Dmg 1d8 (sword)

Special Att/Def: Fossergrim are 100% magic resistant in splashing water; otherwise, they save as norma
monsgters. In splashing weter, they regenerate 5 hp per round and, when fighting, they cannot miss anyone
standing in water.
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