Monster Mythology




Gods of the Aarakocra

Syranlta (Inter mediate Goddess)

Syranitaisthe one aerid member of the asathdfinare, partly because of her great
friendship with Aerdrie Faenya (who afew aarakocra revere) and consequent friendship
with Deegp Sashedlas, and partly because she seeks as many friends among the gods as
possible for her gentle and relatively week race. She has friends among the djinn and
jannee, human sky gods, Stronmaus of the giants, and Remnis the eagle god. Like
Remnis, sheis a superb spy and is very watchful. She greetly enjoys music and song.
Role-playing Notes: Syranitais active in usng her avatars to change weether patterns on
the Prime Materid plane, to help aarakocra (often by driving off enemies), in assisting
friendly racesin amilar ways, and sometimes smply to listen to a great bard practice his
art. She knows something of Stillsong's fate and sometimes listens to his wanderings. She
sends omens and warnings to her priests and shamans as wind-borne debris.

Statistics: AL ng; WAL ng (aarakocra); AoC aarakocra, protection, watchfulness, SY
opa necklace with feather pendant.

Syramtas Avatar (Wizard 12, Druid 16)

Syranitas avatar gppears as an aarakocra femae with slver kin and pink-gold feathers.
She uses spells from spheres listed for druids, plus guardian, protection sun, and from dl
wizard schools save necromancy and invocation/evocation.

Sri6 Dex 18 Int 19

Wisl9 Con 16 Chal9

AC-3 MV 9fl 72 SZM (6)

HP 120 HD 15 MR 35%

#AT 1(2) THACOS5 Dmgd6+1/d6 +1 (claws) or by weapon +1

Specid Att/Def: The avatar has perfect vision to arange of 4 miles and cannot be
surprised. No spell affecting/neggting flight affects her, and no natura avian will attack
her. She can summon ahuge 24 HD air eementd to serve her for 12 turns, 2/day, and a
huge djinn (10 HD, 80hp) once per week for 12 turns. Her magical opal necklace acts as
aring of protection +4 with al functions of aring of shooting stars, and it radiates
protection from evil 20' when she wishesiit.

Duties of the Priesthood

Syranitas priests and shamans serve their communities as protectors and educators of the
young. They defend them by summoning e ementals (see the Monstrous Compendium}
and with spdls Ther rdigious rituds involve commund whistling and Snging.
Requirements: AB std; AL ng; WP any; AR none; SP as druid, plus guardian, protection,
saun; PW 3) can summon air ementd in group (see the Monstrous Compendium); 4)
protection from evil 10'; 9) forbiddance; TU turn at -2 levels, LL 9; HD d4; Shamans yes.

Shamans, AB gd; AR none LL 4; HD d3.



Gods of the Beholders

Great Mother (Greater Goddess)

The enormous form of the Great Beholder Mother floats through the planes as she
wishes, returning to a wretched sub-plane within the Abyss (whose location only she
knows) when she is preparing to lay the great eggs which form the Hive Maothers on
many worlds infested with beholders. Her eggs have given rise to dl the beholder races,
including some monstrous beasts reputed to exist which are aslarge as the Mother hersdlf
and which have magical powers not far short of those of her avatar. It is even said that
she has mated with tanar'ri and gehre-leths and worse, aways consuming them in the
process, and that the dreadful offspring roam the lower planesin avariety of grotesque
forms

Silently gliding through space, this monstrous horror is mostly wrapped up in her
contemplations of the philosophy of chaos and evil, and it is said that sheisthe ultimate
sage on these topics. But sheisintensaly intellectually arrogant and jegl ous and brooks
not even the possibility of her ever being in error about anything. She does not bother to
acquire knowledge and magic as other mgjor deities such as llsensine do, because she
knows dl she will ever need to know. She goes about her business of populating worlds
with more great beholders unconcerned by the piffling efforts of mortas, or even of other
gods.

Role-playing Statistics. The Great Mother only digpatches an avatar to defend her
creations when they are under threet asa speciesin aworld, or inamgor part of it. Sheis
mogt likely to intervene if the enemies are drow or some agents of lawful good. Even o,
sheisa creature of whim, sometimes dlowing aworld to be virtualy depopulated of
beholders, and other times becoming utterly enraged by a small pocket of her offspring
being threstened. Sheis otherwise neglectful of her children, and certainly does not dedl
with trivia such as omens or sgns. Some sages dlege that the Great Mother is drawn to
powerful planar-travelling magics, the sites of permanent gates and the like, and may
send avatars to investigate these.

Statigtics: AL ce; WAL ce (beholders); AoC magic, fertility, tyranny; SY egg with
centrd eye.

Great Mother's Avatar (Wizard 18, Priest 18)

The avatar of the Great Mother appears as atruly huge, bloated beholder bearing debris
al over its body-small rocks, stones, encrusted gems, scraps of armor and broken
wegpons, shdlls, dragon'steeth and dl forms of debris. She draws spells from al wizard
schools, and from the spheres listed for her priests (also Healing and Sun-both reversed-
and Summoning).

Sri5  Int21 Dex10

Wis20 Con18 Cha 20

AC-5-3-2 MV fl3  SZH (18 diameter)

HD 20 HP 160 MR 80%

#AT | THACOS5  Dmg 4d6 (bite)

Specid Att/Def: The avatar swalows whole any cregture below large sze on ahit roll of
19 or 20; acid damage indde the avatar is 6d6 pts'rd (internal AC is 2). Her vast body



(AC -b) takes 85% of hits and other locations 5% each (smal eyes AC 2, eyestalks AC -
3, 25 hp; central eye AC 2, 60 hp). The avatar can radiate to 20' distance any of the
following effects a will:

fear, chill (Id8 damage per round), hope essness (as the symbol) and repulsion, one effect
only during each round. All saving throws againgt spdll effects from her eyes are made at
-4 (cumulative with any other pendties which may gpply). She suffers only half damage
from blunt wegpons and is unharmed by non-magica weapons.

How the Priesthood Works

The Great Mother does not have regular priests who officiate at rituds, lead the faithful,
gain spells through prayer, and the like. The Great Mother's magica giftsto her offspring
have been s0 greet that she feds no need for them to receive extrablessing in thisway.
Rather, temporary priestesses are created by the Great Mother through visits from her
avatar when she deems it necessary. If, as happens very rarely, beholders flock together
(or are forced together) through conflict with other races. Great Mother's avatar will
temporarily empower very old femae beholders with specid abilities. These will be Hive
Mothersif there are any present (see the SPELLJAMMER(tm) boxed set, pp. 69-70).
The chosen femaes gain the spellcasting powers of a 9thtlevel priest for aperiod as
deemed necessary by the avatar, but not exceeding 7 days (the avatar may aways revisit
after thistime has expired, of course). Each is able to have access to up to 4 different
spheres of spells from those listed below, and they gain +2 to saving throws againg all
gpells from those selected spheresif other priests use them againgt the behol der-
priestesses. They can dso command non-intelligent Undead (skeletons and zombies) asa
Oth-leve priest for the same duration.

Duties of the Priesthood

Beholder priests revere the Great Mother, and use powers granted to them in strife
between beholders and other races,

powers are pecifically granted for this and related purposes.

Requirements. AB mugt be old femde (hive mother); AL ce WP any; AR none; SPdl,
adiral, combat, divination, necromantic (rev), numbers, protection, thought, time; PW see
above; TU see above; LL 9; HD n/a; Shamans no.

Gzemnid (Lesser God)

Gzemnid isthe only one of Great Mother's origina batch of progeny to have become a
minor deity itsdf. It isasubtle, wily cregture, using its extensve commeand of spells of
obscurement and area distortion. Older mortal beholderstell tales of powerful enemies
who sought to rob Gzemnid of his treasures being overcome virtualy through exhaugtion
trying to corner this dusive creature. He is sometimes known as "the gas giant” because
of hismagtery of spdls of dementd air.

Gzemnid is less aggressve than most of its race. Like his mother, he has a cache of
magica treasures and lore somewhere on the Plane of Concordant Opposition. Unlike
her, heis prepared to parley and bargain in order to add to this store. Of course, Gzemnid
would prefer smply to day intruders and take their magic for itsdlf, but if confronted
with agroup of obvioudy powerful beings who do not immediately resort to violence the



deity may negotiate (while usng his magica rod to gain some leverage in discussions).
He sends his avatars to the Prime Materid plane to obtain such magicd items and lore
moderatdly frequently.

Role-playing Notes Gzemnid may send an omen of the imminent arrival of its avatar to a
powerful wizard who has something he wants for himsdf, usudly in the form of a semi-
substantia gaseous mass of writhing tentacles holding a'"rod" and sometimes spesking
directly through this manifestation. Currently, Gzemnid is believed to be most interested
in increasng his powers through the acquisition of powerful magica itemswhich can
gengrateillusons

Statistics: AL ce; WAL ce (beholders); AoC gases and fogs, obscurement, deception; SY
bronze rod held in tentacles.

Gzemnid's Avatar

Gzemnid's avatar appears as an oversized sky-blue beholder with the usud centrd eye
and 10 smaler eyes, but it dso hasasmal circle of tentacle-fronds some 2' long on the
crown of its head, and these are dextrous enough for the use of magica items such as
rods and wands.

Sr12  Int20 Dex|5

Con15 Chal6 Wis20

AC-4/-213 MV fl6 SZL (8 diameter)

HD14 HP112 MR25%

#AT1 THACO7 Dmg3d4 (bite)

Specid Att/Def: The avatar uses dl Elementd (air) spells 1/ day each asif an ISth-leve
spellcadter. It can aso cast the following 1/day each: distance distortion, guards and
wards, hdlucinatory terrain, phase door, screen, shadow door, vacancy, velil. It isimmune
to dl Elementd (air) spells. It carriesarod of beguiling in the tentacles on the crown of
its head.

Gods of the Bugbears

Hruggek (Intermediate God)

Hruggek is the dominant god of the bugbear pantheon, athough he does not redly rule
the others. Thereis an understanding between the bugbear gods; no one works actively
contrary to Hruggek's interests, and then Hruggek leaves them aone. This doesn't tend to
filter down to the Prime Materid plane servants, though, and Hruggek's priests keep a
wary eye on the competition, especidly given the sneskiness of Grankhul's priests.
Hruggek is adety who delightsin fairly savage combeat. He is not truly a war/battle god
indl respects, though. Mass battles and epic confrontation are not what the bugbear god
seeks. His people are not numerous enough for this, and he prefers to see them use their
geath and wiles to pick off smal groups of other creatures.

Hruggek has no specific racid enemies. The bugbears are an opportunigtic race, and
Hruggek has no specid antipathies to other deities for past dights. He is quite happy to



see dves/ dwarves, goblins, gnomes or any other available waking target knocked on the
head (or, preferably, to have its head severed). Hruggek has a tolerance for
Khurgorbagyag due to past cooperation, and he quietly urges the goblin deity to act
againg Maglubiyet, usudly by puffing Khurgorbagyag's pride and commenting on how
sound his plans are (and how Maglubiyet s are lacking in vision). Hruggek hopes to keep
the goblins divided in this way, snce they can compete with bugbears for resources. He
has a definite antipathy for Bargrivyek for the same reasons, and triesto tir up
Maglubiyet againg him. Hruggek may not be especidly smart, but he is cunning and
wily.

Hruggek livesin awretched cave in Pandemonium, where he is surrounded by the
severed heads of his conquered opponents-Many are cursed to spesk eternd pleas for
mercy and paeans to the might of the bugbear lord. It is rumoured by sages of extra-
planar affairs that some of these heads have powers of magical control over crestures of
thelr races, were Hruggek to bring them to the Prime Materia plane. Magicd powers of
domination, mass suggestion and the ability to utter power words are reputed. How this
has come to be is hard to explain; it would need magica powers well beyond Hruggek's
capacity to create such artifacts. This suggests that some deity with mgjor wizardry
powers has some form of agreement with Hruggek, dthough the nature of this-and who
the other deity may be, and what that deity has to gain-is entirdy unknown.

Role-playing Notes: Hruggek watches over Prime Materid plane affairs closdly, but
rarely sends an avatar, and will amost never do so if he thinks that another goblinoid god
(save for Khurgorbaeyag) may be observing at the time. An avatar will not be sent into
battle, only for skirmishes, if Hruggek has a combat purpose in mind. Hruggek may,
however, send an avatar to vanquish a powerful warrior of another race if he doesn't have
asevered head of that racid type among his collection.

Hruggek isrddivey tolerant of his priesthood, and doesn't send many omens to them.
The omens which are sent take gruesome forms. guittura utterances from the mouths of
corpses (severed heads are best), aflying volley of spikes which materidize
ingtantaneoudy (symbolic of his weapon), and very rardly aflash of lightning a ground
leve.

Statigtics: AL ce; WAL ce (bugbears); AoC violence, combat;

SY morningdar.

Hruggek's Avatar (Fighter 15, Priest 9)

Hruggek's avatar appears as a monstrous, muscle-bound bugbear with great fangs and
powerful, large clawed hands and feet. His spdls are drawn from spheres listed for his
priests (and aso reversed necromantic spells).

Sr19  Dex 15 Con 16

Int15  Wis9 Cha19

AC-1 MV12 SZL(8)

HP144 HD 18 MR 30%

#AT 2 THACOS5  Dmg 2d8 +4 (morningstar) +7

Specid Att/Def: Hruggek's avatar isimmune to fear. Smply by clenching hisfigt, he can
cause 2d8 points of shock damage to any single target within 60 (no saving throw is
dlowed). He can cast power word stun I/day. His huge morning star +4 isfully 7 feet
long and is used two-handed. The avatar dways carries|d4 javeins of lightning which
affect any creature struck as athunderclap (asfor astaff of thunder and lightning).



At the DM's option, an avatar may carry one of the many severed heads from
Pandemonium for specific encounters with one or more members of another race ; the
DM should determine the exact powers the head will have.

Duties of the Priesthood

Priests of Hruggek are warriors and leaders, but they do not maintain rigid castes or
hierarchies. They do have to keep an eye on the priests of other bugbear deities, however,
to ensure that Hruggek's authority stays paramount. They cooperate cautioudy with
priests of Khurgorbaeyag the goblin god, while being ever-ready to pick off weak goblins
for the cooking pot.

Requirements: AB Str 15; AL ce; WP club, javelin, mace, morningstar (1<), quarterstaff;
AR any; SP dl, combat, creation*, divination*, guardian, protection, summoning, sun
(rev), war*; PW 1) command 2/day, 2 round duration; 4) enlarge sdif; 7} hold person; TU
nil; LL 8 (Wis 18+); HD d8; Shamansyes + wd.

Shamans. AB std; AL ce, ne. en; LL 5; HD d4.

Grankhul (Lesser God)

Grankhul is a dangerous and subtle god. He is the god who gave the bugbears their
surprise abilities, and has taught them that, despite their size, swift and silent actionisa
very eective drategy for arace not easily able to muster great armies for battle. He is
vigilant, never surprised, and never degps. In some worlds, he has the enmity of
Gruumsh because of his symbol. He prizes dexterity, swiftness and a modicum of
intelligence among his priests. He can be very violent, agod of swift deeth, and is prone
to temper tantrums.

Role-playing Notes: Grankhul's avatars are active on the Prime Materia plane, stalking
the world in darkness, ambushing hapless creatures of many races. He drives to displace
gobli-noids and demihumans close to bugbear groups, but is very secretive in his actions.
Omensarerare, and of two distinct sorts: very subtle environmenta changes (testing the
intelligence of his priests) and sudden, bruta, angry ones (sudden blindness or death).
Statigtics: AL ce; WAL ce (bugbears); AoC hunting, senses, surprise; SY ever-open eyes
in darkness.

Grankhul's Avatar (Ranger 10, Wizard 7)

Grankhul's avatar appears as atdl, rdatively lean bugbear with large, protuberant eyes
and very long, dender fingers. His wizard spells are taken from the dteration and
illusor/ phantasm schools.

Str 18/50 Dex 19 Con 16

Intl7  Wisl5 Chal7

AC-2 MV 18 SZL (76"

HP104 HD 13 MR 20%

MT32 THACO7 Dmgld8+3 (longsword) +3

Specid Att/Def: Grankhul's avatar cannot be surprised, and has hide in shadows and
move Slently skills a 95%. He uses both slence 15 and improved invishility 2/day. He
cariesarod of dertness, boots of speed, and his longsword +3 gtrikes its victim dumb
for [d4 + 2 rounds unless a saving throw versus spellsis made.

Duties ot the Priesthood



Grankhul's priests are explorers and scouts, and are charged with hunting to provide food
for bugbears and aso to harass the settlements of other creatures with guerrila strikes.
They are arrogant, confident of their superior intelligence and sedth.

Requirements: AB Dex 14 Int 10; AL ce; WP asthief; AR leather; SPdl, animal, chaos*,
combat, eementd (earth, water), guardian, protection*, sun* (rev), travelers*®, weather*;
PW 1) Hunting proficiency, track as ranger of samelevel; 4) 120" infra-vidon; TU nil;

LL 8 (Wis18 +); HD d6; Shamans yes + wd.

Shamans. AB Dex 12 Int 9; AL ce, ne, en; LL 5; HD d3; Other leether armor only.

Skiggaret (Demigod)

Skiggaret is the hdf-mad bugbear god of fear. The god prowls the world in avatar form,
driving bugbears to acts of destruction and aggression through the fear he creates in them.
The dety livesin aleve of the Abysswhich is eterndly dark, populated by shadows and
spectres, and where fear is an ever-radiant effect in the dismd terrain.

Role-playing Notes. Skiggaret does not have priests or shamans. Bugbears do not
worship him in any way; they seek to propitiate him with sacrifices and especidly torture
of captives. They believe that this god and his rare omens and signs, which take the form
of sudden chills, especidly dong the spine, the raising of hackles and fur, and magica
pools of darkness, are asign of the wrath of the gods. Skiggaret is sent to make them
afraid because they have displeased the bugbear pantheon as awhoale; in this sense, heis
amessenger of the gods. While bugbears dread Skiggaret, they aso bdieve that if they
aurvive the fear he generates, they will be strengthened. They dso consider that he helps
to drive off oppressors who threaten to overcome bugbears, and in extremis they may
gppedl to thisdire, dark entity for help, dways by offering sacrifices.

Note that Skiggaret's avatar is powerful for a demigod; this reflects the strength other
bugbear deities grant him, in hisrole as a messenger.

Statigtics: AL ce; WAL n/a (bugbears); AoC fear; SY black claw.

Skiggaret's Avatar (Priest 12, Wizard 12)

Skiggaret's avatar appears as a jet-black bugbear with red lips, hands and feet. He dways
has a hdf-crazy smile playing about his mouth. Priest spdlls are taken from the charm,
combat, necromantic (reversed) and sun (reversed) spheres; wizard spells from the
schools of abjuration, dteration, illusion/ phantasm and necromancy (reversed spells).
Str15  Dex 17 Con 13

Int16  Wis9 Chal (al races)

ACO MV 15 SZ L(76")

HP 104 HD 13 MR 20%

#AT 1 THACO9  Dmgld4 +2 (dagger)

Specid Att/Def: Skiggaret's avatar has a permanent cloak of fear and he can generate any
of the following about himsdf in a 20’ radius, one per round, 1 turn duration, 2/day each:
darkness 15' (within which he can see), ray of enfeeblement, and radiant chill damage
(Id4 damage per round; he isimmune). He can day living once per day. He isimmune to
fear, cold damage, paraly-zation and magica darkness. He carries adagger +2 of venom
and awand of fear.



Duties of the Priesthood: None; Skiggaret has no priesthood.

Gods of the Bullywugs

Ramenos (L esser God)

Ramenosis a deegping god, revered now only by the bully-wugs, the degenerate
descendants of races of proto-amphibians, and much more powerful but now extinct
humanoid/frog creatures that used to revere their weird frog god. Periods of prolonged
inactivity and taking refuge and pleasure in intoxication have reduced this god's Stature,
and it seems certain he will decline to demigod status over the centuries, eventualy
degping himsdf into extinction. Evidence of his old power can il be found in ruins of
temples degp within jungles and in logt pla-teaus where huge stone statues of Ramenos,
his enormous mouth open to swallow a sacrifice, dominate the plazas and open areas
around the main buildings. The god may even have hdf-forgotten those halcyon days,
deeping in the Abyss, close to Merrshaulk, to whom he may even be related.
Role-playing Notes. The god does not send avatars forth;

save for aritua conducted at one of the old sites or a gate, one will not be seen. He does
not send omensto his shamans and has no priests.

Statidics AL ces WAL ce (bullywugs); AoC somnolence, intoxication, decay; SY frog.
Ramenos Avatar (Wizard 10, Priest 10)

Conl6 Chal8 Str 16

Dex1O  Intl2 Wis16

AC?2 SZH((20) MV 9(15)

HP 88 HD 11 MR 45%

#AT1(2) THACO9  Dmg 2d0 (bite)

The avatar appears as a huge, bloated frog with a very (10) wide mouth. He uses
exclusvely invocation/evocation wizard spells and priest spdlls as adruid (plus combeat
and summoning).

Specid Att/Def: The avatar isimmune to illusion/phantasm spells. He can legp 15
forward once per turn, gaining +2 on dl hit rolls, and is able to squash up to three M or
one L opponent within a 15' radius for 4d6 points of damage. He swallows creatures up to
M size whole on a successful hit rall of 16 + (internal AC is4, only stabbing wegpons
can be used, internd digestion damageis 3d4 hp/rd.). Once per turn, he can belch a20'-
radius cloud of intoxicant gas up to 50'; those within the cloud must save versus poison or
lose 4 points each of Strength and Wisdom for 10+1dl0 rounds.

Duties of the Shamans

Bullywug shamans are primitive and week, and their prime role isto serve thetriba
leaders (to whom they are often rdated). They must regularly become intoxicated with
plant akaoids-Requirements: AB std; AL ce (bullywugs only); WP any; AR any; SP as
druids, PW none; TU nil; LL 2; HD 1 hp/level; Shamans only.



Gods of the Couatl

Jazirian (Greater God)

Jazirian isthe immensely powerful and wise god of the couatl. Couati theology isvery
subtle indeed, and it consders Jazirian to be the perfect spiritud manifestation of the
World Serpent archetype. Other World Serpents are seen as immature or imperfect
manifestations of this archetype, and-if evil-their evil is attributed due to ignorance, fear,
or immaturity. Jazirian is held by coudtl to be perfection, and the Sght of the god flying
the airs and ethers of the Seven Heavensiis longed for by every couatl elder when it
comes to the end of its days.

Jazirian is supremely wise above dl. (S)he (the god is smultaneoudy sexless and
hermaphroditic) is reflective, contemplative, alistening and attentive creature. Jazirian
has no priests or shamans, having granted couatl great magica powers and wisdom
within their own natures.

Role-playing Notes: Jazirian sends visons and "bright omens' (flord, insect, and bird
behavior changes and the like) to elder couat! as warnings, pprehensions, or smply for
information. Jazirian is believed to take al pain from adying couatl a the end of itslife
by extending some of his’her power to soothe the couatl's mind. Very rardy- perhaps once
per 1,000 years-Jazirian may manifest as a iritud presence at the birth of a couatl
destined to develop great magical and/or prophetic skills. The avatar never appears
without other lawful good greater gods being consulted, and only does so at times of
extreme peril for lawful good or mgjor eements of crestion.

Statigics AL 1g; WAL Ig (couatl); AoC community, pesce, learning, parenthood; SY
uroboric coudl.

Jazirian's Avatar (Wizard 20, Priest 20)

The avatar appears as a vast rainbow-colored couatl, Snuoudy winding hisway through
the air or rotating as a greet snake with itstail in its mouth. (S)he uses spdlsfrom al
spheres and schools.

Str 19 Int 22 Dex 21

Wis 25 Con 22 Cha 25

AC-5 MV 30fl60 SZ G (30-200)

HP 192 HD 24 MR 80%

#AT1(2 THACO4 Dmg 3dIO (bite) 3dl0 (condtriction)

Specid Att/Def: The avatar's bite is poisonous if he so chooses (save versus poison at -8
or dieimmediady). The avatar can atack with an effective grapple each round; any
victim grappled is helplessin the snake's coils and is crushed for 3dl0 hp per round. The
avatar radiates awe to 120', such that no being seeing him/her and failing a saving throw
versus pdl a -4 can attack the avatar unless attacked first. The avatar isimmuneto dl
gpdlls below 4th level, poison, paralyzation and petrifica-tion, All desth magic,
illusorv/phantasm spells, and he cannot be affected by mind-controlling spells. Only
weapons of +3 or better enchantment can affect the avatar.



Gods of the Dark Folk

Cegilune (L esser Goddess)

Cegilune is the patron goddess of hags, including the wretched Night Hags of Hades
whom she rules from her filthy bone-sirewn cave hadfway up avast mountain of dead
black rock. Cegilune stirs a great iron cauldron within her catacombs, below asmal
glowing replicaof afull moon which hoversinthe air aboveit, and she feeds larva souls
and stolen magical treasures into her vessd to bring forth al manner of horror and evil.
Cegilune rules the Night Hags with an iron grip, and she sends them forth to bring larvae
for her own use and for trading with tanar'ri and liches who are forced to ded with her for
their own needs. Even the grest Lich-Lord Mdllifleur would not dare attack Cegilune, for
she has soul gems with powerful magical chain contingency spells (see Tome of Magic)
buried in secret places which are hidden from his chilling gaze, and sheisvirtudly
indestructible with such protections. Cegilune begrudges each and every larva she trades
to theinfernd powers of the Abyss, but she has need of magic to sustain her own
wretched being, and trade she must. She has no dlies, athough the evil giantish gods
have had dedings with her; she has many enemies among the sylvan pantheon, snce she
often preys on faerie creatures.

Role-playing Notes. Cegilune's avatars are very frequent vistorsto the Prime Materid
Plane. Her primary purpose is dways the capture of evil souls as larvae (see Mongtrous
Compendium: Outer Planes) which are virtudly her currency in trade in Hades. Her own
Night Hags stalk such souls, but Cegiluneis distrustful and ever avaricious and enjoys
watching creatures die so that she can take their souls.

Cegilune's avatar may aso vist coveys of hags to extract information from them.
Worldly hags have no love of the crone, but dare not refuse her demands for information
and, sometimes, magica items they have solen from their own victims. Sometimes she
may feast on flesh with such a covey; swvanmays are her favorite food, athough she dso
delightsin the raw flesh of a powerful mae human fighter whom she has dismembered
with her own iron-hard talons.

Findly, Cegilunes avatar vists asmal number of sacred Stes-stone circles and standing
stones-in some worlds to conduct obscure magica rituds about which sheisintensdy
secretive. She will usudly be accompanied by 1d4 Night Hags prowling the surroundings
at such times, and will have placed many hag eyes (see below) to keep watch over the
area. Theserituas usudly take the place at the full moon, and may be preceded by
hunting foraysin which the avatar captures and renders helpless suitable sacrificia
vidims (swanmays, rangers, druids and sylvan creatures).

Satigics: AL ne; WAL ne (hags); AoC larvae, hags, the Moon; SY cauldron.
Cegilunes Avatar (lllusionist 12, Priest 12)

The avatar appears as afilthy, hateful hag with mottled yellow-brown skin and patches of
lank hair which flake away from her dopecid scdp. She dways carriesasmall iron pot,



by which sheis recognizable even if she has used change self to appear instead asa
young human or even femae or ahomely old lady. Very rarely she choosesto appear as
ascruffy goblinoid. Her priest spdlls are chosen from al spheres save chaos, law, and
war, and she can only use reversed forms of spdlls from the spheres of hedling,
necromantic magic, and sun.

Sr21 Dexl6  Intl7

Wisl8 Con16  Chal

AC-1 SZL(10) MV 181l 60

HP112 HD14 MR 35%

#AT 3 THACO7 Dmgd8+9x2 (claws) 4d4 (bite)

Specid Att/Def: The avatar isimmune to weapons below +3 enchantment, and to al
illuson/phantasm and mind-controlling spells, and aso to death magic and poison. She
takes half damage from cold and acid attacks. The avatar saves with a-2 pendty aganst
petrification attacks. She can change self a will, create aforcecage 4/day, and 2/day can
use adeath gaze againgt a Sngle creature within 120" (save versus desth magic a - 4 or be
dain). Once per week, the avatar can wail as a banshee (groaning spirit).

On the day before, on, and following afull moon, the avatar adds 10% to magic
resstance. Further, saving throws againg her spells are made with a- 2 pendty,
cumulative with any other modifiers which may apply. On the night of the full moon, she
aso can use amoonbeam spell which affects creatures caught within it as a symbol of
insanity (usud save versus spells applies). On the day before, on, and following anew
moon, the avatar loses 10% from her magic resstance and cannot employ her death gaze
power. In worlds with more than one moon, these effects gpply to the moon with the
shortest lunar interva (unless another moon is specificaly associated with evil in the

game world).

The avatar's small iron pot can be used 1/day each for the following purposes: (1) to draw
forth d8+8 poisonous snakes (as per the sticks to snakes spell), (2) to draw forth avid of
poison with which the avatar can coat her claws (Class D poison, three successful claw
attacks remove the venom, which otherwise evaporates after one hour), (3) to draw forth
and throw up to 60' aweb, and (4) to project a screen.

Lagtly, the avatar will dways havein asmall beaded bag 2dl0 hag eyes (see the
MoMsrrous Compendium entry for hags). These are the shrivelled eyes from her victims
which are magicaly trested to enable the avatar to see through them as she wills, up to 10
miles away. The avatar may place these around an area where she is active to spy about
the perimeter, but sheis careful to conced them, because each, if destroyed, causes|dl2
hp of damage to the avatar.

Kanchelss (Intermediate God)

Kanchelss (known as Mastraacht in some worlds) is Lord of Vampires, agod to whom
even the greet Elder Vampires and Vampire Lords of Ravenloft give grudging respect
(and fear). His origins in myth are shrouded in secrecy, but the avatar often takes haf-
elven form and travels with an even or hdf-elven vampiric companion, so the dreedful
secret of the Sdldarine may indeed be atruth. Born of intermingled human and even



blood, Kanchelsis knows blood to be the very essence of life and magic, the forces which
sugtain him. His Abyssal home is awash with blood, entire rooms of his mansion being
formed from living sculptures and flows of blood perfumed with opiates and adkaoids;
and the vampyres, nosferatu, and worse which share his home daver after the
unattainable delight he so meaegerly and saditically rations out to their ravening hunger.
Kanchessis a split-natured deity: part of him isthe Beast, awild and ravening thing
which runs with wolves, rips out throats, rends flesh, and gulps blood as fast asit can
swallow. In this aspect, some wights have areverence for his being. His other Sdeisthe
Rake, a bon vivant who savors blood as others do wine; he is a seducer, a connoisseur, a
lover of finery, an expert debauch. The Rake dominates when Kanchelsis fedswell with
his ways, the Beast, when he is moved to hot rage (rather than his usua cold hates and
sadigtic triumphaism).

Role-playing Notes: Kanchels's avatars often stak the Prime Materid in secret. They are
hungry for blood, but the Rake has other goals, too. He values rare, precious wines, fine
furs and gems; and opiate drugs and unspeskable depravities as a voyeur and sadist. The
Rake may be found purchasing finery in agrest human city, savoring dreadful Sghtsin
Drow settlements, or even staking apaladin or lawful good priest in order to corrupt
them. Rarely, the Rake may even vist a Prime Materid vampire of great age and
abilities, exchanging tales or magic; he has no priesthood, but asmadl circle of "friends’
across the worlds know of him and awary mutual respect exists. The Rake is 50% likely
to be accompanied by afemae companion who will be a powerful fighter or wizard (or,
his favored vassd, afemde hdf-dven fighter/wizard). Such a companion may hersdf be
avampire or smply charmed and powerfully controlled by mind- affecting magic, which
the avatar strongly favors.

Satistics: AL ce; WAL n/a; AoC blood, debauch, magic, vampirism; SY bat with
glowing red eyes.

Kanchelss Avatar (Wizard 10/18, Thief 14)

Kanchelss avatar has two forms as noted above: the Beast and the Rake. The Beast isa
wild-eyed, tousde-headed human mae, powerfully muscled, with taloned claws and an
excessvely hairy body. The Rakeisadim, degant human or haf-dven maewith

dender, long hands, awinning smile, and findy-chisded features, dwaysimmeaculatdy
dressed. Transforming from Rake to Beast requires 1 round; transforming from Beest to
Rake requires 1 turn during which the avatar must be undisturbed. The avatar can effect
each transformation only once per day. He uses spellsfrom dl schools and is a specidist
in Necromancy. Statigtics given in parenthess below gpply to the Rake only.

Str 21(19) Dex 16 (18) Int 14 (19)

Wis9 (19) Con 19 (18) Cha13 (20)

AC-2 SZM(66") MV 15fl 60 (bat)

HP136 HD 17 MR 20% (40%)

#AT1 THACO4(5) Dmg ld6+9(+7)(claws)

Specid Att/Def: Many specid rules apply to the avatar's two different forms. In both
forms, he has the following powers: he isimmune to deep, charm and hold spells,
parayzation, and poison, and suffers half damage from cold and dectricaly based
attacks. Only +3 or better wegpons affect him. The avatar is not repelled by garlic and
mirrors, and holy symbols have no specid effects on him. He can be turned as a Specid
undeed, but treat the turning priest as 4 levelslower than normd for this purpose. The



avatar can withstand 90 minutes of exposure to sunlight without adverse effects. He
auffers double norma damage from holy water, but isimmune to running water. Six
times per day he can throw one pint of blood up to 40' to affect a5' radiusasa 10 HD
fireball, or to dispel magic as a 20th-leve wizard, or to blind victims for 2d6 rounds
(saving throw vs. poison a -4 negates). He can summon 1OdIO giant rats or batsif they
arewithin one mile of him, at will. Other specid attacks and defenses are modified by his
form aslisted below.

Spell Use The Beadt isalOth-level mage, the Rake an 18th-level mage.

Gaze Wegpons. The Beast can charm person or mammal by gaze (saving throw vs. spells
at -6 negates); the Rake can charm person in the same way, a will. The Rake can dso
cause acreature of up to 16 HD/levelsto deep by gaze for 2dI0 turns, 3/day and can
create domination by gaze 3/day (in both cases, save versus spdls a -6 negates).
Gaseous Form: Only the Rake can become gaseous at will. In both forms the avatar
becomes gaseous at 0 hp.

Regeneration: The Beast regenerates 6 hp/rd if stlanding on earth. The Rake aways
regenerates 4 hp/rd.

Slegp/Charm Resigtances: The Rake halves even and hdf-elven degp/charm resistance
to his attacks.

Wolf Summoning: The Beast can summon 3d6 wolves or worgs to serve him for 12 turns
if within amile, 3/day.

Anima Growth: The Beast can cast animd growth on wolves he has summoned, at will.
Shapechange: The Beast can transform into wolf or worg shape at will; the Rake, into
giant bat form only.

Breath Weapon: The Beast can breathe afog cloud 3/day and desth fog I/day, the Rake
breathes a cloud of obscurement \1 turn.

Additiona Properties: The Beast can pass without trace at will. He can be detected by a
Moon Dog or intelligent paladin's warhorse within 60'. The Rake can cast pyrotechnics,
hypnotism and rainbow pattern 3/day each.

Méllifleur (Lesser God)

Such a harmonious and pretty name belongs to the dire Lich-Lord, patron of evil liches,
but nothing could be further from his nature. The god's constant purposes are twofold. On
the one hand, he ddlights in guiding evil wizards and priests to become liches since his
own power isincreased with each such step into undeath. Second, he must counter the
actions of the prime evil deity whose servant's divine ascension he usurped (see
introductory materid in this section) through the actions of his avatars. Mdlifleur himself
lairsin Gehenna, where, not unlike Cegilune, he hides many magica phylacteries which
can sugtain his being should he be overcome or magicaly trapped.

Role-playing Notes. Mdllifleur's avatars rarely vist Prime Materid liches, when they do,

it isto study new spdlls or magic developed by those liches, or to gain information about
his evil nemesis from lich-sages. He isforced to counter his evil nemesis actions on the
Prime Materid, though, and when so doing with his avatars they are paranoicaly fearful.
His avatars do not regard a counter-attack as the best form of defense; rather, they prefer



to attack first, before the thought of attacking them has even occurred to a potentia
adversary.

Satisics AL ne WAL n/a; AoC lichdom, magic; SY crystd vid in askdetd hand with
ring on fourth finger.

Médlifleur's Avatar (Wizard 25)

The avatar appears as atypicd lich, athough its black robes are clean and in good repair.
Its eye sockets hold a pair of glowing green gems.

Str18/00 Dex17  Int23

Wisl9 Con16  Chal

AC-2 MV 12 SZM (6)

HP120 HD 15 MR 40%

#AT1  THACO5 Dmg 2d0 (chill touch)

Specid Att/Def: The avatar isimmune to wegpons below + 2 enchantment and to mind-
affecting, pardyzing, cold and dectricdly based attacks, insanity, desth magic,
petrification and polymorphing. Those of 8 HD/levels or below who see him must save
vs. gpdlsor fleein terror for 6d6 rounds. His avatar is turned as a Specia undead, but the
priest making the attempt is treated as 4 experience levels lower for the purpose of
turning. The avatar's left gem-eye can project a cone of cold 2/day and the right gem-eye
can project asymbol of insanity 2/day, both effects at 25th level of magic use. The avatar
wears arobe of starswhich can act asarobe of scintillating colors when he so wills, a
ring of shooting stars, and possesses a sphere of annihilation under the avatar's automatic
mental control.

Squerrik (Lesser God)

The cowardly and physicaly weak Squerrik lairsin an endless series of burrows and
tunnels, infested with traps, below one of the plains of Gehenna. He is afearful creature
who ever seeks protective magic, disguises, and items for keegping his enemies a bay (not
that he has many; most other deities don't consider him worth bothering with).
Role-playing Notes: Squerrik feds little emotion for wererats, and is uncaring about his
own shamans, not sending any omens or warnings to them. Rarely, he may dispatch an
avatar to lead avery large group of wererats out of their subterranean lairsto attack, loot,
and pillage a surface community weakened by war, seige, or some other adversity. More
often his avatars seek protective magicd itemsfor the god's use. The avatars are dways
cowardly and seek to escape combat if faced with a powerful enemy.

Satigtics: AL le; WAL le (wererats); AoC thievery, disguise, conced ment; SY rat's head
with bared yellow teeth.

Squerrik's Avatar (Thief 14)

The avatar gppears in ratman form, dressed in filthy |leathers and cotton pants.

Stri4  Intl9  Dex|9

Wisl3 Conl1l3 Chal2

AC?2 SZM(56") MV 18

HP 96 HD 12 MR 5%

#AT 1 THACO9 Dmgld6 +3 (shortsword)



Specid Att/Def: The avatar isimmune to poison, disease, and pardyzation. Nonmagica
wegpons do not affect the avatar. He spider climbs a will and has 95 % skill ratings for
moving slently, hiding in shadows, and spotting traps. Three times per day the avatar can
change sef and 1/day each he can: summon 10dIO giant rats if within one mile, cause
disease, dimension door, cause contagion and cast rope trick. He has a shortsword +3 of
quickness and a cloak of displacement.

The Shamans

Squerrik's shamans may only memorize and use thelr spdlsin ratman form. They are not
organized into any heirarchy, but lower-leve shamans learn from higher-level ones and
must show them respect and deference (and make offerings of treasures). Wererat
shamans mugt be sdf-protective. They actively acquire protective magic and anything
that aids their skills of concedment and disguise.

Requirements AB Dex 13; AL le; WP any; AR asthieves, SP dl, animd, charm,
necromantic (rev), sun (rev); PW 1) 5%/ level sKill in hide in shadows and move slently;
TU nil; LL 5; HD 2 hp/levd; Shamans only.

Balador (Lesser God)

Baador is a protector-god, watchful over forests and woodlands, rather seclusive and shy
but encouraging his followers to share their community and living space by good
relationships with rangers, druids, and sylvan creatures. The god himself roamsthe
Beadtlands, taking his food from the rivers and lakes, and sometimes persuading other
deities to brew the honeyed mead he enjoys so much. Balador is not smart, nor ishe
swift, but he iswise, tolerant, and patient, and he is powerful when roused to anger. His
only enemies are the deities of evil lycan-thropes.

Role-playing Notes: Baador's avatars may wander Prime Materid deep forests hunting
and playing with other werebears, especidly the very young. Mestings with Fether Bear
are the subject of many werebear tales. He often sends avatars to oppose those of the evil
lycanthropic deities.

Statistics: AL cg; WAL cg (werebears); AoC werebears, protection, fraternity; SY pitcher
of mead.

Badador's Avatar (Fighter 12, Druid 12)

Baador's avatar usudly appearsin ursine form, athough he can dso gppear asatal,
tanned, handsome human male ranger. He uses spdlls from druidic spheres, plus
protection and sun.

Sr18/00 Intl4 Dex|3

Wis|8 Con18 Chal6

ACO MV 12 SZ M/L(6/11)

HP 120 HD 15 MR 15%

#AT 3/2or 3 THACO 5 Dmg 1d8 +3(longsword)+6 or 2d8+6x2 (claws) and 4d4 (bite)
Specid Att/Def: The avatar isimmune to poison, disease, parayzation, illusorv/phantasm
spells, and nonmagical wegpons. He can cure disease or critica wounds by licking 3/day
each and roar to create fear (aswand) I/day, in uragne form only. In urane form, if both
paws hit the same opponent in the same melee round, the bear will hug for 2d12 +6 hp/rd



of automatic damage thereafter and dso inflict maximum damage with his other attacks.
The chance for bregking free is one-third of a creature's bend bars percentage. Asa
ranger, he carries alongsword +3 which inflicts double damage on evil lycanthropes and
goblinoids.

Priests. Bdador has no priests of his own, but werebear- priests do exist; they worship
their own gods and receive spdls from them. They aso revere Balador, because his
entreaties to the gods on their behaf make it possible for them to remain priests. Almost
invariably, aspdl-providing god is neutra good or chaotic good, or perhaps a neutra
gylvan/naure deity.

Ferrix (Lesser Goddess)

Ferrix isthe insatiably curious goddess of weretigresses. She enjoys knowledge for its
own sake and has accumulated a great store of knowledge, but unlike her brother sheis
not wise and does not separate worthwhile and trivia knowledge effectively. Despite her
dignment she too roams the Beastlands, hunting and prowling (and demanding adoration
from other beings as so many fdines do). Sheisvain and often playful, but she can be
cruel with prey and spiteful and vicious if teased or mocked.

Role-playing Notes. Ferrix' avatars are common vistors to the Prime Materid for a
variety of purposes. She may Ssmply come to play with other weretigresses, or sometimes
to mate with a male weretiger. She may come out of curiosity regarding dmost anything
from a hidden magica secret to an old temple ruin, or just to view some unusua
geologicd formation or amagicd tree buried in a deep forest. Ferrix' avatars are curious
above dl and will rardly offer hodtility to those they encounter. But she has a habit of
gaking creatures as if they were prey to see what their reactions are, which can lead to
misunderstanding and conflict if the creatures stalked are over-fearful or aggressve.
Flattery goes along way with the avatar, as does the gift of abeautiful gem (appearance
meatters more than value).

Statigics: AL n; WAL n (weretigresses); AoC play, curiosity, hunting; SY green cat's
eyes.

Ferrix' Avatar (Fighter 14, Druid 9)

The avatar usudly appearsin hybrid form, but she dso hunts as atigress. In ether form,
her fur has an exceptionaly beautiful honey-brown sheen. She uses spells from standard
druidic spheres, plus charm and combat.

Str18/00  Intl7 Dex |7

Con 17 Chal9 Wisl|3

ACO SZL(8-12) MV 15 + specia

HP 120 HD 15 MR 20%

#AT 3 THACOS5 Dmg 2d4 +6 x2 (claws) 4d6 (bite)

Specid Att/Def: The avatar isimmune to poison, disease and paralyzation, and
nonmagica wegpons. No naturd feline will attack her and she can charm feline at will,
and can dso charm person or mamma 3/day (saving throw to negate is a -4). She can
leap forward up to 30", up to 15" horizontaly, and up to 15" backward in around in
addition to making attacks; if she legps she gains the benefits of boots of striding and



springing. If both her front paws strike an opponent in the same meee round she can rake
with her back paws for an extra 3d4/3d4 points of damage. Once per day her growl can
create fear (as wand), and once per day her purr can create emotion (cam), while her lick
can cure critical wounds 3/day. She wears atiger-eye ring of human influence on her

right front paw.

Daragor (Lesser God)

Daragor isthe bestiad god of evil lycanthropes-werewolves and seawolves being his
preferred creatures. This hateful god wanders the Lower Outer Planes, picking off
whatever prey he can. He has enmity for dl other deities of lycanthropes, and virtualy
everything dse he comes across. Daragor is Smply savage, bloodlusting, and eementdly
vicious.

Role-playing Notes. Daragor's avatars will roam the Prime Materiad when they can,
hunting any prey he can feast upon. He enjoys disabling prey by attacking limbs to
prevent movement and escape, and then rending his prey dive. The avatar stalks
werebears for sport, but while he does not fear Barador he has a healthy respect for that
god's strength and will flee if opposed by an avatar of the werebear god. Also, Daragor's
avatar will gak paadins and priests of lawful good and/or sylvan deities. He seeks
smply to kill them and consume their flesh, which has a gimulating effect upon him.
Statigtics: AL ce; WAL ce (werewolves, seawolves); AoC marauding beagts, bloodlusts,
pain; SY werewolf's head.

Daragor's Avatar (Fighter 14)

The avatar can gppear either as a great grey-furred wolf or as a monstrous seawolf,
digtinguished by his glowing red eyes and bloodstained paws and maw.

Str 18/00 Int 10 Dex 17

Wis8 Con 17 Chal

AC-1 SZ L (121ong) MV 36 (12, sw 27)

HP 120 HD 15 MR 15%

#AT 2 THACO4 Dmg 4d6 (bite)

Specid Att/Def: The avatar isimmune to poison, pardyza-tion, and nonmagica
wegpons. If he kills a creature of 6 + HD/ levels and spends one full round rending its
flesh and drinking its blood, he regains1d8 + 3 hp of any damage he has sustained. If that
cregtureisapaadin, or priest of lawful good and/or a sylvan deity, the avatar is affected
as per apotion of invulnerability for 3dl0 turns theresfter. He charms lupine at will
(wolfweres are immune but winter wolves are affected). As awalf, he can summon 3d8
wolves, 2d4 werewolves, and Id4 winter wolves |/day for each typeif withinamile In
seawolf form he can summon 2d4 + 2 lesser seawolves and |d4 +1 greater seawolves
|/day for each typeif within amile. The avatars howl can create fear (as wand) 3/day
(save versus wands at -4 to negate). In wolf form, the avatar cannot be entangled or have
his movement dowed by any nature-affecting spells (such as interposed plant growth,
etc., but a gpell such as web could restrict movement in the usud way). In seawolf form,
the avatar can water bresthe freely and also water walk 1/day for 12 turns.



Eshebala (L esser Goddess)

Eshebaais the wily and supremey vain goddess of foxwo-men, athough she aso favors
wolfweres because of their hatred of werewolves. A denizen of the Abyss, she loathes
and detests tanar'ri and other inferna inhabitants of other Abyssa planes because of their
ugliness, stupidity, brutish nature, or any combination thereof. She has a collection of
fine gems, jewelery, furs, skins, objets dart, and the like, which are actudly rather
vulgar and flashy. She dwells done and has no dlies. She regards her brother, Daragor,
as an odf, dthough she does not actudly hate him; her primary object of loathing is
Ferrix. Two vain goddesses who preen and strut do not tend to get dong well together.
Role-playing Notes. Eshebalds avatars visit the Prime Materid for hunting and sport
when she grows bored and jaded. She prefers to overcome victims through subtlety, not
direct force. She epecidly enjoys capturing handsome males through illusons and
charm, immohbilizing her victim and then dispelling the charm before she kills and then
egts the unfortunate, carving off flesh with aslver dagger. She sometimes vigts femdes
whom she has infected with lycanthropy for a gossip sesson, and demands to be the
center of flattery and attention during such vists.

Satigics AL ces WAL ce (foxwomen); AoC vanity, charm, greed, cunning; SY vixen.
Eshebadas Avatar (Fighter 8, Illusonist 12)

The avatar appears in the hybrid (vixen) foxwoman form or as acharming, lovely young
elven maid. She dwayswearsrich jewdlery and finery, and invarigbly carrieshasa
decorated slver mirror for salf-admiration.

Str18/10 Dex 18 Int 16

Wisl7 Con 15 Cha20

ACO MV 1521  SZ M(5)

HP 112 HD 14 MR 20%

#AT 3/2 THACO7 Dmg 1d8 +2 (longsword) +3

Specid Att/Def: The avatar isimmune to poison, parayza-tion, nonmagica wegpons and
al enchantment/charm and illusion/phantasm spdlls. She can pass without trace in arurd
environment, and if she escgpes into undergrowth is 95% unde-tectable when seeking to
hide or evade pursuit. She can sing and create lethargy as awolf were for 3d4 rounds
3/day, and can charm person at will. She employs alongsword +2.

The avatar is dways accompanied by 1d4 +1 charmed mae servitors. Determine their
nature from the Monstrous Compendium entry for Lycanthrope, Werefox, but these
gdekickswill be of levels1d6 +3 and will dl be 90% likdy to possessamagica hand
weapon, 70% likely to possess gppropriate magical armor, and be 10% per leve likely to
possess |d2 suitable minor miscelaneous magica items (DM's choice).

Gods of the Dragons



lo (Greater God)

lo, Swallower of Shades, shine in the face of your servant, for he worships you in the
morning, he propitiates you in the evening. | bregthe the air, the North Wind which
comes from you, Be content, Lord of the Gods, for you are exalted in the firmament, and
your rays over my breast are like the day.

-Invocation of Persepharidl, Great Gold Wyrm

Thisis the tale as Dragon-sages speak of it:

lo, the Ninefold Dragon, the Concordant Dragon, the Great Eternal Whed, moves his
magegtic form silently through the planes and crysta spheres, through the ether and
detritus of the worlds, and heis content. lo is the Creator of dl dragonkind, father of the
Sleeping Deep Dragons whose spirits lie at the core of many worlds ill, the god whose
blood, thoughts, and life force established the ground for creation and sugtain it ill. Just
aslo'srolein the cregtion of the multiverse cannot be understated. neither can his
unimaginable size. A sngle scale on the Ninefold Dragon is larger than the grestest
morta dragon which has ever flown in his skies. 1o remembers everything which has
happened in every world which exigts, he knows dl spdlls, owns & least one of every
magicd item which has ever existed, and through his singular skill as an astronomer and
adrologer, he knows al the future holds.

So, why do many myths which other races have of creation not feature great 10? Because
the nature of hisrolein cregtion is degp and implicit in establishing a subgirate for other
powers. We Dragon-sages make a distinction between the Two Voids; the first Void.
wherein onlylo had existence, and the Shadow Void, where lo's willingly shed blood
created the potentia for existence and creation to come into being. Most non-dragon
races only know of the Shadow Void. and they do not know of the earlier time outside
time when only the Ninefold Dragon existed.

Are the Dragon-sages correct? If they arel they speak of the inner mystery of the very
universe itself. Some secrets may be beyond language and comprehension. Not even this
tome can spesk of them. Who can say?

Role-playing Notes: lo is of pure Neutra dignment and aso of dl dignments
transcended by pure neutrdity. His avatars gppear in dl dignments, and exceptiona and
wise dragons of al dignments revere him in the gppropriate aspect. They only manifest
on the Prime Materid plane when affairs absolutdly crucid to the surviva of part of
dragonkind, or a great globe-panning conflict, are involved. Be unbeievably careful
with using any avatar of lo. Such an gppearance could change aworld irrevocably. In a
conflict Stuation, few creatures could possibly hope even to flee for surviva from this
avatar, let done offer it any kind of opposition save for agreat amy or avery high-
powered group with truly powerful magic!

The avatar may appear on some misson to worlds which have Deep Dragons adeep in
the core of the earth (if they exist in the DM's game world and he/she wishes to use this
myth), communing with their spiritua forms. Because many worlds do not have these
deep denizens, thisideais|eft for the DM to develop if he/she so wishes.

lo may, very rardly, manifest part of his being by communicating with an exceptiondly
wise or inteligent morta being by drawing the astrabody to fly with lo's avatar in the
Adird plane Thisisrecalled by the being as awondrous inspirationa dream, and lo's



symbol may appear to mark the event on some hidden part of the body-the crown of the
head, below hair, below afingernail, or some smilarly subtle place.

lo's Avatar (Wizard 20, Priest 20)

The avatar appears as avast dragon with blue scales edged with silver and dark purple.
This appliesto any of the five functiond formsthe avatar can take (1g, ng, In= gold; cg,
cn= brass, le, ne= blue; ce== red; n= gpecid).

Str 24 Dex 24 Int 25

Wis 25 Con 25 Cha 25

AC-14 SZ G(800) MV 60fl 360 br 60 sw 120

HP 200 HD 25 MR 95%

#AT 3+ speciad THACO specid  Dmg 3d8 +12 x 2 (claws) 12d8 (bite)

Further Statigtics: Treet 10's avatar as a Great Wyrm of the Gold Dragon variety
{Mongtrous Compendium), with the following modifications’additions:

Symbal: Eight- pointed star with centra rising spoke.

Size: Body length 440, tall length 360

Bresth Wegpons. The avatar uses the breath wegpon capabilities of the functiond form
the avatar has. If the avatar is pure neutrd, it can use cone of cold, cloud of fire, and
lightning bolt forms of breath wegpon. All bresth wegpon ranges and areas of effect are
increased by 50% above those normally used. Saves versus the avatar's breath weapon
are made with a -6 pendty. Base breath weapon damage is 24d20+24.

Spdlls The avatar uses spells from al spheres and schools.

Magic Resstance: In addition to Sandard MR, the avatar isimmune to al spells below
7th level/ and to poison, parayds, petrification, deeth magic, mind-affecting and
contralling spells, spdlls such as imprisonment and trap the soul, and even to wishesiif
these are used to affect itstrue nature (e.g. , the aignment of an avatar could not be
changed by this spell, nor could it be feebleminded, etc.). The avatar takes haf damage
from cold-, fire- and dectricity-based attacks. Weapons below + 4 enchantment do not
affect the avatar.

Fear: The avatarsradius for fear is 200 yards. Creatures of up to 6 HD/levels are
automatically affected; those dlowed a save versus spell to negate do so with a-6
pendty.

THACO: The avatar'sbase THACO is 2. It hitsany AC on aroll of 5+ on ad20. A bite
swallows any creature whole, killing ingtantly and destroying dl equipment, onaroll of
10 +.

Tiamat (L esser Goddess)

Avaicious, supremey vain, and profoundly Lawful Evil, Tiamat proclams hersdf the
creator of dl of evil dragonkind, and certainly many evil dragons revere her as their
creator and patron deity. She infests the uppermost of the Nine Hells with her consorts,
each a Great Wyrm of different color-one red, one white, one green, one blue, and one
black.

Whether or not Tiamat istruly the creator of evil dragonsis a subtle question. Aslo
contains dl dignments, evil isborn from within him, and in this sense Tiamat isnot a



prime crestor. However, she may have been in some sense amidwife of the coming of
evil dragonsinto the world, as Bahamut is often seen as the force who drew good dragons
from lo's being. She keeps an active and eager waich over evil dragonkind and ever stirs
them to further avarice, pride, and wickedness. She hersdf is hateful, spiteful, never
forgetting any kind of dight, and she enjoys such wretched pastimes as torture, bickering,
and fighting among her consorts, as well as destroying valuables and treasures which her
avatars bring to her, sometimes as offerings from morta evil dragons.

Tiamat's relations with the baatezu that populate the Hells and stray into her redm a
timesisthe subject of consderable speculation by sages. Traditionally, she has been seen
as repulsing them and attacking them, but as the tanar'ri have made a bregkthrough into
the Prime Materid plane as dternative gods for lizard men, gnalls, and others, it may be
that baatezu lords are trying to arrange some pact with her, to enable them to plane shift
and sarve evil dragonkind. This does not seem to have come to fruition yet because of the
excessive demands made by Tiamat. If it ever does, woe betide many worlds spinningin
the ether....

Role-playing Notes: As a specid note, the statistics for Tiamat below are not suitable for
DRAGONLANCE(r) campaigns since there Tiamat is strongly identified with Tekhiss
and DRAGONLANCE Adventures presents summary statistics for that dety.

Tiamat's avatarsisfarly active on the Prime Maerid plane. She vists powerful evil
dragons (especidly red dragons), demanding worship, homage, and offerings. She has
been known to lay waste to an area with her breath weapons, to enable evil dragonsto
populate the area after driving off any sentient creaturesin or near the lands. Bahamut
often tries to stymie such carnage and destruction, which enrages her.

Tiamat's Avatar

The avatar gppears as a gigantic five-headed dragon with one head of each of the
chromatic (evil) dragon types. Each head's color runs the length of the neck and into the
forepart of her body as stripes/ gradudly blending to three stripes of gray, blue-green, and
purple over her back and hind-quarters then merging into a muddy dark brown tail. Her
underbelly and legs are greenish white fading into her upper body colors.

Dex 20 Wis 20 Str 21

Con 23 Cha24 Int 19

AC-12 SZ G(500) MV 181l 90 sw 30

HP 160 HD 20 MR 75%

THACO specid #AT 6+ specid Dmg 2dI2 (tail) + see below

Further Statistics: Use the additional statistics which follow:

Symbol: Five-headed dragon.

Size Body length 280, tall length 220'.

Breath Weapons. Each of Tiamat's five heads uses a separate breath weapon, 3/day each;
damage is listed separately below. All saving throws versus the avatar's bresth weapons
are made at -4.

Spdlls. The avatar uses pells from al spheres and school's save the spheres of chaos and
sun, and she can only use reversed forms of heding and necromantic spells.

Magic Resstance: In addition to sandard MR, the avatar isimmune to al spells below
5th level, and to poison, pardyss, death magic, and mind-affecting and controlling

gpdls. The avatar takes half damage from cold-, fire-, and el ectricity-based attacks.
Weapons below +2 enchantment do not affect the avatar.



Fear: The avatar'sradius for fear is 140 yards. Creatures of up to 5 HD/levels are
automaticaly affected; those dlowed a save versus pdll to negate do so with a-5
pendty.

THACO: The avatar'sbase THACO is 3. It hitsany AC on arall of 8 + on 1d20 with its
red and blue heads, and on aroll of 9+ with any other head. Note that Tiamat's bulk and
bal ance prevents her from using claw attacks.

Tiamat's Five Heads

In the table below, the following datigtics for Tiamat's five heads are listed:

Say: Thisisthetota number of hit points of damage a head can sustain before being
destroyed (the avatar regenerates the head in 12 hours). Damage specificaly inflicted on
a head does not affect the generd body totd.

Head Say Breath Bite Spdls(W/P)

Blue 56 14di12+14 7d8 444441/22221

Red 52 13di2+12 6d8 2222221/222211

Green 52 13di12+13 6d8 4221/221

Black 48 12di2+12 5d8 4221/221

White 44 ldi2+l 4d8 421

Breeath: The number shown is the damage for the breath wegpon for the head in question
Bite: Thisisthe damage caused by a successful bite. Spells (W/P): These are the spells
usable for each head, tabulated as number and leve (e.g./ 222 means two spells each of
1<t through 3rd level). Spells before adash (/) are wizard spdlls, and those after the dash
are priest spells If thereis no dash, only wizard spells are used.

Chronepsis (Inter mediate God)

Chronepsisisthe draconic god of fate, deeth, and judgement. In his mausoleumsin the
plane of Concordant Opposition, the god has an infinite number of hourglasses which
trickle out the lifespans of dl dragon mortals and deities. Chronepsis knows the future
and thefate of dl of creetion at the end of time. Heis silent, unconcerned, dispassionate,
and of absolute Neutrd dignment. No dragons revere him; al respect him.

Role-playing Notes: Chronepsis avatar will attend (in improved invisibility form) at the
death of atruly exceptiond Greet Wyrm, greting the spirit into the afterlife and sending
it on to its Outer Plane journey, following it asit goes. The avatar may aso periodicaly
watch over the great graveyards present on some worlds, where dragons go to die,
atacking any intruders or looters with hisfull and terrifying range of letha attacks.
Chronepsis Avatar (Wizard 14, Priest 22)

The avatar appears as a (usudly) small, black dragon with decaying skin through which
yellowed bones poke out in places. A magicd brass harp (6' high) hovers above his head.
Dex 19 Wis 25 Int 24

Con 21 Cha24 Stri9

AC-10 Z varies MV specid

HP 160 HD 20 MR 115%

#AT 3 + gpecid THACO specid  Dmg dl specid



Further Statigtics Again, treat the avatar as a Great Gold Wyrm with the following
modifications/additions.

Symbol: Brass scales below a harp.

Size Vaiesfrom 60-600' a will, 60% body, 40% tail.

Breath Wegpons. The avatar has a single breath wegpon, usable 6/day, and a 100" cube of
disntegration (living matter only). Saving throws versus the effect are mede at -1 per
HD/level below 16.

Spdls: The avatar uses pdlls from dl spheres and schools.

Magic Resistance: The avatar has the same immunities and resistances (save base MR) as
lo's avatar; uselo's entry above.

Fear: The avatar's radius for fear is 300 yards. Creatures of up to 8 HD/levels are
automaticaly affected; those allowed a save versus spdll to negate do so witha- 8
pendty.

THACO, Specid Damage: The avatars base THACO is 2. It hitsany AC on aroll of 7 +
on ad20- Those who are touched by a claw die ingtantly unless they save versus degth
meagic (save modified by HD/level as for breath wegpon); those who are bitten are
irrevocably destroyed on aroll of 10+, and die on alower hit roll unlessthey save versus
death magic (modified by HD/level as aove).

Specid: The magical harp above the dragon's head plays as the avatar willsand can
create any of the following effectsin a 50’ radius. emation (cam), symbol of persuasion,
wadl offeree. The avatar can day living a will.

Faluzure (Lesser God)

The terrifying Night Dragon picks at the wasteland of bones scattered about his burrow in
Tarterus, his mindlessjuju zombie servants daying any creeture foolish enough to
approach. Faluzure is awretched, cregping thing no longer ableto fly, but he has a
terrible beauty nonetheless. FaluzureisaNeutra Evil lord of energy draining, undesath,
decay, and exhaugtion; he hates Bahamut and Tiamat equaly, and hates and fears
Chronepsis.

Role-playing Notes: Faluzure's avatars stialk some worlds seeking powerful, wise, or
exceptiond beings to energy drain. He stedls corpses for ghastly necromantic
experiments in Tarterus. All dragons fear him save shadow dragons, who revere him.
Faluzures Avatar (Illusionist 14, Priest 18)

The avatar appears as avast, deek, beautiful dragon with slver-edged scaes of midnight
blue and vestigid wings, but he may aso be polymorphed into a handsome human or

comdy df.

Str 21 Dex 20 Int24

Wis 21 Cha24 Con 23
AC-16 SZ G (520) MV 18 br 12
HP 136 HD 17 MR 100%

#AT 3+ gpecial THACO speciad Dmg 2d8 +9 x 2 (claws) 8d8 (bite)
Further Statistics: Treat Faluzure s avatar as a Great Wyrm of the Shadow Dragon variety
{Mongrous Compendium: Greyhawk}, with the following modifications additions...



Symboal: Draconic skull.

Size: Body length 290, tall length 230'.

Breath Wespons. The avatar can bregthe 6/day in a 30'x40’x50' cloud; victims are drained
of 1dIO life energy levels (save a ~5 for haf thisloss). Any creature reduced to zero
leve or below becomes ajuju zombie controlled by the avatar. His breath dso causes
disease (saving throw versus poison at -5 to negate) which isfata in 204 hours unless
cured by apriest of level 12 +.

Spdlls: The avatar uses spells from dl spheres and schools, but may only use reversed
sun, hedling, and necromantic spells.

Magic Resstance: In addition to Sandard MR, the avatar isimmune to al spells below
5th level, and to poison, pardysis, petrification, desth magic, and mind-affecting and
contralling spells. The avatar isimmune to cold- and dectricity-based attacks and to
weapons below +3 enchantment.

Fear: The avatar'sradius for fear is 200 yards. Creatures of up to 7 HD/levels are
automaticaly affected; those dlowed a save versus spell to negate do sowitha- 7
pendty.

THACO: The avatar's base THACO is 3. It hitsany AC on aroll of 9+ on ad20. Any hit
causes paralyss and fear; saving throws versus spdll are dlowed for both effects at -5. If
both saves are failed, the creature becomes insane.

Specid: The avatar controls undead as a 20th-leve priedt. It can animate dead at will and
summon shadow every other round.

Aasterinian (L esser Goddess)

Aaderinian is acheeky, deeply chaotic deity who enjoys learning through play,
invention, and pleasure. She is deter-minedly Chaotic Neutrd, with tendencies to good.
She enjoys disturbing the status quo, being shocking and innovative, jolting the staid into
action. Sheislo's messenger for lesser communications with dragons, but is definitely
digtractable. Chaotic (especialy brass and copper) dragons revere her.

Role-playing Notes The avatar often travels as a messenger to Great Wyrms from lo, or
is off hunting some arcane knowledge she seeks for hersdlf. Sheis playful, stubborn, and
vain. She may mock or taunt very lawful crestures, using pells to embarass them.
Aagterinian's Avatar (Wizard 13, Priest 13)

The avatar appears as a huge brass dragon with a fcourqoise- sheened forehead bearing a
golden gtar in the center.

Str21 Int 22 Dex 22

Wis21 Con 23 Cha24

AC-13 SZ G (450) MV 48fl 320 sw 90

HP 160 HD 20 MR 80%

#AT 3+ gpecial THACO special  Dmg 2d8 +9 x2 (claws) 7d8 (bite)

Further Stetidtics: Trest Aagterinian's avatar as a Great Gold Wyrm with the following
modifications/additions.

Symbol: The Morning Star.

Size: Body length 250, tail length 200.



Breath Wegpons. The avatar uses the breath weagpon capabilities of a Great Brass Wyrm,
plus I/day the use of a cloud of spird of degeneration (Quest Spell; see Tome of Magic-
30 radiusto arange of 120'). All other breath weapon ranges and areas of effect are
increased by 20% above those normally used. Saves versus the avatar's breath wegpon
are made with a -4 penalty. Base damage for breath wegpons is 21d20+21.

Spdlls: The avatar uses spdlls from al spheres and schools, save the sphere of law.

Magic Resstance: In addition to Sandard MR, the avatar isimmune to al spells below
5th level and to poison, paradyss, desth magic, and mind- affecting and controlling spells.
The avatar takes half damage from cold- and fire-based attacks. Weapons below + 2
enchantment do not affect the avatar.

Fear: The avatar's radius for fear is 100 yards. Creatures of up to 4 HD/levels are
automatically affected; those alowed a save versus spdl to negate do so with a- 4
pendty.

THACO: The avatar's base THACO is 3. It hitsany AC on aroll of 9 + on ad20. A bite
swalows any cresture whole, daying it ingtantly and destroying equipment/ on aroll of

14 +.

Specid: The magic resistance of the avatar is increased within one hour (before or &fter)
dawn by +15%. Saving throws againgt her spells are subject to a- 2 pendty (cumulative
with any other pendties) during thistime.

Bahamut (L esser God)

Bahamut, Lord of the North Wind and ever-weatchful for the cause of Lawful Good, Sits
undeegpingly in his pdace in the Seven Heavens, surrounded by seven Greet Gold
Wyrms. Bahamut is an active deity, ever arguing the case againg evil with lo, ever
watchful againg the actions of Tiamat. Bahamut vaues wisdom, knowledge, prophecies,
and song and-by dragon standards-is neither vain nor desirous of treasure. Gold, silver,
and brass dragons revere Bahamui.

Role-playing Notes. Bahamut's avatar is watchful for lawful good creatures in peril,
offering ad, recuperation, and knowledge, but does not act directly in the Prime Materia
plane unless to check Tiamat. He is stern, very disgpproving of evil, and will not tolerate
any offense offered by evil creatures, dthough he will usudly polymorph them rather
then kill them.

Bahamut's Avatar (Wizard 16, Priest 16)

The avatar appears as avast platinum dragon. However, he isfond of appearing asan old,
fral maen.

Dex 21 Wis 23 Con24

Cha24 Str 23 Int 22

HP 176 HD 22 MR 85%

AC-14 SZ G (500) MV 48fl 300 sw 90

#AT 3+ specid THACO specid Dmg 2d8 +l1 x 2 (claws) 9d8 (bite)

Further Statigtics. Treat Bahamut's avatar as a Great Gold Wyrm with the following
modifications/additions.



Symbol: The Pole Star above amilky nebula

Size: Body length 280, tail length 220..

Breath Wegpons: The avatar uses the breath weapon capabilities of a Great Gold Wyrm,
plus a sonic disntegration effect (as for a cone of cold), affecting up to 40 HD/leves of
crestures. Saving throws versus Bahamut's bresth wespons are at -4. Base bresth weapon
damageis 22d20+22.

Spdls The avatar uses spells from dl spheres and schools, save the sphere of chaos.
Magic Resstance: In addition to sandard MR, the avatar isimmune to al spells below
6th level and to poison, pardyss, pet-rification, desth magic, mind- affecting and
contralling spells, and even to limited wishes if these are used to affect its true nature

(e.g., thedignment of an avatar could not be changed by this spell, nor could it be
feebleminded, etc.). The avatar takes haf damage from cold-, fire-, and dectricity-based
attacks. Wegpons below + 3 enchantment do not affect the avatar.

Fear: The avatar's radius for fear is 140 yards. Creatures of up to 5 HD/levels are
automatically affected; those allowed a save versus spell to negate do so with a~5
pendty.

THACO: The avatar'sbase THACO is 2. It hitsany AC on aroll of 7 + on ad20. A bite
swallows any cresture whole, killing it and destroying al equipment, on aroll of 12 + .

Gods of the Eagles

Remnis (Lesser God)

Remnis, great lord of eagles, flies the planes of dementd Air, Concordant Opposition,
Nirvana, Limbo and Elysum. He hunts in the Beastlands and perches atop Mount
Olympus. With eyesight stretching to the horizon, the god awaits the call to service-
Remnisis the mount of many sky gods in human and demi-human pantheons. He
provides untiring service and brave, loya ad in combat in return for the gods alowing

his offspring isolated, safe living habitats. Heisintdligent, wise, and a great hunter. His
endless flights and vison show him many secrets which, in turn, he reveds to those he
sarves. Heis dso on excdlent terms with Syranita and Aerdrie Faenya. Remnis does not
have any especia enemies.

Role-playing Notes: Remnis sends avatars of his own accord fairly rardy, usudly to hunt
some magnificent beast or hunt down an evil, marauding cregture. His avatar servesas a
mount for many good- or neutra-aigned sky gods and members of the Seldarine. He dso
watches over communities of giant eagles very jedloudy, and his avatar may gppear to
drive away creatures intending to attack eagles, sted their eggs, or likewise threaten
them. His avatar may gppear as an omen to giant eagles, derting them to danger. Rardly,
the avatar will gppear to take afind flight with avery old and wise eagle gpproaching the
time of desth, and he may advise that eagle on which of the younger members of a
community should take over the role of leader when the elder dies.



Statistics AL n(g); WAL n (giant eagles); AoC giant eagles. sky, service; SY giant
eagle's head with green eyes.

Remnis Avatar (Pdadin 14, Priest 7)

The avatar appears as a gigantic golden eagle with glowing green eyes and a55'
wingspan. He uses spells from the following spheres: dl, animd, combet, divination,
hedling, protection, sun, westher.

Sr18/00 Int19 Dex 16

WisI8 Con 18 Chal9

ACO MV 90 SZH (20 long)

HP 120 HD 15 MR 20%

#AT 3 THACO5  Dmg di2+6/dI2+6 (talons) and 2d12 (beak)

Specid Att/Def; The avatar isimmune to poison, paralyza-tion, and al spellswhich
directly negate or adversdly affect flight (leuitation, web, eic.). The avatar can creste fear
in naturd avians a will, and such creatures will never atack him. With awingbest, he
can create each of the following effects 1/day:

fear 20, firestorm, ice storm, repulsion (30" radius).

Gods of the Giants

Annam (Greater God)

Annam is The Prime, the Great Cresetor, the fertile progenitor of worlds. He fathers other
gods, creates worlds, and provides the tools for others to create upon his substrates, and
he is even said to be the creator of the elements themsalves. Far across dl times, planes,
and worlds, Annam's greatness unfolds itsalf. His merest passing thoughts have given
birth to worlds and the god is seen as being without peer.

Annam has a conflicted nature which provesto be his undoing. On the one hand, heisan
dl-knowing god of learning, philasophy, and degp meditations, Annam is omniscient, but
he chooses not to know certain things, in hiswisdom. But, againgt this vastly cerebrd
nature, one must st Annam's ingtinctud, even lustful nature. Heis not agod for whom
contemplations hold endless attraction. Annam is fertile and vigorous, and he makes a
consderable number of mistakes when governed by hisingincts. Thus, his son
Stronmaus makes him proud and contented, but his other sons have been ditinctly less of
ablessng to him. Their endless schisms and bickering weary Annam and bring him
depression and londliness since he has no mate who is his equa. Hiatea makes him
redize that his exclusive preference for mae offspring was a mistake and that he redized
his mistake too late. Perhgps the coming of evil to his creation was related to his fathering
too many sons, amnong whom envy and jealousy were bound to give rise to evil, hatreds,
and warped nature and bodies.

Annam has largdly retregted from eventsin the Prime Materid, grown weary of having to
watch over countless worlds and conflicts. The god seeks solace in a demiplane of
Concordant Opposition, which no other being, not even Stronmaus, can even locate, let



aone enter without Annam'’s permission (which he very rarely gives). There, Annam sits
in an endless manson with agreat crysta tower wherein mobile modds of dl sarsand
planetswhirl in perfect, slent motion, Smulaing the movements of the multiverse. No
other living being has a home here. Perhaps above dl, great Annam fed's a sadness that
he has no wife after dl his conquests and consorts.

Role-playing notes: Annam will very rardly send an avatar to the Prime Materid. If he
does, it is because of some epoch shaking event that will affect the course of history for
an entire world, or at least a continent. In different worlds, Annam's avatars have
observed the Rain of Colorless Fire, the Storms of Un-desth, the passing of Netheril, and
the Zephyrs of Unbecoming. If Annam had arole in them, he does not spesk of it, and
sages are |l eft to devote their lives to documenting just atittle of what has happened when
the avatar has walked in their world.

And, of course, Annam does not grant omens, save, once in alifetime, to his priet-kings.
Such apriegt, on ataining 10th level, may oncein hislife cal for a precognitive vison
from Annam after aperiod of ritua meditation not less than one month in duration. In
these visons, the broad course of future history of the priest's race (or community,
warband, etc.) isrevealed to him.

Satigics AL n; WAL n, ng, In; AoC magic, knowledge, fertility, philosophy; SY two
hands, wrigts together, with fingers facing downwards.

Annam's Avatar (Fighter 20. Wizard 18, Priest 20)

Annam's avatar appears as a giant of truly staggering size- white-haired, wearing arobe
of midnight blue. He employs spells from dl spheres and schools.

Str 25 Int 22 Dex 18

Wis 23 Con 24 Cha23

AC-6 SZG(60) MV 21fl 36sw18

HP 200 HD 25 MR 70%

#AT 2 THACO 2 Dmg 7d8 (fists) +14

Specid Att/Der: The avatar isimmune to energy drains, srength drains, mind- controlling
meagic, petrification, pardy-zation, death magic, and weapons below +3 enchantment. He
has a specia weakness, however: adamaging blow struck directly on the crown of the
avatar's head (a caled shot with a- 8 pendty to the hit roll) will stun the avatar for one
round, plus one-hdf round for each damage bonus point the striker has for exceptiona
strength, rounding down (thus such a blow from an opponent with 18/99 strength would
stun the avatar for atotal of 3 rounds; 1+ 5/2, rounding down).

By asmple wave of the hand, the avatar can creste the following effects 2/day, eachto a
range of 200" bigby's crushing hand, earthquake, telekinesis (up to 1000 Ibs) and wall of
force of double normal size. Effects are a the 20th level of magic use. The avatar mostly
eschews magicd items, carrying only ahumble staff of power charged with [d4 wishes
(in addition to being fully charged otherwise). The avatar has abase THACO of 2, but
will hitany AC

onaroll of 8 +.

Duties of the Priesthood

Priests of Annam are extremely rare and many game worlds may not have any. They can
only be cloud, storm, or stone giants, and they must be truly exceptiona, having the
blood of ancient/dlder giantsin them (DM's decision). They are rulers and kings,



possessed of and driven to greatness and magica prowess through acquisition of

powerful magicd items.

Requirements: AB Wis 17 Cha 16; AL n, ng. In; WP any; AR any; SPdl, astrd, charm,
combat, creation, divination, eementd (dl), guardian, hedling, necromantic*, plant,
protection, summoning, sun, thought, time, weather*; PW 1) stoneskin; 3) Charaised to
18; 5) may use wizard spells from any two non-opposing schools, except necromancy and
illuson/phantasm, as clerica spell of same level; 10) earthquake; TU turn a -4 levels, LL
by race; HD dIO; Shamans no.

Stronmaus (Greater God)

Stronmausis the mighty giantish god of sun, skies, and wesather. Given the declinein
Annam'srole, Stronmaus is increasingly the giantish god who watches over the affairs of
al the giantish gods and may call them to account for wrongful actions, damaging
dissension, and the like.

Stronmaus lives in a spectacular cloud palace in the Beastlands crarted from gold,
platinum, gems, and marble, in which he has amagica opa pool which gppears some
100' long to aviewer/ but which is of endless Sze when one svimswithin it. The waters
of this pool can hed any creature Stronmaus chooses to alow to swim here, aswell as
effect retoration and regeneration. Stronmaus delights in svimming here with Trishina
the dolphin goddess, with his Sster Hiatea, and with Surminare the selkie queen. In the
skies above his home, he rides the air currents with Aerdrie Faenya of the ves and
Syranita the aarakokra goddess. Stronmaus takes pleasure in consorting with good deities
of skiesand seas, and he has many friends among them.

Stronmausis agod in whom the power of life itsalf flows very srongly. Like his avatars,
Stronmaus cannot help but be ever-amiling, and it is hard for him not to express his
powerful energy in dramatic form. He ddightsin creating powerful gormsin the
Beadtlands, revelling in the lightning and driving rain, whooping to the thunder he crestes
from his own magica hammer. This can be a terrifying spectacle for the unprepared, for
the god isa very strong and powerful one and sometimes his joy in the dements makes
him forget his own strength.

Role-playing notes: Stronmaus is active in sending avatars to the Prime Materid plane
snce heis generdly concerned with giantish affairs. Avatars may be disguised as
ordinary sorm giants, to meditate with sorm giant shaman-priests of great power who
aways recognize the avatar for who heis. Hewill dso send avatars to redtrict the efforts
of Memnor, for whom he has great antipathy. Stronmaus aso enjoys sending an avatar to
walk in isolated mountainous terrain, possbly vigting cloud giants and sorm giants

there, but mostly for the pleasure of waking in refined air and enjoying the dements.
Stronmaus may send an avatar to help the good non-human sea and sea gods who he has
befriended (the asathdfinare; see Gods of Seas and Skies) if their people are in serious
danger. Finaly, Stronmaus has some of hisfather'straits and is quite capable of
despatching an avatar to woo and seduce some very comely giantess who has attracted
his (certainly fickle) atentions.

Omens from the god take the form of sorms and lightning, strangely shaped clouds
which partly obscure the sun, and direct warnings of impending evils.



Statigics AL ng (cg); WAL ng, cg (cloud and storm giants);

AoC aun, sky, westher, joy; SY forked lightning bolt descending from silver-lined cloud
partly obscuring the Sun.

Stronmaus Avatar (Paladin 20, Priest 16)

Stronmaus avatar appears as avasly tal, muscular giant with blue eyes and red-auburn
flowing, wavy hair. The avatar wears a smple gold-edged white S|k robe and dways
amiles. He uses priest spdls from al spheres.

Sr25  Intl9 Dex 21

Con24  Wis22 Cha24

AC-5 SZG@45) MV 18fl 48sw 18

HP192 HD24 MR 60%

#AT 2 THACO2 Dmg6d8 +5 (hammer) +14

Specia Att/Def: The avatar controls westher in a 10-mileradius a will and may cal
lightning L/tum. He isimmune to wegpons below +3 enchantment, al magic which is
mind- affecting, blinding and deafening attacks, desth magic and energy drains, and dl
electrical attacks. Three times per day each, the avatar can cast a20HD lightning bolt 10
wide and up to 160’ long and a 20HD chain lightning effect. No non-evil avian or agquetic
creature will atack the avatar, regardless of magica control, and any attempt to
magicaly coerce such a cregiure into doing so automaticaly bresks the magica effect
(charm, domination, etc.). The avatar carries a hammer of thunderbolts with al specid
powers (+5 enchantment and strikes any evil giant dead on a successful hit, no save). The
avatar has abase THACO of 2, but hitsany AC on aroll of 8 +.

Duties of the Priesthood

The cloud giant priesthood is a proud and organized one which must rid the skies of evil
creatures. Each priest is expected to have at least one area of skill in music or the arts.
Priests must be wedlthy, dress well, and craft/possess fine jewd lery. Quality of dressand
jewdlery isasign of pogtion within the heirarchy, so juniors should not dress too well.
Storm giants have to undertake an arduous persond initiation to become shaman-priests,
this may involve fagting to the point of severe deprivetion, travel to a sacred location and
participation in extended meditation there, and the like. Such shaman-priests are solitary
and have agreat affinity with sky or sea creatures (as appropriate). They are visonaries,
mystics, and meditators who treat each other as equals.

Requirements (Cloud Giants): AB Wis 15; AL ng, cg; WP any; AR any; SPdl, animd,
charm*, combet*, creation, divinaion, dementd (dl), guardian, hedling, necromantic*,
summoning, sun, weether; PW 1) fly, double duration; 5) wind wall; 9} mgor creation;
TV turna -2leves, LL 12; HD d6;

Shamans no.

Requirements (Storm Giants): AB Wis 17; AL cg, ng; WP any; AR any; SP as above, but
add protection*, thought*, time"; PW 1) charm avians or natural sea.animds (up to 30
HD); 5) after meditating for 1 hour, may summon a12HD air or water eementd for 6
turns in subsequent 24 hours (water ele-mentals for sea-dwelling giants only); 9) vison
|/week (deity never takes offense, re-roll adice throw giving thisresult); TU turn & -2
levels, LL16; HD d6+l; Shamans must be "shaman-priests.”

Hiatea (Greater Goddess)



Hiateais a dua-aspect goddess, as her mythic history befits. Hidden by her mother in
fear of her father Annam, she was raised by firbolgs. ignorant of her divine parentage.
She thus has a grong affinity with community, agriculture, and the upbringing of the
young, especidly with her firbolg priests. However, on learning (from a messenger sent
from her mother's death-bed) of her father's identity, she vowed to present hersdlf to him
asworthy of his acknowledgement. She undertook a series of arduous trials and quests,
maodtly in the woodlands where she honed her hunting skills. Thus, she has amuch wilder
(and more neutra-aigned) aspect as a goddess of nature, wild places, and hunting.
Joining the two is a powerful concern with the balance of agriculture and settled
communities with nature, wild things, and hunter- gatherers. Firbolgs often have this
concern as abasis for their ecology as befits her most important servants and worshipers.
Hiatea ds0 has asmdl but deeply loyd following among the smdl giant-kin voadkyn
(GREYHAWK(r) Monstrous Compendium) and is happy to take these smaler folk under
her wing. She has a genuine fondness for this race and, as aresult, has begun to develop
friendships with some of the even deities, notably Solonor Thelandira, with whom she
enjoys archery contests by her homein Elysum.

Hiateais a strong, confident, and proud goddess who is an exceptiona huntsvoman, as
her sojournsin the Beastlands impress on dl who dwell there- Her symbol derives from
the greet bettle in which she dew the vast hydra she presented to her father as proof of
her prowess and worth.

Role-playing notes. Hiatea does not often send avatars to the Prime Materid, but she will
certainly do so to protect smal communities of firbolgs or voadkyn groups under attack
from evil enemies (especidly if these are evil giants or giant-kin). She may also send an
avatar to hunt some mongter of exceptiond sze or greet cunning or which in some other
way presents her with an unusud chdlenge (it is hard to find, hard to get to, etc.). She
does, however, communicate frequently with her priests and shamans, in the form of
highly digtinctive omens. Pyro-mancy is common among them, and the Sgn of aflaming
sphere within dying embersisacardind pointer to some important and imminent event.
Her "community priests’ (see below) may receive messages from the dreams of children.
One specid messenger of Hiatealis unique and worthy of note: to priests practicing
pyromancy, she may send a unique yelow-gold moth (with awingspan of some 2 feet)
that will spird around the flame, and from its path of flight the priest can decipher a
message from Hiatea. If the priest is of at least 5th leve, he can capture and swallow the
moath dive, and if he does this he will be invisble in woodlands for |d4+2 days.

Satigics: AL n(ng); WAL n, ng, cg (firbolgs, voadkyn); AoC nature, agriculture,
hunting, femaes, children; SY flaming spear.

Hiatea's Avatar (Ranger 16, Druid 10, Bard 12)

Hiated's avatar takes the form of atanned, lithe, long-legged giantess who wears legther
armor and aways carries a spear, bow, and quiver of arrows. Her red-gold hair istied
back from her face and she has large brown-hazel eyes. Her spells come from the spheres
given for druids (aso Sun) and from al schools of magic.

Sr23 Int20 Dex20

Wisl9 Con23 Cha2l

AC-4 MV 18 SZ L/G (107/30)

HP160 HD 20 MR 35%

#AT2  THACO4 Dmg 3d8 +3(spear) +12, 2d8+6 (arrow)



Specid Att/Def: Hiateds avatar cannot be affected by weapons below +2 enchantment,
and sheis not affected by spdls which restrict her movement in any way. She casts
entangle and plant growth a will and aso may employ aplant door a will. Her spear +3
becomes a flametongue weapon as she wishes. Her longbow +5 has triple norma range
and she hasa quiver of +3 arrows. She carries anumber of magica nets which she can
throw up to 120'; victims caught within a net must make a successful saving throw versus
spell a -4 or be affected by the magic of the net (typicdly, she has nets of feeblemind, -
weakness (reverse of strength}, and petrification} .

Duties of the Priesthood

Hiateds priests typicaly specidize in one of two roles, athough the boundary is not
absolute. They may be "community priests,” who must tend to agriculture and the raising,
protection, and education of children, or else they may be "protector priests,” who spy
around the edges of their communities, patrolling natural woodlands and forests and
especialy keeping an eye on other races (with voadkyn, this meansin part going out of
their way to maintain relations with wood dves). All priesthoods maintain an absolute
equdity of the sexes, dthough femaes may be more numerous among the firbolg.
Requirements; AB Dex 15 or Int 15; AL n, ng, cg; WP any (spear and longbow must be
firgt two proficiencies); AR legther;

SPdl. anima, combat*, cregtion, divination*, eementd (dl), guardian, healing,
necromantic*, plant, protection, summoning, sun, travelers®, wards*, weeather; PW 1)
pass without trace;

3) spesk with animals 3/day; 5) identify naturd plantsanimas as druid; 9) turn spear into
flametongue wespon, 1/day, 1 turn duration, + 2 to hit rolls with the wespon; TU turn at -
4leves,

LL 12 (firbolgs), 9 (voadkyn); HD d6; Shamans yes (voadkyn only).

Shamans: AB Int 12; AL any nontevil; LL 5; HD d4; Other: spear must be 1st weapon,
armor must be lesther.

Grolantor (Intermediate God)

Grolantor isthe evil deity of hill giants, but he dso has aragtag following among ogres
and ettins. Grolantor is strong. While he can be cunning and dangerous in ambushes/ he
iswillfully stupid. Grolantor refuses to accept stronger giants as superiors, and this
stubborn pride forces him into pointless confrontations- He has had to flee, his backside
turned into a pincushion from the arrows of awrathful Hiatea, on more than one
occason. He has enemies among the goblinoid gods, too, and above al among the
dwarves, for whom Grolantor has an arbitary hatred. The daity himsdlf isamiserable
specimen, dividing his time between the Abyss and Tarterus, scheming and muttering
about dights which are mostly imagined rather than redl.

Role-playing notes: Grolantor often sends avatars to lead hunting and skirmishing bands
of hill giants (and much more rarely, ogres), but only for a short period of time. In any
confrontation with a strong enemy, the avatars are cowardly unless chalenged or
mocked, in which case they fight to the death. Grolantor does not grant any form of omen
to his priests.



Statigtics AL ces WAL ce (hill giants, ettins, ogres); AoC hunting, combat; SY wooden
club.

Grolantor's Avatar (Fighter 14, Priest 9)

The avatar gppears as ahuge hill giant (or ettin) clad in furs. He uses spells from spheres
listed for his priess.

Str21 Dex 17 Con 18

Int12  Wis8 Cha19

ACO MV 15 SZ H (18)

HP 144 HD 18 MR 20%

#AT 2 THACO4  Dmg2di2 +1 (dub) + 9

Specid Att/Def: The avatar gains + 3 to dl surpriserolls. He can hurl rocks up to 400',
and at ranges below 100, he adds his strength bonus to norma damage (2d8). The avatar
catches rocks and other large missiles thrown at him 70% of the time. His club +1 inflicts
double damage on dwarves (4dl2 +2 + 9).

Duties of the Priesthood

Crolantor's priests must endeavor to wipe out weaker races- any goblinoids that get in
their way and indeed pretty much anything else. They must never treet other giants as
superior, and they regularly organize hunting parties and skirmishing warbands.
Requirements. AB std; AL ce; WP any (club 1t); AR any; SP al, anima*, combat,
elementa (earth), healing (rev), necromantic* (rev), summoning, sun* (rev), war*; PW
none; TU nil; LL 11 (hill giants), 8 (ogres), 7 (ettins): HD d8 (hill giants), d6 (ogres);
Shamans yes.

Shamans: AB gd; AL ce LL 7 (hill giants), 4 (ogres), 3 (ettins); Other club must be 1t
wesgpon.

lallanis (L esser Goddess)

ldlanis isthe goddess of love, forgiveness, mercy, and beauty who turns away no giant
who is of good nature or who has repented their evil. She despises no part of her father's
creation and ever seeksto re-unite the giants in harmony. Sheis said to have aclose
friendship with Fonnghuaa the swvanmay goddess, dthough why thisis so is unknown.
Among giant races, she has worshipers among cloud and storm giants, smal groups of
fir-bolg, and a scattering of voadkyn, but she is accepted among stone giants for her
fairness of face and kindness of being.

Role-playing Notes: ldlanis will send an avatar to occasions of joy and delight among
giants. the wedding of aking, the consecration of a magnificent building, the find

touches put to a great work of art. She sends omensto priestsin the form of flora scents,
tinkling sounds, and Smilar gentle Sgns.

Satigics AL ng; WAL any non-evil (giants); AoC love, mercy, beauty; SY garland of
flowers.

ldlanis Avatar (Druid 16)

ldlanis avatar appears as a graceful, fair-skinned giantess wearing a short green dress
from which living flowers grow. Aswith many other love goddesses, her avatar is



recognizable for aways being bare legged and bare footed. She uses spells from the
spheres dlowed to druids, plus Sun and Time.

Sr19 Int16 Con19

Dex21 Wis23 Cha24

ACO MV 21 SZH(13)

HP128 HD16 MR20%

#AT1 THACOS5 Dmgld2 (fists) +7

Specid Att/Def: The avatar isimmune to energy drains, diseases, poison, blindness, and
cause wound spells. She can charm person or giant at will; victims save at -4, except for
giants, who save a -8. She can remove any morta curse 3/day.

Duties of the Priesthood

ldlanis will accept any good-aigned true giant as a priest or shaman on equa terms. Her
priests must gtrive to bring giantkind into the fold of good, to show mercy to dl, and to
cooperate with al other good creatures. They must create things of beauty-arts, crafts,
gardens, etc. Priests and shamans must be happily married in order to attain 3rd or higher
leve.

Requirements. AB std; AL any good; WP bow and arrows, mancatcher, net, quarterstaff;
AR leather; SPdl, animd*, creation, guardian, hedling, necromantic*, plant*, protection,
sun, time*, wards;, PW 1} charm person or giant; 5) charm monster; 9) symbol of
persuasion; TU turn at -2 levels, LL 12 (dl races save sorm giants for whom LL is 16);
HD d4; Shamansyes.

Shamans. AB sd; AL any good; LL 7 (dl races); Other: wegp on restrictions as above.

Karontor (Lesser God)

Karontor is awicked, misshapen god whose hatred of giantkind reflects his own deep
sdf-loathing. He associates with the equaly wicked and warped fomorian giants, but evil
ver-beeg dso carry his mark and prove superior spellcagting servants, given their higher
mental capacity. Karontor dwellsin a mausoleum of beast and giantish bonesin a
desolate, frozen, wind-swept plain of Tarterus where his pack of ever-hungry winter
wolves awaits his sgna to rage across the miles beyond. Here he grows ever more
embittered by his banishment by An-nam, which sripped him of his own spdllcasting
powers. An-nam did not truly detest Karontor, he smply grew weary of endless shling
fights and dispatched Karontor because it was the easiest thing to do; thus, this evil god's
grievance has some judtification.

Role-playing Notes: Karontor is seemingly uncaring on the Prime Materid plane because
of hisendless introverted reflections. He sends avatars only in unpredictable fits of rage,
to day and murder. He does not send omensto priests.

Statigtics: AL ne; WAL ne (fomorians, verbeeg); AoC deformity, hatred, beasts; SY
winter wolf's head.

Karontor's Avatar (Fighter 13, Thief 8)

Karontor's avatar gppears as a uniquely hideous fomorian giant clad in rotting, stinking
furs, usng aclub, or ese as a huge winter wolf - Changing form takes one round.

Sr20 Dexl5 Intl4



Wis1l6 Conl1l9 Chal (dl races)

ACO MV 9 SZ H (18)

HP120 HD 15 MR 30%

#AT 2 THACOS5 Dmg 3d8 +1 (club) +8 or 3d6 bite

Specid Att/Def: The avatar carries a humble giantish club +1, but ways has severa
other magica items; typicdly, rings of invighility and mamma control, a brooch of
shielding, and an efredti bottle. He often carries aflask of cursesto leave for some
unfortunate who he encounters. In wolf form, he has MV 36 and can breathe a cone of
cold for 10d6 hp of damage |/day.

Duties of the Priesthood

Karontor's vicious priests are urged to fight al good creetures, using trained beasts
(especidly wolves) for this purpose. They congtantly urge their own groups to corflict
and war.

Requirements. AB gd; AL ne; WP any (club 1st); AR any; SPdl, animal/ combet,
hedling (rev), protection*, sun* (rev), war; PWnone, TU command at -6 levels, LL 11
(verbeeg), 8 (fomorians); HD d6; Shamans yes.

Shamans. AB 9d; AL ne; LL 7 (verbeeg), 4 (fomorians).

Memnor (Intermediate God)

Memnor is subtle, charming, intdligent, cultured-and deeply, intensdly evil. Hissnis
pride, the desire to usurp An-nam even in the prime god's withdrawn aspect, and to rule
al of the affairs of giantkind. His chosen insruments are evil doud giants, the only
priests he accepts. He corrupted them by congtantly telling them of their superiority,
dressing their firg-born status in the worlds, and by belittling other giant races. He taught
his evil followers the secrets of harnessing wyverns and dominating them through force
of will. and he ever bends hiswill toward increasing the power of evil giantkind.
Role-playing Notes: Memnor is subtle and wily and does not send avatarsinto the Prime
Materid to fight, dthough the avatars will fight rashly if their pride is chdlenged. His
concern isto increase the prestige and power of his strongest priests. Omens take the
form of visions accompanied by splitting headaches, but they are powerfully veridica.
Statigtics: AL ne; WAL ne (cloud giants); AoC pride, mental prowess and control; SY
black obelisk.

Memnor's Avatar (Priest 18)

Memnor's avatar appears as a kindly, golden-skinned cloud giant with piercing eyes,
wearing a deep blue robe. His priest spdlls are drawn from al spheres.

Sr21  Dex19 Con 19

Int22  Wis2l Cha22

AC1 MV 18l 36 SZ G (30)

HP 160 HD 20 MR 40%

#AT 1 THACO 4 Dmg 4d8 +3 (morningstar) + 9

Specid Att/Def: The avatar isimmune to illusion/phantasm spells, but may use these
fredly among his own spdlls. Heisimmune to nonmagica wegpons and mind-affecting
gpells. Once per day he may cast: mass suggestion, symbol of persuasion, and wegther



summoning. His morningstar +3 strikes with a feebleminding effect 3/day, asthe avatar
chooses.

Duties of the Priesthood

Memnor's priests must proclaim the superiority of giantsin generd and cloud giantsin
particular, belittling other giants save for sorm giants, who are hated and hunted. They
must be proud, well dressed, and rega of manner. A priest must have atrained persond
wyvern to progress beyond 8th level.

Requirements: AB Wis 15; Al. ne (cloud giants only); WP any (morningster first); AR
any non-meta (magical robes etc. preferred); SPdl, astrd, charm, divination, numbers®,
summoning, sun (rev), thought*, time*; PW 1) forget; 3) suggestion; 7) magic jar; 8)
speak with wyvern 3/day; 10) agrid servant; TU nil; LL 12; HD d8; Shamans no.

Skor aeus Stonebones (Inter mediate God)

Skoraeus Stonebonesis one of Annam's three sons, with Surtr and Thrym. Skoraeus has
evaded the schismsiin the giantish pantheon by withdrawing below the earth, concerning
himsdf solely with the affairs of sone giants. He is an expressonless, dour deity who
cares nothing for any other race save the stone giants, athough he does occasiondly ded
with gods of the dwarves and svirfnebli (of necessity rather than desire). Skoraeusis
deeply knowledgesble about banes, magics, and wonders buried in the cores of worlds,
but he keeps this knowledge drictly to himsdif.

Role-playing Notes. Skoraeus deploys avatars sparingly, to protect stone giants or to lead
them to new homes- Rardly, he will lead them to, or away from, some secret buried
meagica caverns or very rich veins of prime stone or ore. More often, he guides priests
with very subtle omensin rock colors, growth of stalactites, and growth of underground
mosses and lichens. Only stone giants can discern such changes and signs.

Satidics AL n; WAL n (stone giants); AoC stone giants, SY dalactite.

Skoraeus Avatar (Priest 14)

The avatar appears as a huge, granite-skinned stone giant with well-muscled forearms
covered in corded veins. He uses spells from spheres listed for his priests.

Sir21 Dexl5 Con2l

Chal8 Intl7  Wisl9

ACO MV 9br9 SZH (24)

HP 144 HD 18 MR 40%

#AT1 THACO5 Dmg3-30 (fists) +9

Specid Att/Def: Skoraeus avatar isimmune to al eementd (earth) spdls, acid, and
petrification. He regenerates 3 hp/rd if any part of him isin contact with stone. He can
summon |d4 16HD earth dementals I/day to serve for 12 turns, casts cry-stabrittle 2/day
and earthquake |/day. He carries awand of earth or stone which can be fully recharged
each day.

Duties of the Priesthood

Skoraeus priests dominate stone giant society and create an inward-looking, difling
orthodoxy that repulses attempts at contact by other races most of thetime. They are
grave, serious giants who especidly avoid contact with others of giantkind.



Requirements. AB Con 15; AL n (Stone giants only); WP any;

ARnone; SP dl, anima*, creation, dementd (earth), guardian, healing, necromantic*,
protection, summoning, wards, PW 2) stone shape; 4) stoneskin; 7) pass-wall; 10} flesh
to sone or stonetell; TU nil; LL 11; HD d8; Shamans yes.

Shamans. AB gd; AL n (stone giants only); HD d8; LL 7.

Diancastra (Her oine/Demi goddess)

Diancadtrais a trickster-goddess with many faces and wiles. Her father is Annam and her
mother a giant of unspecified race (but assumed to be a storm or cloud giant). Thus, she
ishdf-divinein origin, like Hiatea (whaose birth predates hers).

Diancastra sought, as ayoung giantess, to dam her divine inheritance from Annam, but
unlike Hiatea, she used wit and wile to do this rather than driving to perform heroic feats
in bettle. Severd aspects of her character are reveded in mythic talestold of her youthful
career. Sheis brave to the point of foolishness, dthough she prepares and disguises
hersdf carefully. Thus, she sole a magica necklace from Blibdoolpoolp by disguisng
hersdf as a kuo-toan and carefully watching the changing of guards a the kuo-toan
goddesses paace. Once insde the paace, she used illusons and magica ads to swiftly
grasp her prize.

Diancastrais aso impudent, even arrogant. She taunts stupid but proud enemies,
enraging them and driving them into snares of illuson. Her taunting of a nameless
demigod servitor of Surtr alowed her to lead him through amerry dance of illusons
while her magicd owl stole his spellbooks, which shein turn exchanged for illusonist
spdIbooks with a powerful human illusonigt. She added alittle something to that
bargain, however, which brings us to another of her characteridtics.

Diancastra congderably enjoys worldly pleasures, but this enjoyment also has the happy
knack of furthering her own fortunes. She drinks to excess and won afamous drinking
contest at the Sedlie Court (sylvan gods), which further won her some admiration and
tutelage in bardic skills. Like Freyathe Norse goddess (with whom she is on good terms),
sheis disposed to lavishing her favors on maes who reward her with magic, knowledge,
and skills. The mark she has on her shoulder comes from her rising from the watery
bower of Deegp Sashdlas, who gave her the gift of water bresthing and stretched out one
exhausted hand to touch her as she left.

This agpect gives Diancastra a burgeoning role as aminor fertility deity among the non-
evil giants, some of whom invoke her name if they wish their partnerships to be blessed
with children. Thisis a double-edged invocation, though, for it is thought thet it invites
the birth of a cheeky, willful, naughty child. Her cult is ill very smdl and she hasno
priests or shamans (datistics given for her below arein "heroic” form, and for deity form
for reference). To invite one of "Diancastras brood” into oneslife is dso to hazard the
child being strange or fey in some way, according to giantish lore, but this may be
superdition.

Diancadtratravelsin search of proving herself to Annam by the use of her witsin solving
gphinx riddles, making solemn sages laugh with her punning and loquacity, deciphering
an infamous and lethd "crossword maze' filled with cyphers by along-dead lich-king



who, in his boredom, had filled its inner recesses with magic (and eementas which had
to be fought), and much else. When she presented hersdlf to Annam, citing Hiateds
presence among the gods as a precedent for her own divine ascension, the Crestor told
her to circle the earth in an hour or less and he would grant this, knowing well that she
had no magica tdents or itemsto aid her. Diancastrasmply retrieved an alas of the
worlds from Stronmaus library, opened it at the gppropriate illuminated page, tore it out
(making the gods gasp) and drew a circle around the picture of the earth. Annam made
her ademigoddess, and it is said that he did only this because the one way back into the
world for him would be for his despair to be lifted by further demonstrations of her spunk
and wit. But sheis dill kegping him waiting, willful as sheis.

Role-playing Notes. Diancadtrais aways attracted by the opportunity to learn more of
magicd illuson, acquire bardic magicd items and very obscure legend lore, and the like.
If such opportunities are provided by reasonably handsome males, so much the better.
Statigtics: AL cg; WAL cg, ng, n, en; AoC trickery, wit, impudence, pleasure; SY sea
green dtreak.

Diancadtras Avatar (Ranger 13, lllusonist 12, Bard 10)

Diancastra can gppear in various forms, from afour-foot dender ef-maidento a 25 tal
giantess, as she wishes- Sheis dways recognizable by two physica characterigtics,
however:green-flecked amber eyes and a streak of sea-green skin along her left
shoulderblade.

Str 23 Dex 19 Con 18

Int 22 Wis 16 Cha21l

AC-3 MV 15sw 15 SZVaries

HP 136 MR 10% AL cg

#AT 2 THACO 3 Dmg by weapon type +11

Specid Att/Def: Diancastra can cast charm person or giant 6/ day by gaze to 240" {males
save a -6). Any sentient creature booking directly into her eyesis affected asby a
ranbow pattern, which aso dlows her to telepathicaly implant a suggestion. Sheis
immune to fear and confusion and casts al dementd (water) spellsas an Ifith-leve
wizard- Her skin is enchanted as stoneskin which renewsitsef 1 turn after being
dispelled. She can water walk and breathe underwater fredy. She has amagica string of
black pearls from which she can create 2d4 randomly generated types from the Dungeon
Magter's Guide each week, the magic of each lasting for 20 + d20 days (but she can have
no more than 8 magica pearls on the necklace at any one time). She owns a serpentine
owl and abroom of flying.

Kostchtchle (Interloper Demigod)

Kostchtchie is another emerging tanar'ri power with asmall but growing cult among frost
giants. Aswith dl hisinfernd kind, heisamurderous and bruta creature, and the giants

who have come to revere him are epecidly aggressive and violent, even attacking other
frost giants who do not serve Kostchtchie. Kostichtchie is torn between aggrandisement,

seeking to convert more frogt giants to his cause, and caution, fearing to push Thrym into
retaliation.



From hisfrozen hdlsin the Abyss, the tanar'ri lord has plansfor his giantish servitors. If
possible, hewill bring inteligent frost giants to the Abyss, to train them as frost wizards
with the aid of tanar'ri who serve him there. The fruits of hiswork are well-hidden.
Perhaps the tanar'ri will not unleash frost wizards on the Prime Materid until he has
enough for his degper purposes. What these may be, only time will tell.

Role-playing notes: Kostchtchiel's avatar can only enter the Prime Material if gated in or
by usng hisamulet of the planes;

because he only has one such device, heis extremey careful, and his avatar does not risk
magor damage to itself in combats. The avatar is desperately eager to obtain other such
planar traveling devices-amgjor goa of its gppearances. The avatar is aso dispatched,
very rardy, to asss frost giants in mgor battles, especidly if capture of magicis
possible.

The Wynnkin: Kosichtchie has no spellcasting priests or shamans, but he hasintelligent
"wynnkin" servants among the giants. Therr ahility isto summon more powerful white
dragons than is usually possible (age category 3+d4, and dl subdud blows by the
wyrmkin are a +2 to hit and damage). This power is one which helps bring more giants
to Kostchtchie's service.

Statigtics: AL ces WAL ce (frogt giants); AoC srength, violence; SY hammer.
Kostchtchig's Avatar (Fighter 13)

The avatar gppears as a great, hunched frogt giant, sometimes with blue skin. Heis
mostly bald, and muscle-bound.

Str 18/00  Dex 15 Int 16

Wis|8 Con 17 Chal8

ACO MV 12 SZ G (28)

HP 120 HD 15 MR 20%

#AT 2 THACO5  Dmg 2d8 +3 (hammer) +6

Specid Att/Def: The avatar isimmune to cold-based and gaseous attacks, poison,
wegpons below +2 enchantment, and he suffers haf damage from dectricd attacks. He
cagts dl cold-based spells as an |Sth-level wizard, and 3/day each he can usethe
following; darkness 15, poison, protection from good 10'. He wears an amulet of the
planes. A drike from the avatar's hammer +3 will sun avictim failing a saving throw
versus spell for 2 rounds.

Gods of the Gnolls

Y eenoghu (Interloper Lesser God)

Y eenoghu isatanar'ri lord dwelling in an exceptiondly dismd and fetid layer of the
Abyss, who has risen to become the patron deity of gnolls. He has displaced Gordlik
from the broad following of gnolls, not the least because his priests have spellcast-ing
and undead-controlling powers over the shamans of the older deity. Y eenoghu follows a
tricky course with respect to the giantish gods, for gnolls didike giants while admiring



the power of evil giantish gods; thus, his avatar is giant-szed to ingpire gnalls, but his
priests avoid gnoll/giant contacts.

Role-playing Notes: Y eenoghu's avatar cannot appear on the Prime Material unless gated
in. Thus heisvery active in ingructing his priests by direct telepathic communication.
Satidics AL ces WAL ce (gnalls, flinds); AoC ghouls, gnalls, paralysis, SY triple-
headed flail.

Y eenoghu's Avatar (Fighter 13, Priest 7)

Y eenoghu's avatar has a generdly gnoll-like gppearance, but he has the head of a hyena,
acanine chest, and paws rather than hands and feet. Heis amost skeletdly thin, and his
only body hair isamangy yellow crest of fur from head to mid-back. He uses spells from
those spheres listed for his priests.

Sr19  Intl4  Dexl|7

Wisl7 Conl5 Chal8

ACO MV 15 SZ L (10)

HP112 HD 14 MR 20%

AT2(6) THACO7 Dmg3d6 (flal) +7

Specid Att/Def: The avatar isimmune to dectrica attacks, poison, and nomnagica
wegpons, and he suffers haf damage from fire and cold based or gaseous attacks. He uses
darkness 10' radius at will and each of the following 3/day-hold person, hold mongter,
pardyzation; and each of the following I/day- fear (as wand), fly, invishility, polymorph
sdf. He can summon 3d8 gnolls and 2d6 ghouls I/day each. The flail the avatar carries
counts as a+ 3 wegpon, and three hit rolls are made for each drike: the first determines
whether physical damage is caused, the second causes fear unless the victim saves versus
spell, and the third causes confusion unless a separate saving throw versus spell is made.
Duties of the Priesthood

Y eenoghu's priests must oppose hordes who revere Gordlik or agiantish god, and they
mugt strive to increase their power and influence. They often feast on raw flesh, in
imitation of ghouls

Requirements: AB gd; AL ce; WP any (flall 1st); AR any; SPdl, chaos, combat,
guardian*, healing*, protection, summoning, sun* (rev); PW none; TU command (at +2
levelsfor ghouls); LL 9; HD d6; Shamans yes + wd.

Shamans: AB 9d; AL ceg LL 5.

Gordllk (Demigod)

Gordlik isagod in decline. In pre-history, the deity was at least alesser god, but his
aavidic cult has remorsdesdy declined, origindly due to gnolls turning to giantish gods
and later due to therise of Y eenoghu and the power of his priests compared with
Gorelik's shamans (who have no witch-doctor abilities). Even early gnoll myths do not
tell of acrestion of their race, so this role was not one the god could hold on to his
worshipers with; they smply revered force and power. In the face of this decline, the god
has grown more fera and animdigtic. Origindly, it was he who taught gnolls how to
charm and master hyenas that were used for hunting, and the powerful hyenadon isthe
god's symbol. As Gordllik has declined, he increasingly takes the form of this totemic



animd, even as he prowls Pandemonium and the Abyss, which does not increase his
atractivenessto flindsin particular.

Role-playing Notes: Cordlik's sole avatar is able to travel the planes, alast resdue of the
god's former power, but only rarely and at unpredictable intervals (around once every two
to five years). Often the avatar Smply runsin a pack with hyenas, hunting anything in its
path; sometimes it will manifest before agnoll horde and demand reverence. Nether the
god nor the avatar are typified by intelligent tactical awareness or wise planning. Gordlik
does not send any form of omen to his shamans.

Satigtics: AL ce; WAL ce (gnolls); AoC hunting, hyenas, hyenadons, SY white, mottled
hyeandon's head.

Gordlik's Avatar (Fighter 12)

The avatar can gppear ether asatall, mangy gnoll or as a mottled white hyenadon.
Srl7 Intl2 Dex 17

Wis12 Con15 Chal5

ACO MV 120r30 SZL (9 tal/long)

HP 96 HD 12 MR 10%

#AT 3/2(3) THACO9  Dmg d6/d6/2d8 or by wespon type +1

Specid Att/Def: The avatar is 25% likdly to be accompanied by |d4 hyenadons of largest
gze (8hp/die), and he communicates with them and ordinary hyenas a will. No natural
canine will atack the avatar, who can charm canine 2/day.

The Shamans. Gordlik's shamans must be trained hunters and lead gnoll hunting groups.
They have no specific duties otherwise. Requirements: AB std; AL ce (gnolls); WP any;
AR any; SPdl, animd, creation*, necromantic*, protection, travelers*; PW 1) anima
friendship, speak with animas 3/day, both with hyeans and hyenadons only; TU nil; LL

5; HD d4; Shamans only.

Gods of the Goblins

Maglubiyet (Greater God)

Maglubiyet isthe patron god of both goblins and hobgoblins (and either race can be
specidity priests or shamans and atain the same maximum level of experience).
Maglubiyet is Smilar in many ways to Gruumsh, the orcish god; he wishes to see war
waged for the glory of his people, and eterndly urges them on to conflict and dtrife.
Maglubiyet's favored targets for thiswarfare are dightly different. Whilst ores drive ever
on to virtudly any new habitat they can find, goblins have a sronger affinity with
underground environments. Maglubiyet wishes to see his people destroy surface races, of
course, but thisis for the glory of war and carnage rather than for territory. The prime
enemies and competitors for the goblins are dwarves and gnomes, and these are the races
Maglubiyet drives his servants to destiroy whenever they find them.

Maglubiyet favors arigid heirarchy among goblins and hobgoblins. There is an exact
pecking order in tribes; each member knows who is above him and who is below him.



Nonethdless, rulersrule by virtue of strength. When that wanes, they are swiftly disposed
of as Maglubiyet wishes. Goblins have a naturd life span of up to 50 years or so, but few
of the leaderslive that long.

Maglubiyet's priesthood and shamans are of mgjor importance to this deity. The god
himsdf isforced to spend much of histime deding with the eternd warring of soirits
between goblins and ores in the Hells. Unlike Gruumsh, Maglubiyet doesn't have a
number of capable second-rank intermediate gods such as lIneval to command these
troops when needs be, so he has to spend much time watching over this conflict. So, the
priests are vitd tools for Maglubiyet's purposes on the Prime Materid plane, and they
have mgor influencein goblin tribes. Thisis just astrue of shamansasit is of the much
less numerous speciaty priests. Shamans are sometimes triba leadersin their own right,
but much more often they are the right-hand goblin of the warrior-chief, and their rolein
preparing for warfare, improving the morae of ther tribe, and advising the chief is
consderable.

Maglubiyet is a deity who demands sacrifices from his priesthood. These are aways
sacrificed by beheading with an axe, and the priesthood teaches that these sacrifices yield
up life-energy which Maglubiyet consumes and uses in his sacred war againgt the
treacherous ore spiritsin the Hells.

Maglubiyet is also a paranoid deity, never alowing other deties within the pantheon to
achieve true power. He eternally watches over the lesser and demigods to make sure they
do not conspire to overthrow him. He has no trusted son or lieutenant, as Gruumsh has
both Bahgtruand llneva. and feds this lack keenly.

Role-playing Notes: Maglubiyet dispatches his avatars infrequently to the Prime Materid
plane heisfearful of extendingany of his strength away from his dismd basein the

Hdls- Avatars are sent mostly for dwarves or gnomes from their homes. A battle isn't
enough; it must have the potentid for decimating some significant areafor an avatar to be
digpatched. Maglubiyet communicates fairly frequently with his priesthood through
omens and direct messages, since they are so important to his plans. Omens take the form
of blood seeping from the edge of an axe, unusua behavior by the worgs and wolves
goblins keep for mounts, and by direct utterances from shamansin a trance Sate.
Satidics: AL le WAL le(goblins); AoC war, rulership; SY bloody axe.

Maglubiyet's Avatar (Fighter 16, Priest 12)

Maglubiyet's avatar gppears as aterrifying, huge goblin with ebony skin, glowing red
eyes around which flames lick and sputter, and with sharp fangs and clawed hands at the
end of powerfuly-muscled arms. He uses priest spells from al spheres, using reversed
spellswhere gpplicable.

Str19  Dex 17 Con 18

Int15  Wis15 Cha19

AC-3 MV 12 SZL(9)

HP160 HD 20 MR 30%

#AT 2 THACO 4 Dmg 2d8 +4 (axe) +7

Specia Att/Def: The avatar can project burning hands for 16hp damage I/turn, haste
himsdf 1/day, and speak an unholy word I/day. If the avatar is dain, the body explodes as
a10HD fireball. Maglubiyet's avatar employs a huge, bloodied coa-black axe +4 which
has the property of a sword of sharpness.

Duties of the Priesthood



Maglubiyet's priests are aggressive, pushy crestures who must congtantly strive for
rulership and influence. Those aspiring to tribal leadership are encouraged to help the
current incumbents aong to the next plane of existence, usudly without their permission.
They are war leaders from the front, and constantly stir up goblins for the purpose of war.
They make regular sacrifices to Maglubiyet/ at least once per month. Idedlly, captured
dwarves and/or gnomes should be offered up; then, any other demihumans or humans,
and, falling this, other goblinoids or even hapless Junior members of the cult.
Requirements: AB Str 13 Cha 10; AL leg WP any (battle axe 1st); AR any; SPdll,
charm*/ combat, creation*, divination, guardian*, hedling, necromantic (rev for 4th- and
higher-level spells), protection®, summoning*, sun (rev), war, wards®; PW 1) charm
person; 5) strength, affects Id4 targets by touch; 10) touch 1d6 weapons to create double
damagefor 1 turn; TU command a -2 levels, LL 11; HD d4; Shamansyes + wd.
Shamans. AB Str 11 Cha 9; AL le, ne; LL 7; HD d3.

Khurgorbaeyag (L esser God)

Khurgorbaeyag is as trusted a lieutenant of Maglubiyet as any deity is, and isthe patron
god of goblins as a pecific race. Heisagod of rigid hierarchy like Maglubiyet, and dso
one of davery and oppression. He delights in the use of demihumans as davesto
undertake menid work while goblins go to war, and is not averse to seeing his priet’s
whips used for torture as well as chastisemen.

Role-playing Notes. Khurgorbagyag alows his shamans to work with those of bugbears,
because Hruggek once aided him in a battle with Bahgtru and lineva. His avatar is
dispatched to oversee the efforts of goblin tribesin acquiring daves, and his omens
appear aswhipcracks, glowing bars of light (asin his for-cecage), and sudden onsets of

depression.
Statigtics: AL leg WAL le (goblins); AoC davery, oppression, morae; SY red and yellow
striped whip.

Khurgorbaeyag's Avatar (Warrior 13, Priest 7)

Khurgorbaeyag's avatar appears as atal, well-musded goblin with flame-red skin,
gpeckled with orange and yellow scales. He dways carries awhip/ and wears scale mail.
He uses spdlls from the spheres listed for his priests.

Str17  Dex 17 Con 16

Int14  Wis12 Cha 16

AC?2 MV 12 SZL(9)

HP112 HD 14 MR 20%

#AT2  THACO7  Dmg2d6 +3 (whip) +1

Specid Att/Def: The avatar cannot be subdued by spells such as symbol of hopelessness,
domination, charm, etc. He can use mass charm and domination I/day each. Hiswhip +3
can fly up to 30" as arope of entanglement and a blow from it acts as a symbol of

hopel essness, the effect lasting for a number of days equa to 20, minus the Wisdom of
the creature struck. He carries a small copper cube which can be thrown at atarget to
expand into a10' x 10" x 10’ forcecage; those inside are affected as by a symbol of

hope essness (normd save versus spells to negate).



Duties of the Priesthood

Khurgorbaeyag's priests must maintain rigid socia castes, and are commanded to
procure, discipline and look after daves. They should attempt to take davesin combat
rather than kill everyonein sight. Whips are used as unholy symboals, not in combat.
Requirements: AB sd; AL le; WP any blunt weapons (mace and club 1<, 2nd); AR any
(scdemall if possible); SP al, charm*, combat, heding (rev), necromantic* (rev),
protection, sun (rev); PW 1) cause fear: 5) cloak of fear; 8) +2 to saving throws versus
spdls from chaotic-aligned spellcagters, and vs. domination/fear/charm: TU nil; LL 9
(Wis 16+); HD d4; Shamans yes + wd.

Shamans. AB Str 11 Cha 9; AL le, ne LL 4; HD d3.

Nomog-Geaya (L esser God)

Nomog-Ceaya s the patron deity of hobgoblins, and exemplifies their traits of brutdlity,
stoicism, courage and coldbloodedness. He has no expression other than alook of grim,
tight-lipped, tyrannica authority. Heisfeared and respected as agreat military
commander despite his status as alesser god, and heis very vauable to Maglubiyet: Too
weak to be athreat but good as a war-commander. Nomog- Geaya has barely controlled
disgust for Bargrivyek, beieving him cowardly and wesk.

Role-playing Notes. Nomog-Geaya's avatar is sent to ded with matters of hobgoblin
discipline, but may be drawn into conflict with goblinsif somehow tricked or
manipulated. His omens take the form of involuntary utterances from captives
undergoing torture by his priests and shamans.

Statigtics: AL legf WAL le (hobgoblins); AoC war, authority;

SY crossed broadsword and hand axe.

Nomog-Geaya's Avatar (Fighter 15, Priest 7)

Nomog-Geayas avatar is a powerful, huge hobgoblin with ash-gray skin, cold orange
eyes, and shark-like teeth. He uses priest spdlls from sphereslisted for his priedts.
Str18/90 Dex 17 Int 14

Wis12 Conl1l6 Chal6

AC1 MV12 SZL (10)

HP112 HD14 MR20%

#AT 2 (4) THACO7 Dmg 2d4+3 (broadsword) +7 1d8+2 (hand axe) +7

Specid Att/Def: The avatar strikes with two wegpons ror each of his attack sequences
(totd four attacks per round). He isimmune to any strength-draining magic, fear, and
hopelessness, His broadsword +3 has the property of wounding, and his hand axe +2 has
the same effects as asymbol of pain when it hits (norma saving throw versus spdlisto
negate).

Duties of the Priesthood

Nonomg- Geayas priests are fanatics. They are cold, crud, and rigidly disctylined, and
encourage those traits among others. They don't stir up violence againgt goblins, but they
do preach the unquestioned superiority of hobgoblins to that undisciplined rabble. They
officiate at gruesome feadts after battles. So direisthis cult that some junior priests have
been executed for laughing in public.



Requirements. AB std; AL le; WP broadsword and hand axe or battle axe; AR any; SP
al, combat, creation*, hedling (rev), necromantic (rev), protection, sun (rev), war; PW 1)
fight with broadsword and hand axe as two weapons without "to hit" pendties, 4) ray of
enfeeblement; 10) symbol of pain; TU command at -3 levels; LL 10 (Wis 18 +); HD d6;
Shamans yes + wad.

Shamans. AB gd; AL le LL 5; HD d3; Other axe 1t wegpon.

Bargrivyek (Lesser God)

Bargrivyek isan aggressive, territorid dety, but he is smart enough to redize that unity

is strength. So, this deity and his servants work to minimize and mediate disputes within
goblin tribes, and aso between them. Bargrivyek is pleased by displays of unity and
discipline (so he has Fair relations with Khurgor- baeyag), and the successful mediation of
disputes. Heis no pacifist, however; unity is ameans to and end- ever-expanding control
of territory. Bargrivyek isimpatient with goblins staying underground and rewards priests
who bring tribes to new above-ground settlement aress.

Role-playing Notes: Bargrivyek always fears disoleasng Maglubiyet or Nomog-Geaya,
s0 only sends an avatar to mediate disoutesif amgjor triba conclave istruly needed. His
omens take the form of amospheric events at distant locations (e.g., afdling sar leading
goblinsto new territory), speeking in strange languages, and automatic speech following
violent Sammering.

Statidics AL leg WAL le (goblins); AoC co-operation, territory; SY white-tipped flal.
Bargrivyek's Avatar (Warrior 10, Priest 14)

Bargrivyek's avatar appears as an over-szed goblin with acam expresson, high domed
forehead, carrying awhite-tipped flail. His spells come from dl sphereslisted for his
priests.

Sri6 Intl6 DexlI5

Wisl6 Con16 Chal9

ACO MV12 SZL (8)

HP9% HD12 MR 20%

#AT 3)2 THACO9 Dmgld6 +4 (flail) +1

Specid Att/Def: The avatar spesks dl goblinoid and demi- human languages, and can use
any spel which permits direct communication { speak with animals, plants, dead;
whispering wind, etc.) I/day each. He can use fear (as the wand) 2/day. Hisflail +3 will
stun an opponent struck for 1d6 rounds unless they make a saving throw versus spells.
Duties of the Priesthood

Bargrivyek's priests work to minimize conflicts between goblin tribes, and dso within
them. Their work is directed a unifying goblin efforts, often by pointing out and tirring
up ill-feding againg externd targets. They seek to establish goblin tribes aswidely as
possible.

Requirements: AB Int 10 or Wis 14; AL le, WP any blunt wegpons (flail 1st); AR any;
SPdl, charm*, combat*, divination, elementa (air, earth), guardian, healing*, protection,
war*, wards*; PW 1) whispering wind or friends; 3) +/Cha;5) charm person: 7} gain 1



goblinoid/demihuman language per two subsequent levels gained; TU nil; LL 9 (Wis
16+); HD d4; Shamansyes + wd.
Shamans. AB std; AL le ne; LL 5; HD d3.

Other Goblinoid Deities

Kuraulyek (Demigod)

Kuraulyek is the patron deity of urds. In mythology, he was a servant of Kurtulmak who
dole apair of magica festhered wings the kobold god had captured from Syranita, the
aarako-cra goddess; he then flew away and created the urds as rivas to the kobolds.
Kuraulyek isacowardly demigod, ever fearful that Kurtulmak will come to extract
revenge. He hidesin agloomy cave in Hades, sedom leaving his disma home. Hehasa
force of monstrous maobats, which defend hislair, and shuns dl contact with other deities
and inhabitants of Hades.

Role-playing Notes: Kuraulyek is deeply cowardly and will not dispatch his sngle avatar
unless hisrace isin desperate peril on the Prime Materid plane. More often, he will send
one of his huge mobats (see avatar Satistics below) to aid one of his shamans in combat,
adding to it some minor magica ability (such as causng fear} . Even so, the god avoids
direct confrontation unless thisis absolutely unavoidable (defending urds in their homes).
Kuraulyek does not have specidty priests, only shamans, some urds revere Kurtulmak,
and a prime task for Ku-raulyek's shamansiis putting a stop to such misplaced devotions.
Satigtics AL ne; WAL ne (urds); AoC urds, SY pair of festhered wings.

Kuraulyek's Avatar (Wizard 5, Priest 9. Thief 9)

Kuraulyek's avatar appears as a blue-skinned urd with feathered wings. He uses spells
from those sphereslisted for his shamans, and illusion/phantasm and (reversed)
necromantic wizard spells.

Sri0  DexlI7 Int15

Wis12 Conl1l2 Chal6

AC?2 MV 9fl 24 SZ S (4)

HP80 HD10 MR10%

#AT1 THACO11 Dmgld4 + 2 (dagger)

Specid Att/Def: The avatar rides ahuge bat (treat as mobat. but with AC2, 8HD, 64hp,
10% magic resistance, 404 bite, MV fl 36), dthough he can fly himsdf. From hismagicd
wings, he can pluck |d4 feathers per day; each can be transformed into an 8HD air
elementa (64 hp) which serveshim for 6 turns. He employsasmple dagger +2 asa
melee wesgpon.

The Shamans

Kuraulyeks shamans oppose urds who revere Kurtulmak, and provide defense for their
own gens. They have no other specific duties.



Shamans. AB gd; AL le ne; LL 5; HD 1 hp/leve; Other wegpon must be dagger, spells
from following spheres: dl, animd, charm, combeat*, divination*, dementd (arr),
guardian, hedling*, sun (rev).

Meriadar (Intermediate God)

Meriadar isagod of patience, long-suffering, and tolerance. As his people, the
mongrelmen, are drawn from many races and are frequently oppressed by others who
willfully misunderstand and even despise them, Meriadar has had to suffer the enmity of
many goblinoid gods. He has been forced to spurn the help of good-aigned gods of
demihumanity and humans, for his sphere of concern is those goblinoids who are not
irrevocably drawn to evil, and any affinity with the gods of their enemies would dienate
those he seeks to bring into hisfold.

Meriadar is agod who seeks peaceful solutions to conflicts, but he is not well-disposed to
chaos, and he has an antipathy for the bugbear gods. He especidly prizes bugbears drawn
to his service. While Meriadar is peaceful, he will oppose over-aggressive actionswith
"passive force'; he uses protective and warding pells powerfully and very intelligently.
Meriadar espouses the practicality of arts and crafts as an important avenue for exploring
peacefulness. Those who respect each others crestivity and skill are unlikely to take up
arms againgt each other, and different races have something to leam from each others
skills. His symbol, the decorated bowl, is both a craft and anart in its decoration, and it is
used for sacramentd feasting and the sharing of food. Since food is indispensable to life,
those who share from Meriadar's dish to eat participate in abasic sharing of life; so how
can they strive to bring each other deeth?

Meriadar's mongrelman priests and shamans use this symbol and its practical qualities as
an exemplary attribute of their god and their religion. It dso serves as a springboard for
their philosophica concerns, mongrelman priests debate the quality of the"eternd now"
as having its originsin spiritud paradldsto the act of drawing sustenance, and the
immediacy (and "newness') of the mogt basic earthly drive, that of hunger. Despite the
sometimes ifling qudity of lavful neutrdity, the priests concern themsdves with some
subtle spiritua and philosophica questions, and Meriadar smiles on this.

Role-playing Notes. Meriadar's cult is unique in that any goblinoid or demihuman race
can become a speciaty priest and attain the same maximum experience level asthat of
mongrelmen. Of course, such priests are very rare, and usudly exiles from their own
race, but Meriadar's universal apped to like-minded creatures ensure that this cult has a
growing number of devotees in many worlds.

The daty himsdf is usualy pacifistic and sends avatars for defensive purposes. Meriadar
is never prepared to see mongrelmen wiped out as whole communities, dthough there is
aqudlity of suffering-god about him and his cult which dlows him to see oppression of
mongrdlmen as aroad to higher spiritual understanding. His avatars are nonetheless
forceful when confronted.

Omens from the god are frequently dispatched. They may take the form of automatic
gpeech and speaking in tongues during philosophical debates, sudden artistic inspirations
and automatic drawing and sculpting, bubblings in bowls of soup which release smoky



vaporous symbolic images, and strange scents which aert mongrelmen to imminent
danger.

Statigics: AL In; WAL any non-evil (mongrelmen, non-evil goblinoids); AoC patience,
meditation, tolerance, arts and crafts; SY decorated bowl.

Meriadar's Avatar (Priest 16)

Str 18/49 Dex|7 Int16

Wisl9 Conl1l6 Chal9

HP128 HD16 MR40%

AC-1 MV12 SZL(8)

#AT 1 THACO5 DmgldlO +3(gtaff) +3

Meriadar's avatar has a variable gppearance: he can appear as atall figure of any
goblinoid race when he needs to do o, although histypica appearanceisthat of a
mongrelman, admixing many races. He dways dresses smply in plain brown robes. He
uses spells from any priest sphere (never reversed forms).

Specid Att/Def: Meriadar's avatar is extremdy peaceful, but if he needsto employ a
demondtration of power he can use power word stun and power word blind 1/day each.
He can dso employ Otilukes resilient sphere, Otiluke's telekinetic sphere and forcecage
2/day each. The avatar carries awand of size dteration with which he can reduce hogstile
creatures down to 10% of their normal Size to negate their offensive capability. He carries
aquarterdaff +3 which affects any goblinoid struck by it asasymbol of persuasion
(norma save).

Duties of the Priesthood

Meriadar's priests preach peace, but they also defend mongrelman communities. They are
peaceful, but not pacifistic when threatened with force. They are "politica™ creatures,
directed to get close to chiefs and determine "socid" policy. They support hierarchies/
laws, and established leaders unless these are grosdy unjust- They preach the need to
tolerate goblinods and other races, that dl living things have their place, and the need for
an ordered society and an ordered world.

Requirements: AB Int 12 or Wis 16; AL In; WF bow and arrows, mancatcher, mace, net,
quarterdtaff; AR leether, chain;

SPall, astral*, charm, cregtion*, divination, guardian, healing, law, necromantic*, plant*,
protection, thought, time*, wards,

PW 1) +1 Chato dl goblinoids, 3) friends; 7} emation (cairn}: 9) symbol of persuasion
I/week; TU turn at -4 levels, LL 10; HD d4; Shamans yes.

Shamans. AB Int 10 or Wis 13; AL In, Ig, n; LL 6; HD d3;

Other weapon and armor restrictions as for priests.

Stalker (Demigod)

The entity known smply as"Stalker” is an dementd entity related to the racid root stock
of al goblinoid races. Stalker is aways held in creation myths to have emerged from a
dark underground complex into which the goblinoid race telling the tale entered in pre-
higory. Ther intrusion drove Stalker out from his domain/ and the demigod has sought
revenge ever snce.



Staker isasolitary entity, without priests or shamans; gobli-noids usudly don't even
attempt to propitiate it (arare exception is the employment of ritua dancing to termind
exhaustion with the promises of a baitle, and desths/souls to be devoured, offered to this
dire entity). The deaths of goblinoids strengthen the hate and anger which rules the deity
and its power/ s0 it dways seeks conflict, war and desth (which may be why other
goblinoid gods don't attempt to destroy it). It has aravening, eternal, hateful hunger for
lives and souls, but it is not powerful enough to directly oppose the stronger goblinoid
gods such as Gruumsh and Maglubiyet. For this reason, it focuses its hate on bugbears,
kobolds, urds, gnolls and mongrelmen. It has an especid hatred of Meriadar, the deity
who attempts to bring back some semblance of respect for life to goblinoids. In many
worlds. Staker has some form of dliance with Skiggaret; while the two do not work
together, there is some form of mutua tolerance.

Role-playing Notes. Stalker will send its Single avatar when there is a good prospect of
preying on weak communities or damaged populations (after a mass bettle, for example).
The goblinoid gods often permit "Stalker's share’ of souls after such a conflict.

Satisics AL ne; WAL n/a; AoC hate, death, cold; SY creeping shadow.

Staker's Avatar (Priest 12)

Stakers avatar takes the form of adow shadow from 2-20 feet in length as Stalker
desires. Spells are drawn from al priest spheres, dways reversed where appropriate.
Str18/70 Intl7  DexI7

Wisl|5 Con12 Chal (al races)

AC-1 SZ Vaies MV fl 30

HP 96 HD 12 MR 30%

#AT 2 THAC09 Dmgld8 +4 (claw) Id8 (chill)

Specid Att/Def: Within a 10 radius of Stalker'sform there is a continudly radiating fear.
The avatar isimmune to dl fear, illusons, mind-affecting spells, caused wounds,
parayzation, gas attacks, energy drains and symbols. Blunt wegpons do one-hdf damage
to the avatar. It can absorb 50hp per day of cold damage without being harmed and can
reflect the relevant attacks as a cone of cold. The avatar uses dl cold-based spells |/ day
at 18th level of experience.

Duties of the Piresthood: None; the Stalker has no priesthood.

Gods of the lllithids

llsensine (Greater God)

llsensne isamentd/spiritua deity manifesting as a glowing green brain; the god itsdlf

has an infinite number of tentacles of infinite length which rediate through dl planes

from its base on the Plane of Concordant Oppostion. Its motivation isfor the illithid race
to conquer dl planes through superiority and mental domination, through superior
knowledge and magic which is an expression of will and mental force. Fortunately for



other beings, llsensneis such a supremdy arrogant entity that it spends much timein
brooding fantasies of domination and is often too self-absorbed to actualy act.
Role-playing Notes: Thisbeing will send an avatar to attend and observeillithid
conclaves when these concern mgjor territoria aggressions and scheming which will take
decadesto bring to fruition. Rardly, it viststhe Prime Materid plane to absorb the brains
of greet scholars and sages who have been captured by illithids, and which are offered to
llsensine in homage. The deity may reward theiillithids concerned by granting them the
use of |d4 wizard spells of levels 1-6 for |d4 days, as determined by the DM.
Communications from the deity are by direct tele-pathic contact with its most prized
servants. Of course, the deity demands that the illithids strive aways to dominate other
races, and has been known to send an avatar to make this clear to those illithids who have
displeasad it, usudly by eating about half their number to encourage the others.

Satisics AL leg WAL le (illithids); AoC mental dominion, magic; SY glowing brain

with two tentacles.

llsensine's Avatar (Wizard 23)

llsensine gppears as a huge, glowing green spectra brain with two tentacles, levitating in
mid-air. It uses wizard spells from al schools.

Str na Dexna Int22

Con n/a Cha20 Wis 23

AC-5 MV fl12 SZL (8 diameter)

HP 160 HD 20 MR 80%

#AT 2 THACOS5  Dmg specid

Specid Att/Def: The avatar isimmune to spells below 4th level and weapons below +2
enchantment. It isimmune to spells of menta control (charm, domination, suggestion,
etc.) and to caused wounds, energy drains, paralys's, petrification and spells which
directly affect physca gats (fumble, ray of en-feeblement, etc.). Its tentacle attacks
negate armor bonusesto AC (except magica pluses), and any hit drains1d6 points of
inteligence or wisdom (as llsensine chooses) and restores |d6 hp to the avatar. A victim
reduced to O Int or Wis becomes a juju zombie under the avatar's control. The avatar uses
mass charm and mass suggestion 3/day each and amind blast a will, and may project a
prismatic spray 1/day.

Maanzecorian (I ntermediate God)

Like Ilsensne, Maanzecorian holds the illithids to be the natural dominators of al planes
and worlds and other races only fit for food and davery. However, he consders that there
arethings which illithids may profitably learn from other brains before they eat them, and
edting is apleasure which is mogt delightful after lingering anticipation. Heisa
philosopher-god, one who has avadt library of arcane works in his own paace. The god
isvain and his pdace is sumptuoudy furnished with jet, jade, ivory, marble and the skins
of many creatures. He is aways deferentid to llsensine, athough he doesn't necessarily
pass on dl he knows to the greater god.

Role-playing Notes: Maanzecorian attends conclaves of his priestsin avatar form, for
discussion, sharing of knowledge and meditation (such mestings are rare, because



priesthoods are smdl). He may even gppear as a negotiator between illithids and other
races if he deems the occasion highly propitious. He shares knowledge directly rather
than through omens.

Satigtics: AL leg WAL le (illithids); AoC knowledge, philosophy; SY silver crown set
with red gem.

Maanzecorian's Avatar (Wizard 14, Priest 12)

The avatar appears as avery tdl illithid, with purple/green skin and yellowed tusks on
ether 9de of histentacles. His slver crown levitates above his head. He uses spdls from
gphereslisted for his priests, and from al wizard schools.

Str16 Int20 Dex 18

Wis20 Con16 ChaZ20

ACO MV12 SZL(10)

HP136 HD17 MR40%

#AT4 THACOS5 Dmg specid

Specid Att/Def: The avatar can use the following 3/day each:

domination, hypnotism, hypnotic pattern, rainbow pattern, power word stun; and I/day he
can create a Mordenkainen's digunction, call down aweird on one group of crestures
within 60" and creete a screen. His levitating crown holds agem of brightness (no adverse
effects on illithids within the area of effect).

Duties of the Priesthood

This priesthood isasmall and sdect one, concerned with the pursuit of knowledge,
exploration of new territory and the exploiting of knowledge gained therefrom, and with
negotiations and dealings with other races-which must aways be from a position of
strength and include an eement of condescension.

Requirements: AB Wis 16; AL leg WP any; AR none; SPdl, agtrd, charm, divination,
law, numbers, sun (rev), thought, time; PW none; TU nil; LL 12; HD d4; Shamans no.

Gods of the I xitxachitl

Demogorgon (L esser God)

Demogorgon is another of the tanar'ri lords who, like Juiblex and Y eenoghu and others,
has managed to extend his influence beyond the Abyss. Why he chose the ixixachiti to
become his worshipers, and why that race of sentient rays has chosen to follow him, is
very hard to determine. Demogorgon may wish to use the ixixachiti to further the
ambitions of the tanar'ri in the Blood War, athough how they could help him is not clear.
Wheat is known is that Demogorgon has a hatred of Sekolah the sa-huagin god; some
myths portray the tanar'ri as a one-time vassd of Sekolah, magicaly compelled to service
through an artifact. Demogorgon does not direct ixixachiti attacks pecificdly at

sahuagin, but heis pleasad if his servants happen to find themsalves in a position where
sahuagin are the logica next target for their massed attacks.



From the ixixachitl's point of view, they may be gaining power from their association
with Demogorgontasis the tanar'ri lord himsalf. Through some strange warp in the
Abyss, it may be that the actions of vampiric ixixachiti in energy draining victims (in
sacrifices in many ingances) somehow transfer magica energy to Demogorgon and
grengthen him. Thistwigt in the planar fabric may somehow amplify and transform this
energy, and some of it gppears to create a backlash on the ixixachiti, who have become
more powerful spellcagters than they once were. The fact that vampiric ixixachiti done
can become the most powerful priests seemsto support this hypothesis.

In some worlds, a handful of haf-insane human cultists revere Demogorgon; bloodthirsty
pirates and cutthroats may be drawn to him. As yet, Demogorgon has no human priests,
but in some world at some time this may yet come to pass. Certainly the tanar'ri lord
seems to be growing in power, as his use of planar shirting magic (usudly not possible
for tanar'ri) shows.

Role-playing Notes. Demogorgon usudly restricts dipatching his avatars carefully. They
are modtly sent in secret to advise and scheme with vampiric ixixachiti priests, and to
confer short-term additiona powers on them in preparation for battle. De-mogorgon's
avaar will not readily becomeinvolved in any combats, but may lurk in the background,
supporting his servants with spells and magic use.

Satidtics; AL ce; WAL ce (ixixachiti); AoC energy drains, domination; SY forked tail.
Demogorgon's Avatar (Priest 14)

The avatar appears as a huge double-headed reptilian with babboonlike heads/ scaly blue-
green skin, and powerful lizard-likelegs- He has athick, forked tail. He uses spells from
al priest spheres, dways using reversed spells where gpplicable.

Sr17  Dex|7 Con 18

Int19  Wis19 Cha19

ACO MV 15sw 15 SZ H (18)

HP112 HD14 MR 20%

#AT 3 THACO7  Dmgd4+1/ da+1 (claws) d6+H (tal)

Specid Att/Def: The avatar takes haf damage from cold- and fire-based attacks and
gaseous attacks, and heisimmune to energy drains, poison, eectrica attacks, and mind-
controlling magic. The avatar's claws cause disease that is fatal in 24 hours unless
magicaly cured; even within 6 turns, the disease causes the loss of one limb which
smply drops off, the victim losing 20% of current hit points. A tail hit energy drains 1-2
levels unless a successful saving throw versus death magic is made (a -4). Once per day
he may cast: charm person, charm mongter. domination, ESP, feeblemind, improved
invisibility, polymorph sdlf, and plane shift. Once per day, each, the avatar can use gaze
wegpons to 60'; from his left head beguiling and from hisright head insanity (asthe
symbol).

Duties of the Priesthood

Demogorgon'sixixachiti priests must protect and strengthen their communities and lairs,
building up strength for massive adl-out attacks on neighboring sentient creetures. They
then settle part of the newly-decimated area, build and strengthen themsdlves again, and
may wait decades before making new magjor forays against other creatures.

The vampiric ixixachiti priests are of mgor importance and will not often be in the front
line of combat. They will atempt to control the others, to ensure a good supply of
captured creatures which can be energy drained in sacrifice rather than dain out of hand.



The priests may even keep captives of immature age (sea el ves, tritons, and the like),
waiting for them to attain adulthood so that they have more life energy to drain during
their terrible ritual sacrifices.

Requirements AB Wis 13; AL ce (ixixachiti only); WP any;AR any; SPal, anima*,
chaos*, combat, divination, guardian*, hedling (rev), necromantic (rev), protection*,
summoning*, sun (rev); PW 1) Haf-damage from cold- based attacks; 5) Half-damage
from fire-based attacks; 10) if the priest energy drainsavictim it regains 204 spell levels
of cast gpdls, TU command & - 4 levels, LL 8 (12 if vampiric and has exceptiond
Wisdom); HD 1+1 per 2 levels gained after 2nd; Shamans no.

Specid notes. For level limits, ordinary ixixachiti priests can atain 8th level, maximum,
with any wisdom score higher than 13 (the basic requirement for being an ixixachiti
priest). Vampiric ixixachiti priests can progress to 9th level with Wisdom 14-15, 10th
leved with Wisdom 16-17, lIth level with Wisdom 18 and 12th level with Wisdom 19 +.
The hit dice progresson in full is
Prl-3,[+IHD;Pr4-5,2+2HD;Pr6-7,3+3HD;Pr8-9,4+4 HD; Pr 10-11,5+ 5HD; Pr 12,6 + 6
HD.

Gods of the Kenku

Quorlinn (Lesser God)

Quorlinn is a strange god who is featured in many obscure myths as a botched
experiment in cregtion by a powerful non-lawful sky god too embarassed to admit his
failure. However, Quorlinn proves hisworth in a series of dubious escapades involving
trickery, deceit, disguise, and thievery, often escaping with sometail feathers missng, to
bring his creator some choice item. The greater god relents and Quorlinn has arace
created in hisimege.

Unfortunatdy, Quorlinn isn't enthralled by this. He doesn't want the responsibility of his
own race and whines continualy about being weighed down by it; possibly, thisisa
defense because he isn't uncaring, but may fed himsalf too weak to be agood protector.
Hence, he teaches kenku thievery, disguise, and magicd skills and hopes they can stand
up for themsdlves.

Role-playing Notes: Quorlinn isirritable, irascible, and fickle, but not evil. He doesn't
send avatars (so his gats are for reference only) or omens, and his priests have to whine
for their spells, which are 25% unlikely to be granted each day.

Satigtics: AL n; WAL n (kenku); AoC trickery, disguise, thievery; SY mask with large
fase nose.

Quorlinn's Avatar (Illusionist 10, Thief 14)

The avatar gppears as anorma kenku wearing ablack mask and fairly nondescript
dothing, if it gppears at dl.

Sri5 Dex19 Int20

Wisl5 Conl5 Chal8



ACO MV 9fl36 SZM (6)

HP 96 HD 12 MR 15%

#AT 3(1) THACO9 Dmgd8/d3 (claws) and di2 (beak) or by weapon

Specid Att/Def; The avatar can use each of the following 2/ day: dter sdf', change if,
dimension door, improved invishility. rope trick, shadow door. taunt. No natura avian
will attack the avatar. He usudly employs a shortsword +3 of quicknessif forced to fight.
Duties of the Priesthood

Quorlinn's priests and shamans are an exceptionally devious and tricky bunch- They
meastermind kidnappings, ambushes, and traps. They are fine spies, and different cdlls of
priests collect and harbor al kinds of secrets (many band or trivid) which they childishly
refuse to share with priests from other groups. They must dways attempt to rescue
endaved kenku.

Requirements: AB Dex 15 Int 12; AL n (kenku only); WP asthief; AR asthief; SPal,
animd*, chaos, charm™*, creetion, divination, heding*, plant, weather; PW none; TU nil;
LL 9; HD d4; Shamansyes.

Shamans. AB Dex 11; AL n; LL 4; HD d3.

Gods of theKi-rin

Korid (Intermediate God)

Korid isthe sky-roaming god of ki-rin, a powerful and stern god of lawful good. In some
myths, this great steed alows himslf to be ridden by a prime Creator Cod or the mgjor
lawful good god of a pantheon, and often he, together with that god, will bring creative
forces down to the earth or will ride together at the end of dl things. His association with
this supreme-god figure strengthens the formidable magical powers both of the god and,
by association, of the race of ki-rin Koridl created. He has no shamans or priests since his
magica creations are powerful enough not to need any further blessings.

Korid iswatchful and vigilant. He flies at astounding speeds through the Outer Planes,
looking for any encroachments of evil, just as the ki-rin do in the Prime Materid. He will
not often act without consulting other deities, but heis utterly ruthless when he must

fight. His great speed aso makes him a greeat traveler, restless and ever-curious, eager to
discover new knowledge in the many worlds and planes.

Role-playing Notes, Korid has no priesthood, but will commune with individud ki-rin
when he chooses (or sometimesiif invoked). He does not interfere greatly with the affairs
of other crestures unless actively evil beings cause him offense by persecuting weaker
cregtures or by using powerful magic. Only in extreme need will he send an avatar to dedl
with this, preferring to aert mortd ki-rin to such dangers and wickedness.

Saidics AL Ig; WAL Ig (ki-rin); AoC learning, protection, vigilance againgt evil; SY
ki-rin horns and eyes.

Korid's Avatar (Paladin 20, Wizard 18, Priest 18)



Korid's avatar appears as a great ki-rin with gold and silver fur and amane of ranbow
hues. He uses spells from al spheres and schools.

Srl9  Int24 Dex 19

Wis24  Con19 Cha24

AC-7 MV 36 fl 600 SZ H (161ong)

HP 144 HD 16 MR 50%

#AT 3 THACOS5  Dmg 4d4/4d4 (hooves) 6d6 (horn)

Specid Att/Def: The avatar's wizard powers are those of a norma ki-rin. His saving
throws are never worse than 2, regardless of modifiers, and heis dlowed a saving throw
agang no-save spdlls (thisis abase save of 4). Any evil creature struck by hishornis
dain outright unless it makes a successful save versus death magic with a -4 pendty; if
the cregture is not from the Prime Materid, it is banished even if it does save. Korid's
song dispels any dementas and other conjured/summoned creatures within 200' if the
avatar so chooses (save versus spell at -4 to negate). Once each per day, the avatar can
speak aholy word and effect aresurrection.

Gods of the Kobolds

Kurtulmak (Intermediate God)

Kurtulmak isthe chief deity of the kobold pantheon. Heis a hateful deity, one who
despises dl life, save kobolds. He has an especid antipathy for brownies, pixies, sprites
and their kin- and most of dl, gnomes. Kurtulmeak is prepared to enter into any dliancein
order to defest Garl Glittergold or any other gnomish god, even ignoring aignment
consderations (and al otherdl) for this end.

Kurtulmak is not a stupid deity. He has skills; he taught the first kobolds the kills of
mining and tunnelling, and aso the skills of ambushing, athough Gaknulak is now the
more important influence in this sphere. Rather, Kurtulmak is a creature dominated by his
emotions and hates.

Thus, Kurtulmak isinteligent, but heis not wise. Heisfairly easly trapped or tricked
and out-manuevered if his wesknesses are played upon. He is arrogant in his hatred of his
enemies, and lovesto gloat over his successes at length. 1t is this weakness which Garl
exploited when he demolished Kurtulak's cavern;

rather than putting the gnome straight to death, Kurtulmak wanted to gloat and waich
Garl grovd, and thiswas his undoing.

Kurtulmak has the psychology of the small creature written large dl over him. He carries
grudges, and has a huge chip on his smal shoulder. He hates being bettered by any
means, especidly by deception or by some "frivolous' means such asillusion or practica
joking. Kurtulmak has absolutely no sense of humor. He makes characterigtic errorsas a
result of this weskness. He often tries to gain revenge over his enemies in the same ways
that they gained an advantage over him. Thus, dragging Gaknulak aong for support
(despite the demigod s misgivings) he attempted to booby-trap a citadd of the gnomish



gods, only to fall miserably asthefirg group of guards easily detected him (Kurtulmek is
hardly subtle). The gnomish gods captured him, tied histail in aknot which took a score
of yearsto unravel, guck afase red wax nose on his face and hung aluminous stuffed
chicken to hiswaist, and packed him off home. No wonder Kurtulmak hates gnomes
above everything.

Nonetheless, Kurtulmak should not be underestimated. He is a savage deity who is
aways attentive to events on the Prime Materia plane, and who is dways activein trying
to secure some advantage for4us people on that plane. He is reluctant to oppose other
goblinoid gods, especidly Maglubiyet whom he fears (while he considers Gruumsh and
the orcish gods stupid and oafish), and thus while his people often contest with other
goblinoid races for living space, Kurtulmak will rarely over-actively intervenein such
conflicts.

Role-playing Notes: Kurtulmak will not send an avatar to oppose actions by other
goblinoid gods, unlessthey have acted firgt and he feds himsalf forced to respond. He
will dways send an avatar to ded with strife between kobolds and gnomes when this
becomes more than mere skirmishing, and is eager to send

an avatar to despail sylvan lands if he thinks he can get away with this. Kurtulmak does
not bother with omens; he ingructs his priests directly through commands which are
given in dreams, dozing, daydreaming and other states of mind when the threshold of
consciousness is lowered. Priests who do not act immediately on the basis of these
commands are amply snuffed out of existence by the god.

Satidics AL lee WAL le (kobolds); AoC war, mining; SY gnomish skull.

Kurtulmak's Avatar (Fighter 16, Priest 7)

Kurtulmak's avatar appears as a double normal-size kobold with along, stingered tail and
large horns which curve backwards from his forehead. His skin is mottled black and
green. His priest spdls are drawn from dl spheres (reversed when appropriate).
Str18/30 Dex17  Int16

Wis9 Conl5 Chal9

AC-1 MV12 SZM (56"

HP120 HD 15 MR 35%

#AT3 THACOS5 Dmg2di2 +4 (spear) +3, 1d6 (tail)

Specid Att/Def: The avatar's skin is very tough with scales of stedl, and edged weapons
below +2 enchantment are 25% likely to break when struck againg it. The avatar can
amell gnomes up to amile away, and is permanently enraged by gnomesiif ableto see or
fight them. In his enraged state, Kurtulmak's avatar cannot be forced to leave combat
with agnome or agroup of creaturesincluding gnomes by any means, induding dl
magica means. He has an aura of fear which forces enemies within 20 feet to save versus
pdlls (- 4 pendty for gnomes) or fleein panic. Histall has a poisonous stinger (poison
F), and he carries a spear +4.

Duties of the Priesthood

Kurtulmak's priests are the commanders of war bands and many are dso expert miners,
priests are expected to speciaize in one or other role. Whichever role is adopted, priests
grive to unite kobolds and undertake the tasks of war, and mining and underground
exploration, with alarge force of kobolds; there is strength in numbers. Kobolds hate
mogt other life, and this attitude is encouraged by the aggressive priests. The priests wear
orange robes with awhite death's head sgil on the chest.



Requirements: AB sd; AL le; WP any (spear 1t); AR any; SP dl, combat, divination*,
elementd (earth), heding*, necromantic*, protection, summoning, sun (rev), war,
wards*; PW 1) +1 hit versus gnomes; 4) scare (affects gnomes only, but affects |d4
targets); 7) enlarge sef to double Sze, sght of the transformation causes fear in gnomes
within 20' and line of sght, norma saving throw versus spdls negates, TU nil; LL 9; HD
d2; Shamansyes + wd.

Shamans: AB gd; AL le, ne; LL 5; HD 1 hp/level; Other spear 1st wegpon proficiency.

Gaknulak (Demigod)

Gaknulak isthe kobold demigod of trickery, ambushing, and setting traps. Heisahighly
intelligent and snesky deity with amagica cauldron from which he pullstools,
unpredictable minor magica items, and diverse resources for the ingenious-and to fool
others. He is the deity who protects and defends kobolds, and teaches them practical
trickery. He is a supreme pragmatist, and in thisway isavery lawful trickster.
Role-playing Notes: Gaknulak is dways ready to send his avatar to ingtruct koboldsin
new arts of defense through crestive innovation. He avoids direct confrontation with
other avatars and races, preferring defense and trickery. His omens are subtle, and/or hard
to decipher, challenging his priests to understand or perceive them: subtly triggered trap
defenses, migplaced tools and everyday items, and wegpons/clothing subtly rearranged.
Statistics AL le (ne); WAL le, ne (kobolds); AoC protection, stedth, trickery, traps; SY
cauldron with whirling lipses.

Gaknulak's Avatar (Wizard 12, Thief 12)

Gaknulak's avatar appears as a small dark-skinned kobold with white hair, a cloak with
bulging pockets, and a hand axe. He uses spdlls from the dteration and illusor/phantasm
schools.

Sri0  Intl9 Dex 19

Wisl6  Con12 Chal9

AC1 SZ S(36") MV 18fl 36 sw 12

HP 80 HD 10 MR 20%

#AT1  THACO11  Dmgld6 +3 (hand axe)

Specid Att/Def: The avatar wears 2 (randomly selected) ioun stones and away's carries
many magicd items related to spying, escape, and detections: typicaly boots of speed,
wand of magic detection, ring of chameleon power and awand of poly-morphing for
attacks (targets are turned into piglets for eating). He carriesa+3 hand axe and is
immune to illuson/phantasm spdls.

Duties of the Priesthood

Gaknulak's priests are spies and scouts. They aso are expertsin setting traps and
amushes of dl kinds, and in the congtruction of defenses. They are defenders of lairsand
homelands above dl.

Requirements. AB Int 13; AL le, ne; WP blowgun, dagger, dart, hand axe, hand
crossbow, ding; AR leather; SPdl, charm, combat*, divination, eementd (air, earth),
guardian, protection, summoning*, wards, PW 1) 10%/leve skill in hide in shadows and
Spot traps, may Set traps so that enemies spot traps chance is reduced by 5% /level of



priest; 3) may useillusion/phantasm spdlls of 1t and 2nd level; 7) rainbow pettern; TU
nil; LL 8 (Wis 18+); HD d2; Shamansyes + wd.
Shamans: AB 4d; AL le ne LL 5; HD 1 hp/levd.

Gods of the Kuo-Toa

Blibdoolpoolp (I ntermediate Goddess)

Blibdoolpoolp is an ancient deity of arace driven back rom their earliest habitats, below
and near the oceans, mostly by humans and dlied demihumans. Now her people populate
only the Underdark, in competition with illithids and drow. Blibdoolpoolp is
consequently a deity warped by hatreds. She hates humans and most demihumans
(especidly eves) for driving her race away from their homes and daughtering them, and
she hates the deities of drow and illithids as competitors for the little space her race has
left. She does not actually have specid enmity for aquatic races, save sea elves, snce
they did not play amgor rolein the extinction of the surface kuo-toa.

Added to this festering hatred, or possibly because of it, is a questionable menta status.
Blibdoolpoolp may not quite be insane, but she is very unpredictable, irrationd, and
prone to wild mood swings. The area she occupiesin the plane of ementd Water is
churned and swirling with the emanations of her emotions, a clear demarcation of where
she dwedls. She surrounds hersdlf with huge lobsters, crayfish, and other primitive
crustaceans which have changed little in form over the eons, asif to reassure hersdf that
her powers have not changed or diminished ether.

Asan ancient deity, Blibdoolpoolp is said to know deep magica secretsthat are part of
the fundamental fabric of the universe. At least she thinks she does, as she broods over
those secrets and holds them unto herself. Because she shuns contacts with al other
deties, and doesn't share her knowledge, there is no way of knowing.

Role-playing Notes: Blibdool poolp dispatches an avatar to attend great sacrificia rituds
a mgor temple complexes when many humans and demihumans are drowned by her
priests and monitors. She does not send omens other than signs of her pleasure or
displeasure, which are arbitarily affected by her moods; changes in the coloration of the
large sacred black pearls the priests keep in her temples are favored omens, as are
unusua activity or quietude on the part of the huge lobsters that dso reside there.
Statistics: AL ne (ce); WAL ne, ce (kuo-toa); AoC darkness, insanity, revenge; SY
lobster head, black pearl.

Blibdoolpoolp's Avatar (Wizard 12, Priest 14)

The avatar appears as a huge nude human female with the head of a lobster, articulated
shell covers on her shoulders, and with |obster-clawed forearms. She uses priest spells
from those spheres listed for her priests, plus summoning spdls and wizard spdlsfrom
al schools save those of dementd (fire).

Str 18/00  Dex 16 Con 16

Int 17 Wis 14 Cha18



AC-2 MV 12sw 36 SZH (15)

HP 128 HD 16 MR 55%

#AT 2 THACOS5 Dmg 3d6 +6 x 2 (claws)

Specid Att/Def: The avatar isimmune to poison, pardyza-tion, eementa (water) spdlls,
and illuson/phantasm spells below 6th leve. If both her claw attacks strike an opponent
in the same melee round, the victim is dragged towards Blibdoolpoolp's eyes and forced
to look into them; the victim must save versus spdll at -4 or become insane immediately.
Once per turn, the avatar can summon 2d8 giant lobsters (use statistics for giant crayfish
from the Monstrous Compendium:

"Crugtacean, Giant") to fight for her for up to 3 turns. Once per day, she can summon
[d416HD water elementals which remain to do her bidding for up to 4 hours. The avatar
can cast asymbal of insanity once per day and owns aring of human influence and a
wand of fear.

Duties of the Priesthood:

Blibdoolpoolp's priests have a centrd role in kuo-toan society. They oversee the growth
and culling of fingerlings (young kuo-toa) and perform appropriate rituals during the
breeding season. They have no specid rolein arts or crafts, but they are responsible for
making the unique gummy substance with which kuo-toans treet their shieds for battle.
Jugt asthey are the judges and juries within kuo-toan society, they are respongible for
most dealings with other races. These usudly take place, if kuo-toans wish such contacts,
in their specialy devoted and consecrated temple complexes that are very extensive and
just aswell-hidden. The priests of different communities usudly only cooperate with

each other in the maintenance and defense of these specid temple sites. Kuo-toan priests
must always organize foraysto repd illithids that live anywhere close by kuo-toan
Settlements in the Underdark.

Some 30-70% of the priests (percentage varies by community) are priest-thieves (as
described in the kuo-toa entry in the Monstrous Compendiumy} . Only a priest-thief can
rise above the 10th level of experience asapriest. For any priest to rise above 8th level, a
wegpon proficiency in the pincer staff is mandetory.

Requirements. AB Dex 14 for priest-thief, otherwise std; AL ne, ce; WP any, but must
have pincer-gtaff proficiency to progress beyond 8th level; AR any (priest-thieves
restricted to leather or equivaent); SP dl, charm*, combat, divination, elementd (earth,
water), heding* , necromantic* (rev), sun (rev), war*, weather*. PW 1) lightning stroke
by 2 or more priests (as detailed in Monstrous Compendium); 4) lower/raise water; 7) ice
gorm; 10) symboal of insanity; TU nil; LL 10 (12 for priet-thieves); HD d6 (d4 for priest-
thieves); Shamans no.

Godsof theLizard Men

Semuanya (L esser God)



Semuanyais an amora and unfeding deity whose only consideration and purposeis
surviva and propagation. Any action aiding survivd is acceptable; any action which has
no bearing on thisis an irrdlevance and not to be bothered with. Unsurprisingly, the god
has neither dlies nor particular enemies. More surprisingly, the deity does not yet seem to
have reacted to Sus-sinnek'sincreasing influence over hisredm, but he may yet fed
driven to do so.

Role-playing Notes: The deity will send an avatar to ded with any major event that
threatens lizard man communities on the grand scae (climatic change, mgor incursons
of predators, €tc.), but very rarely otherwise. He does not send omens to his shamans.
Satidics AL n; WAL n (lizard men); AoC survivd, propagation; SY egg.

Semuanyas Avatar (Fighter 13, Wizard 9, Priest 9)

Semuanyas avatar appears as an oversized lizard man bearing a club with many
embedded razor-sharp shells. He wears aloincloth only. His spells come from spheres
liged for his shamans, and from wizard spells other than illusion/phantasm and

conjuration/summoning.

Str 18/49 Dex |7 Int13
Wisl|7 Con 17 Chal6
ACO MV 15 SZ L (10)
HP 112 HD 14 MR 30%

#AT 2 THACO7 Dmg 2d8(club) +3

Specid Att/Def: The avatar's scaly skin makes him immune to nonmeagica blunt
wegpons, and he suffers only haf damage from magical blunt wegpons. Any bolt spdl is
25% likely to be reflected from his body. He has 90% magic resstance versus all
illusor/phantasm spdls.

Duties of the Priesthood

Semuanya's shamans are not an organized priesthood and have no interest in any affairs
beyond their own tribe. They are generd carersfor their tribes, especidly with healing
and medicine. They counsd avoidance of dl races other than their own and even
dissuade contacts with other tribes, except for interbreeding. They must breed every
season, and as soon as a shaman loses fertility, he loses one leve of experience per
month. Many shamans, a thistime, commit ritua suicide.

Requirements. AB std; AL n; WP any (club 1st); AR any; SP dl, anima, combat*,
divination*, healing, necromantic*, plant, protection*, wesather*; PW none; TU nil; LL 7;
HD 2 hp/ leve; Shamans only.

Sessinnek (Demigod)

Sessinnek is a powerful tanar'ri lord who has grown weary of the Blood War with the
baatezu and seeks to establish dominion esewhere. He is responsible for the appearance
of Lizard Kings, the chaotic evil corruption of Semuanyas creetion, and he usesthem as
his favored servants. Recently he has been able to project his power as spellcasting
abilities, conferred on a handful of shamans; this is testimony to his burgeoning power
within the Abyss. The tanar'ri lord even sacrifices some of his own magica and innate
skillsto project this power, S0 his avatar is wesker than many,



Role-playing Notes. Sessinnek will dispatch his avatar carefully, being extremdy
apprehengve of loang the magica sword which dlows him to plane shift the avatar. He
often usesits gppearance to awe lizard men into hisworship; it isinvoked by a shamanic
servant in a carefully staged ceremony a which he receives homage and sacrifice. He
does not send omens to shamans.

Satigics: AL cet WAL n, ce (lizard men, lizard kings); AoC "civilization", dominion;

SY clawed green reptilian hand.

Sessinnek's Avatar (Wizard 10, Priest 10)

The avatar appears as a six-armed Lizard King with vestigia green/brown leathery wings
folded adong its back. It uses spells from spheres listed for its shamans, and wizard spells
from dl schools save dteration, abjuration and illusion/phantasm.

Str18/122  Con 15 Chal9

Dex 16 Wis|5 Int 18

ACO MV 15 SZ H (16)

HP 96 HD 12 MR 20%

#AT6(5 THACO9  Dmg 1d6 +3 (claws) or by wegpon + 3

Specid Att/Def: The avatar takes haf damage from cold- and fire-based attacks and is
immune to dectricd attacks. It usualy employs four +2 long swords with a +4 two-
handed sword that can plane shift (sword-wielder only) I/month and dispel magic, 30
radiusto arange of 120" 3/day.

Duties of the Shamans

Asyet, Sessinnek has very few shamans, some 40% of them are Lizard Kings. Any
lizard man shaman is chaotic evil. The shamans must be aggressive in wiping out other
lizard men after trying to convert them to the cult, but shamans of Semuanya must be
dan on dght. Sessinnek’s shamans are aggressive, territoridly dominant, and rapacious.
Requirements: AB Str 14; AL ce (lizard men, lizard kings);

WP any; AR any; SP dl, combat, elementa (water), necromantic (rev), summoning, sun
(rev), war*. PW none; TU nil; LL 4 (lizard men), 7 (lizard kings); HD d4; Shamans only.

Gods of the Mermen

Eadro (Intermediate God)

Eadro isan doof god. caring only for the locathah and mermen he created (both races
consider the other to have been an experiment by Eadro which nearly worked before he
got it right meking them). Eadro watches his races carefully, knowing that they can come
into conflict over tarritory; this as much as anything determines his affiliation with the
asthdfinare. He is aware of the damaging potentia of conflict between non-evil races
while evil lurks and bidesitstime. Eadro lives on the dementd plane of Water and hasa
meagical water mirror which can show him any underweter scene in the Prime Materidl.
Role-playing Notes. Eadro very rarely sends avatars to the Prime Materid; heisa
conservative god who prefers the satus quo. He sends warning omens to his peoplesin



the form of unusua behavior by moray (or related) eds, often by ddivering colored
pebbles or shellsto shamans and priests.

Statigics: AL n; WAL n (locathah, mermen); AoC locathah, mermen; SY spirdl.
Eadro's Avatar (Priest 16)

The avatar gppears as atdl locathah or merman who can change in one round into an
amorphous watery bloblike being with eight pseudopods. He uses spells from spheres
listed for his priests.

Str18/00 Dex16  Int17

Wisl9 Con19 Chal7

AC-2 MV 9sw24 SZL (8)

HP 136 HD 17 MR 35%

#AT1(8) THACOS5 Dmg by weapon+6or d8x 8

Specid Att/Def: The avatar isimmune to eementa (water) and cold- based attacks, and
no natura sea creature will attack him. The avatar can negate water breething at will
within 60' (no save). He summons I[d416HD water dementdss, for up to 12 turns, 2/day.
He usesdl wizard dementa (water) spells as a 20th-leve wizard.

Duties of the Priesthood

Eadro's priests are primarily community priests, upholding the traditiona values of
merfolk and locathah society (which differ sgnificantly). Mermen priests are suspicious,
gern, and intolerant of outsiders, and 90% are male, while locathah priests are more
worldly, but cautious and thoughtful. Shamans are in amgority over priestsin both
races.

Requirements. AB gtd; AL n (locathah, merfolk only); WP any; AR any; SPdl, anima*,
combat*, cregtion, divination, eementa (water), guardian, healing, necromantic,
protection. summoning,; PW 1) may use eementd (water) spells from wizard spdll list as
if clerica spdls: 3) augury; 6) summon 12HD weter eementd for 6 turns, TU nil; LL 7;
HD d4; Shamansyes.

Shamans: AB std; AL n; LL 3; HD d3.

Gods of the Minotaurs

Baphomet (L esser God)

Baphomet is agreat tanar'ri power who has increasingly attracted the worship of
minotaurs. Myths of the birth of mino-taurs are obscure and place their originin pre-
history, where aterrible and ancient curse condemned a number of wicked humans (who
may have had dealings with tanar'ri) to this shape. This curse somehow drew Baphomet's
atention to the newly-created monsters.

Baphomet is a hateful, vicious power who ddights only in brute force and violence. He
seeks power over the minotaurs to enlist their aid in his own schemes, notably his enmity
and running beattles with Y eenoghu (so that gnolls and minotaurs are on very bad terms

indeed).



Role-playing Notes. Bgphomet cannot send avatars of his own to the Prime Materid of
his own valition; they can only be gated in by evil wizards who have dedings with
minotaurs. Baphomet will form pacts with such wizards, commanding minotaurs to serve
the wizard enabling his avatar to walk the Prime Materia (alwaysto day or to gain
powerful combat-related magical items). Likewise, Baphomet does not have a priesthood
or shamans, but he can sometimes bless a minotaur with asingle use of amaze or wall of
stone spell (the latter is often used to impress other minotaurs). Crestures affected by one
of these granted maze spells are 1 % likdy to be plane shifted to Baphomet's home plane
inthe Abyssl It may be that thisis an "emergent power" of Baphomet, a tepping-done to
being able to grant his followers priest spells, and certainly it explains why minotaurs

have turned from giantish gods (which some till revere at least in token) to the worship
of thisbeng.

Satigics AL ce; WAL ce {minotaurs); AoC minotaurs, baitle; SY maze.

Baphomet's Avatar (Fighter 14, Priest 7)

Baphomet's avatar gppears as huge bull-headed ogre. His priest spells come from the
gpheres dl, animal, combat, hedling (rev) and sun (rev).

Sr19 Dex15 Conl19

Wis1l6 Chal9 Int16

ACO MV18 SZL({12)

HP120 HD15 MR 20%

#AT 2(6) THACO7 Dmg 2di0 + 3 (bardiche) + 7, 2d6 (butt), d4+4 (bite)

Specid Att/Def; The avatar can detect good, invishility and magic a will- He can cast
each of the following 3/day: dispel magic (at 16th leve), maze, wall of stone. Twice per
day, he can summon Id4 +2 minotaurs to fight with him. His maze spdlls are 2% likely to
trangport the affected creature to his home plane in the Abyss. He takes hdf damage from
cold- and fire-based attacks and gaseous attacks, and he isimmune to poison and
electrica attacks. He is only affected by wegpons above +1 enchantment.

Gods of the Myconids

Psilofyr (Intermediate God)

Pslofyr, the benevolent myconid god, is a meditator-deity dwelling in Nirvana Heisa
teacher-god, one who taught the first myconids the secrets of potionmaking through
direct revelaion. He is often depicted as a type of funga world-tree, his mycdiareaching
down through the planes into the home of the myconid-King. Pslofyr's only concerns are
the protection of the myconid race and the pursuit of perfection through meditation.
Role-playing Notes. Pslofyr selects about one myconid king in 20 to become a priedt,
and dways guides myconids in their sdection of anew king through intuitive guidance.
Rardly, he will send an avatar to commune with amyconid-king if acommunity is gregtly
threatened by enemies, disease, and the like;



the king then gains the spell- cagting ability of the avatar for |d4 days after 24 hours
shared meditations. Pslofyr has no need of omens since he congtantly shares thoughts
with hiskings.

Satigics: AL In; WAL In (myconids); AoC community, heding, philosophy; SY
mycdium basket holding acrystd vid.

Psilofyr's Avatar (Wizard 10, Priest 18)

Psilofyr appears as a gigantic myconid with avast mycdium complex drifting behind
him as he travels by levitation just above the ground. He is able to change color to match
environment, or his moods (usudly heis blue-gray), as desired. He uses spellsfrom dl
spheres and schools.

Sri6 Int18 Con 16

Dex19 Wisl2 Chal9

MV16 AC4 SZM(6)

HP120 HD 15 MR 60%

#AT1 THACOS5 Dmg15d4 (fists) +1

Specid Att/Def: The avatar can fire a spore attack as a jet (5' wide by 60" long) or
targeted at one creature within 120’ to cause disease, create acloudkill, or as dust of
sneezing and choking, 2/day per effect. It can, a will, create aradiant effect by emitting
gpores about itself. These affect al within a 10 radiusinitidly, spreading to a maximum
of 80" after 8 rounds. The possible spore effects include deep, weakness (reversed
grength} or pacification (as a norma myconid). It suffers haf damage from blunt
weapons and from water-and cold- based attacks, and communicates by telepathy to 240
range.

Duties of the Priesthood

Only singular myconid kings become priet-kings, and their duties are as for normal
kings.

Requirements. AB Wis 18, myconid king; AL In; WP any; AR none, SPdl, adtrd,
cregtion, divination, dementd (earth, water), guardian, hedling, law, necromantic*,
numbers, protection, thought, wards, PW none; TU turn at -4 levels, LL 12; HD d4;
Shamans no.

Gods of the Naga

Shekinester (Greater Goddess)

This extremey complex and powerful goddessis the creator of nagas and a being of great
wisdom. Sheistriple-aspected/ appearing as the Weaver, the Empowerer, and the
Preserver. The Weaver isthe principle of active destruction/ the crone-face of the
goddess who destroys in order to create room for new existence; but sheisaso a
manifestation of connections and knowledge (as a Weaver, she brings together disparate
strands of knowledge to create new understandings). The Empowerer is a bestower of
wisdom in her role as guardian of the young and uninitiated; sheiskindly and merciful/



but she may force the unwilling into initiations and knowledge which can cause "growing
pains." The Preserver isthe great maintainer of existence. Sheis not a crestor, but rather
akeeper of the flame within the Court of Light, where the goddess has her being on the
plane of Concordant Opposition. The Preserver is dso a guardian of the spirits of the
dead, greeting them with sustenance symbolized as water, fruit, and bread. Adding il
further complexity to thistriplicity is the fact that the Empowerer is capable of being bi-
agpected; as abeautiful young maiden sheis an initiator and granter of safe passage, but
she dso has an aspect as an ugly messenger, one who draws the attention of the young,
naive, or uninitiated to the presence of an opportunity for growth and learning.

Shekinester is such acomplex and al-embracing deity that, in different worlds, she can
have a myriad number of inter-relations with other gods. She may cooperate with agod in
one world while opposing him in another since sheis highly pragmatic in nature. She
represents an eementa force of the process of "magicd life" and transcendence, and
cultures which accept reincarnation often revere her as aguardian, initiator, and

protector.

Role-playing Notes: This deity is complex indeed! The Weaver avatar inhabits lost and
decaying places seeking to destroy those who enter unless they have the wisdom and
strength to overcome her-and aso use the wisdom and gifts she concedls, including her
own magica webs. The Empowerer avatar actively seeks opportunitiesto grant initiation
and wisdom to those who perhaps haven't even yet redlized that they have need of this,
and her gppearances can be unheralded and startling; to the unwary, her messenger form
may appear firg guiding the new seeker to the Empowerer hersalf. The Preserver protects
the souls of the dead, especialy those of her own nagas, but sometimes others as dlowed
by other gods. On the Prime Materia plane, she gives sustenance to those threatened by
extinction, overwhelming force, mass sarvation, or some equaly terrible threet if they

are of non-evil dignment.

Statistics: AL n (ce, 1g); WAL n, ce, Ig (nagas); AoC vary by aspect, see below; SY mask
(the Weaver), mirror (the Empowerer), or grain jar (the Preserver).

Shekinester's Avatars (powers vary)

Shekinester's avatars gppear as. the Weaver (chaotic evil manifestation as a pirit naga
Crone), the Empowerer (neutra manifestation as a beautiful young Maiden water naga),
and the Preserver (lawful good manifestation as a sublimely featured guardian naga
Moather), The Maiden can vary her form further as an ugly young femae-faced water
nagawith pitted skin and lank, greasy hair. The summary gatigtics vary by aspect (see
below).

Str 7 Int 20 Chavaries

Dex 19 Wis 24 Con 18

AC-5 MV 24 SZ H (15' long)

HP 160 HD 20 MR 75%

#AT 1 THACO 3 Dmg Id8 (bite) + specid

Statidicd Vaiaion: The Weaver-Crone has Str 12 and Cha 1, and the specid attack
form of her biteis|etha poison (save versus poison a -4 or dieimmediady). The
Empowerer-Maiden has Int 18, Cha 23, and the specid attack form of her biteis pardyss
(save versus poison & -4 to negate). The Preserver-Mother has 22 HD and 176 hit points,
Con 20, Cha 22, and 85% magic resstance. The specid attack form of her biteisasa
symbol of persuasion (saving throw versus spell & -6 to negate).



Specid Att/Def and Spellcadting: In dl forms, the avatar isimmune fro poison,
paradyzation, gaseous attacks, death magic, and dl mind-contralling spdls. All avatars
have accessto al spell spheres and schools, dthough they have different preferences.
The Weaver- Crone has the powers of a 12th-level wizard and a 12th-level priestess,
preferring spells from the schools of illus on/phantasm, invocation/evocation, and
necromancy. She can cast aweb spell 3/day; if the strands of the web are collected and
spun into acloth (using aspdl such as mending or a carefully-deployed major creation
with the web as amaterial component), the spinner may wear the cloth for one hour and
gain the ability to commune with the goddess once per week for 2d4 weeks. Only one
being can gain this benefit and then only if femae. She dso has a cryddline heart which,
if taken from her body, alows the user to cast divination |/week and legend lore |/day,
but the user is 1% likely each day to suffer an dignment change to chaotic evil, 2% if the
userismae.

The Empowerer-Maiden has the powers of a 14th-leve priestess and fithlevel wizard,
preferring spells from the schools of dteration, abjuration, and enchantment/charm. She
can force any creature within 120" to possess true seeing for 1 turn as she chooses. She
can charm any creature which is young (less than 10% of tota lifepan) at will (no save).
By touch, she can drain abeing of 1d3 points of Wisdom (save versus spdisat -4 to
negate) or restore up to three points of Wisdom lost by a creature (to lamia attacks, etc.).
The Preserver-Mother has the powers of a 22nd-level priestess, usng spellsfrom al
spheres save chaos and war. She can cast forbiddance 1/turn and awall of force at will,
can vomit created food and water 1/turn (in the form of water, bread and fruit), and can
disod evil 1turn.

Gods of the Ogres

Vaprak (Lesser God)

Vaorak isknown amply as"The Dedtroyer.” This daity has aqudity of dementa
savagery well suited to the ogre race, which holds him as a patron. Rapacious and violent,
Vaprak is nonetheless in awe of the giantish gods and livesin fear that hisrace may
abandon him to worship them Vaprak's behavior and edicts to his ogre priests and
shamansis thus driven and somewhat frenetic; he constantly urges hisfollowersto
combat, aggression, and frenzy, born of his own anxieties and as a manic defense against
those fears. Vaprak does not plan, scheme, or contemplate. He smply expends his
energies in dedtruction and uncompromising ferocity.

Role-playing Notes: Vaprak sends an avatar to assst ogres when they are on the verge of
conquering a clan, tribe, or race with whom they compete for resources, and also to
decimate any group of ogres who have turned to revere of any of the evil giantish daities.
He does not send omensto his priests.

Statistics: AL ce; WAL ce (ogres); AoC combat, greed; SY tal-oned claw.

Vaprak's Avatar (Fighter 14)



The avatar appears as a huge, exceedingly horrid, mottled brown and green ogre with
powerful taloned hands.

Sr19 Dexl4d Intl3

Wis9 Conl1l7 Chal8

ACO MV12 SZH(15)

HP120 HD 15 MR 15%

#AT 2(4) THACOS5 Dmg 2di0 (club) +7 or 2d8+7/2d8+7 (claws)

Specid Att/Def: The avatar regenerates 3hp/rd and 3/day can become berserk for the
duration of one melee combat ( +2 hit and damage, +2 penaty to AC). Vaprak's avatar
negated dispelsdl spellswhich directly and adversdly affect hit and damage rallsto
itself (stoneskins on enemies are negated by touch, with full damage applying, prayer is
negated, ray of en-feeblement does not work againgt the avatar, etc.)

Duties of the Priesthood

Vaprak's priests must be aggressive, ever seeking combat. They must also eat greedily,
but must dso maintain physica fitness, so they often exercise in club-bashing rituds
Requirements: AB Sir 18 Con 15; AL ce; WP any (club 1st); AR any; SP dl, combat,
divination, hedling, protection, sun (rev); PW 4) berserk rage 1 turn (asfor avatar); TU
nil; LL 7; HD d6; Shamansyes.

Shamans. AB Sir 16 Con 12; AL ce; LL 3.

Gods of the Orcs

Gruumsh (Greater God)

Gruumsh is the undisputed head of the pantheon of the ores. In pre-history, one or two
now-unknown ore gods conspired to depose He-who- never-deeps, and were destroyed
utterly. Since that time, Gruumsh has ruled the other ore gods with an iron grip. Heisa
fearsome, brutal god who revelsin warfare, and ever seeks new territory for hisrace.
Thisdrive to acquire territory and living space is Gruumsh's greatest motivation. He has
aways felt cheated by the way the gods of humanity and demihumans divided up the
world, cagting aside the ores (and himsdlf!) without any respect. Gruumsh drives his
people relentlesdy, through the work of his priests and shamans, to colonize new lands.
And his deep and abiding hatred of the other gods ensures that he strives to achieve such
dominion through warfare, congtant and unceasing. Gruumsh tolerates no sign of
peaceability from his people. Indeed, ores have no word for "peace” in their language,
only agutturd expletive which means, roughly, "temporary respite from grifée'.

Gruumsh has an abiding hatred of Cordlon Larethian for defeating him in bettle. Ore
religion denies that Gruumsh logt an eye to Cordlon, asther sory of "in the

beginning..." demongtrates. They hold that Gruumsh was tricked and cheated by
Cordlon's magic, and that the ef-god could not win in afar fight. Gruumsh seeksto
have his people raze and destroy €lvish homelands whenever possible. It isaswdl for the
evesthat they usudly live in homdands far distant from the ore clans.



But then, Gruumsh has an equally deep hatred of dwarves and their gods. The shamanic
taes of how Gruumsh and the Elder Ores fought for control of the mountains would
weary the patience of any listener. Ores desire mountains for their stark and barren
qudlity; they are despailers, and love the bare and bleak. Still, they'll take whatever they
can get, and amaor strength of the race istheir ability to survive amost anywhere.

That property, too, is close to Gruumsh's heart. He and his priests weed out ores who are
sick, weak, lame, or unfit for the prosecution of war. Gruumsh isaharsh and lawful

deity, and iron rule and weeding out the week is a key dement of ore thinking. Since
maes are physicaly sronger than femaes, femdes are usudly relegated to the roles of
child-rearing and making sure the warriors have food on the table after ahard day's
pillaging and daughter. "If Gruumsh intended femaes to be the equa of mades hed have
given them bigger muscles’ isaless brutish trandation of an orcish saying among the
warrior caste.

Fortunatdy for the races of the Prime Materid plane, much of Gruumsh's attention is
taken up with the eternd battle of ore and goblin spiritsin the Hells, where he directs the
warfare againg them from hisiron fortress. But Gruumsh is ever watchful over hisrace,
and is especidly watchful for transgressons...

Rale-playing Notes: Gruumsh will only send an avatar if thisis needed for a greet baitle,
and where lIneval and Bahgtru cannot be entrusted with the matter at hand. Very rardly,
he will send one to stymie some gppearance of an elven avatar. His omens usudly take
such agreeable forms as the sudden snapping of ayoung shaman's neck vertebrae, or
more leniently acloud of drifting toxic black smoke.

Sttigics AL leg WAL le (orcs); AoC war, territory; SY single unwinking eye.
Gruumsh's Avatar (Fighter 20, Priest 9)

Gruumsh's avatar gppears as a huge, battle-scarred ore in black full plate, with one centra
eye. He uses spdllsfrom al priest spheres (reversed forms only where appropriate).
Str22  Dex 16 Con21

Int15  Wisl12 Cha20

AC-4 MV12  SZL(I0)

HP160 HD 20 MR 50%

#AT 2(3) THACO3  Dmg 2d8 +4 (spear) +10/ 3d6 (torch)

Specid Att/Def: Gruumsh's avatar cannot be pacified by any means { emotion, charm,
suggestion, etc.) once combat has begun. He has 80% magic resistance against spdlls cast
by eves. His spear +4 paralyzes for 2d4 turns when it strikes (saving throw versus
parayss at -4 to negate). His ever-burning torch cannot be dimmed (by fire quench, etc.)
and he strikes once per round with it if he chooses; he can cast cloudkill 3/day and death
fog 3/ day from it. He dways carries ahorn of blasting or a glass vessd with 2d4
goplications of dust of sneezing and choking which he can light with the torch (heis
immune to its effects) to generate a 20' radius effect for 1d4 rounds per application.
Duties of the Priesthood

Fully 50% of Gruumsh's priesthood are clan shamans and witch-doctors; only large clans
have specidty priests. They strive to become warrior-leaders (or key advisersto such),
and wage war. They maintain physical fitness, and spread the worship of Gruumsh
through ingpiration, fear, and iron rule. To become a shaman of Gruumsh, an orc must
pluck out his own |eft eye. Proper worship of Gruumsh requires blood in large quantities
(evenisbes of dAl).



Requirements. AB Str 15; AL le; WP any (spear 1); AR any;

SPal, combat, divination*, elemental™ (earth, fire), hedling*, law, necromantic*,
protection*, summoning, sun (rev), war, wards®; PW 1) +1 hit versus elves, 3) ad, sdf
only; 6) hed sdf for 1d8 hp for each sentient creature dain in previous 24 hours; 8) can
enchant spear to do double damage, 2 rounds/level; TU command at -2 leves, LL 9; HD
d8; Shamansyes + wd.

Shamans: AB Str 13; AL any evil; LL 5; HD d4 +1; Spear 1t weapon proficiency, witch-
doctors may only use reversed forms of spells where appropriate (darkness, not light,
efc.).

Bahgtru (Intermediate God)

Bahgtru is Gruumsh's avesomdy stupid son and unfalingly loyd lieutenant. He may
have the intelligence of arock, but his might isincredible, and the other orcish gods both
fear him and cal on him for assstance when they have need. Bahgtru's symbol derives
from a battle when he dew a huge multi-legged reptile from another world by bresking
al of itslegs. Bhagtru scorns dl magic, armor, and weapons, and vaues physical strength
aone.

Role-Playing Notes, Bahgtru sends his avatar into the Prime Materid plane only at the
urging of other orcish gods (usudly Gruumsh or Luthic); heistoo stupid to do thisof his
own accord. If he sends an omen, it isin the form of a splitting headache ("Bahgtru's pat"
isthe term used for this).

Statistics: AL le; WAL le (ores); AoC strength, combat; SY broken thigh bone.
Bahgtru's Avatar (Fighter 18)

Bahgtru's avatar gppears as a gigantic orc, hugey muscular, with dirty tan skin and dull
green eyes, the tusks which protrude on elther sde of his mouth are white from bone-
gnawing. He wears heavily studded lesther armor and gauntlets.

Str24  Dex 10 Con 22

Int 5 Wis5 Cha19

ACO MV 9 SZ H(16)

HP160 HD 20 MR 20%

#AT 2 THACO 2 Dmg 2dI2 +12 (fists)

Specid Att/Def: Bahgtru's avatar aimmune to any srength-draining effects (ray of
enfeeblement. etc.) and any magic which directly reduces hit/damage rolls { chant, prayer,
etc.). No magic reduces or diminates damage from his blows (stoneskin, etc.). If he hits
with both figt attacks in the same round, he grapples and crushes his opponent for an
additiona 3dl2 +12 hp of damage.

Duties of the Priesthood

Bahgtru's priesthood must strive to dominate their clans and put any othersin the shade
(save for that of Gruumsh). They mugt at dl times undergo strenuous physical regimes of
training, and train young orcs in the same way. They encourage clan rivaries, dways
attempting to convert other clansto Bahgtru's cult.

Requirements. AB Str 16 Int 8 or less; AL le; WP any (but see below); AR studded
leather; SP dl, combat, hedling (rev), protection, summoning, war; PW 1) strength



(allows exceptiona scores); 5) fist damage becomes |d6 basic if wearing studded |eather
gauntlets, at thislevel the only alowed weapon; 7) Strincreased to 18 and exceptiond
Strroll dlowed; TU nil; LL 9; HD d8; Shamans yes.

Shamans. AB Str 13; AL any evil; LL 5; HD d6; Other as shaman -5, figtsdo Id6 in
gauntlets, only wegpon dlowed (as priest).

lIneval (Intermediate God)

llnevd is Gruumgah's battle lieutenant, to whom he trusts the command of warfare when
he does not wish to exercise it himself. [Ineval isawar leader's god rather than one of the
common orc, and is thus revered by many orogs. He is the archetype of the leader-from:
the-front, the one who plunges into battle with nothing but victory and destruction on his
mind. He has deposed one or two orcish demigods, quite possibly because he secretly
covets Gruumsh's position. Gruumsh doesn't trust 11nevd, but with Bahgtru on his side,
chooses not to take action.

Role-playing Notes: [Ineva will only send an avatar at Gruumsh's command, and only
for important battles. His avatar will never battle together with that of Bahgtru. His omen
is characterigtic: blood seeping from chainmail.

Statigtics: AL le; WAL le (orcs); AoC warfare; SY bloodied broadsword.

[Ineva's Avatar (Fighter 15, Priest 7)

lIneval gppears asatdl/ unsmiling ore dlad in red chainmail, very heavily bettle-scarred
about hisface and ams. His priest spells come from the sphereslisted for his priests.
Str19 Dex 18 Con 18

Intl5  Wis12 Cha 16

AC-2 MV 12 SZL(9)

HP144 HD 18 MR 30%

#AT 2 THACO 4 Dmg 4d4 +4 (broadsword) +7

Specid Att/Def: lInevd's avatar isimmune to missiles of below +3 enchantment. He can
cast domination 3/day. He wears red chain mail +4 which deflects dl bolt and ray spells
and spell-like effects { polymorph wand, the ray version of Otiluke's freezing sphere,
etc.). His dreadful broadsword +3 causes bleeding wounds (lose |d4 hp/rd until cure
serious wounds or a higher-level heding spdl is cast).

Duties of the Priesthood

lIneva's priests are leaders and officersin armies. They aso drive to ensure that lneva's
cult isdominant over dl others within their clans. Priests wear red-colored chain mail at
al times. At the DM's option, orogs may become fighter/priest servants of lineval.
Requirements: AB Sir 13 Cha 12; AL le, WP any (broadsword 1st); AR chain; SPll,
combat, creation*, guardian®, protection*, summoning*, sun (rev), war, wards*; PW 1)
+1 hit/damage with broadsword; 5) prayer; 8) domination I/ week; TU nil; LL 8 (Wis 18
+); HD d8; Shamans yes + wd.

Shamans. AB Sir 11 Cha9; AL le, ne; LL 4; HD d6; Other broadsword 1st weapon.



Luthic (L esser Goddess)

Luthic governs severd spheres. Sheisthe goddess of female ores, and of fertility (mostly
for femae ores, many male ores take Gruumsh as the mae fertility god). Sheisdsoa
goddess of caves and caverns and dark places, and of femae servitude (as she serves
Gruumsh). Ladlly, sheis goddess of primitive medicine and hedling, and she dso helpsto
restore orcish morade. Luthic is a goddess whose ffinity with the earth is strong; many
ores rub themsalves in dirt to ensure they have many children, while making an
invocation to her. Luthic is very doseto her son Bahgtru; he dways follows her
commands, even above Gruumah's.

Role-playing Notes: Luthic does not take kindly to anyone abusing her name, and may
inflict awasting disease on them (save versus desth magic a -4 or diein |d4 +4 days).
Her avatar is dispatched after great battles, to heal, and sometimes to observe and protect
orcs during fertility rites. Her omens may appear as claw marksin rock, amagca
darkening of some areg, or as arumbling in a cave mouth.

Stigics AL leg WAL le (orcs); AoC fertility, medicine, servitude; SY cave entrance
rune.

Luthic's Avatar (Warrior 10, Priest 12)

Luthic's avatar appears as a huge femae ore with unbreakable black claws four feet long.
Her hair and eyes are dull black and her skin isdark brown, lighter around the nose and
ears. She uses priest spellsfrom al sphereslisted for her priedts.

Sr17  Intl4  Dex|7

Wisl5 Conl16 Chal5

ACO SZL(86") MV 12

HP 104 HD 13 MR 15%

#AT 3/2 THACO7 Dmg4d4 + (claws)

Specid Att/Def: Luthic's avatar cannot be pardyzed/ petrified, blinded or deafened if
underground or in darkness. She regenerates 2 hp/rd underground. She carries a stone
controlling earth ementals and a potion of extra-heding.

Duties of the Priesthood

Luthic's priesthood uses hedling skills to tend those injured in battle/ and to teach smple
hedling and herbdism to orcs. They tend to the young and femdesin childbirth. They are
aways subservient to priests of Gruumsh.

Requirements. AB gd; AL le mde, any evil femae; WP edged weapons only (not
arrows); AR leather; SP dl, charm*, combat*, cregtion, elementd (earth), guardian,
hedling, necromantic*/ protection, sun (rev); PW 1) lay on hands Ihp/lvl, once/ore, after
battle; 4) darkness, double duration; 7) regenerate Ihp/rd, 1 turn. underground; TU nil; LL
7 (Wis 16+); HD d6; Shamansyes.

Shamans AB d9d; AL lemdes any evil femdes, LL 4; HD d4;

Other leather armor only.

Shar gaas (I nter mediate God)



Shargaas the Night Lord lives in atremendous cavern system below the fiery plain of
Chamada, the second level of Gehenna. His caves extend infinitely, and are darker than
the deepest night; no creature can see within them save for Shargaas and his servants.
Shargaasisagod of thieves, sedth, darkness and Un-dead, and his hatred of non-ore
racesisrooted in abasc hatred of lifeitself. His scheming is colder, and more
considered, than that of the other orcish gods.

Role-playing Notes. Shargaas sends an avatar only to concern himsdlf with oppostion
between ores and other underground-dwelling races (such as dwarves and gnomes). He
a s0 seeks underground war, to carry off corpses for animation. His omens take the form
of sudden chillsin the air, lamenting moans, and dreaded "cold fevers' which inflict great
pain.

Statigtics: AL ne; WAL any evil (ores); AoC darkness, thieves, SY red crescent moon
with askull between the moon's horns.

Shargaas Avatar (Illusonigt 5, Thief 16)

Shargaas avatar appears as atdl, gaunt ore with jet-black eyes and skin, wearing a black
cloak.

Str 18/78 Dex 18 Int 18

Wis1l6 Conl1l7 Chal2

ACO MV 12 SZL(8)

HP144 HD18 MR Varies

#AT1 THACOS5 Dmgld6 +3 (staff) +4

Specid Att/Def: Shargaes avatar is utterly blinded by sunlight, but can seefor amilein
absolute or magica darkness. He has no magic resistance in daylight, 25% in partia
light, and 50% in absolute darkness. He climbs any surface without dipping. His magica
cloak isone of protection +2 and alows him to cast a 10HD cone of cold I/day. He can
cast darkness a will and enervation 3/day, and has 99% hide in shadows ability in partia
light or darkness. He commands undead as an |18th-level priest, and employs a
quarterstaff +3.

Duties of the Priesthood

Shargaas priests are thieves and assasans, sneek killers who practice their thiefly skills
continudly. They are scouts and advance spies for armies, but only operate in darkness.
Shargaas own clans are dways underground dwellers.

Requirements: AB Dex 13; AL ne; WP asthieves, AR leather. silenced chain; SPall,
combat, creation*, heding (rev), dementd (earth)*/ sun (rev), travelers®; PW 1) gain
thief skillsasthief of haf priest level, rounded up; 5) continua darkness; 7} cloak of fear
combined with darkness 15' in which priest can see, 1 rd/level; TU command; LL 7 (Wis
16 +); HD d6; Shamans yes + wd.

Shamans AB Dex 9; AL any evil; LL 4; HD d4; Other armor must be legther.

Yurtrus (Intermediate God)

Y urtrus is the terrifying ore god of desth and disease, dreaded by dmost dl ores; they
fear and seek to propitiate him. The god himself is ungpesking, non-communicative, and
issSmply an embodiment of life-destructive principles.



Role-playing Notes: Y urtrus avatar is only dispatched to spread plagues and pandemics,
much a the god's whim. His omens usud|ly take the form of such disease outbresks.
Statigtics: AL ne(le); WAL any evil (ores); AoC deeth, disease; SY white hand on adark
background.

Yurtruss Avatar (Priest 16)

Y urtrus avatar appears as a huge, vaguely orcish giant covered with peding and rotting
green flesh. His hands are entirdly norma save for being chak-white. He has no mouth,
and never communicates (ores say "when White-Hands speeks' asaway of saying
"Never"). He uses spdls from al priest spheres (ways reversed where appropriate).
Sri6 Int18 Dex|5

Wisl9 Conl7 Chal (dl races)

ACO MV6 SZL(12)

HP128 HD16 MR 30%

#ATI1 THACOS5 Dmg 3d4+ (touch)

Specid Att/Def: Y urtrus avatar isimmune to disease and poisons. Any hit from him
causes arotting disease fatd in [d4 days (unless hedl is cast), and the victim must make a
successful saving throw vs. degth or lose hit points permanently. His avatar is surrounded
by a cloud of stinking gaswith a20' radius. In this areg, creatures of 1-4 HD/levels are
affected asif by dust of sneezing and choking; those with 5-8 HD/levels as by adinking
cloud; those of 9 + HD/levels as by a stinking cloud but a saving throw againgt poison is
alowed to negate.

Duties of the Priesthood

Y urtrus priests are not clan leaders, but are found in al clans. They wear pde white
gloves made from human, demihuman, or goblinoid crestures they have killed. They
wear thin "armor" made of the same materid. They plead with their deity when aclanis
affected by disease and plague, but are also fighters with their reversed spells and specid
Mmaces.

Requirements. AB Con 13, Cha 6 or below; AL ne, le; WP mace with head in shape of
white fist; AR "leather”; SP dl, combat*, hedling (rev), necromantic (rev), summoning*,
protection*, sun* (rev); PW 2) stinking cloud; 4) +2 saves versus poison, disease; 6)
contagion; 8) +1 Con; TU command at -2 levels, LL 8 (Wis 18+); HD d6; Shamansyes +
wd.

Shamans. AB Con 10; AL any evil; LL 5; HD d4; Other must use skin gloves and armor
and maces as priests, witch-doctors must use reversed spells where applicable, al
immune to disease.

Gerdreg (Orc Hero)

Orcish hero myths are not exactly subtle. The themes they embody are reduced to a
ampleformula Might isright and strength isjoy. The tale of Gerdreg fits this formula
perfectly, but also contains some subsidiary themes which are typicd of this paranoid and
aggressive race.

Gerdregs clan was wiped out by a competing ore clan when he was a child/ and his father
was disemboweled before his eyes (mora: Other clans are Bad Guys. The clan taking this



roleis dways a current enemy of the clan of the shaman teling the tdle a the time). He
was fostered by the murderous clan and, despite continual crudlty and abuse from them,
became a powerful young warrior (mord: Get strong. Strong is good. Develop your own
grength: no one eseisgoing to do it for you.). After helping to kill groups of dwarvesin
the mountains, he commanded asmadl group of ores which burned down an dven
woodland enclave and killed al the eves asthey fled for ther lives (Morals: Be aleader.
Leadership means respect. Kill dvesthe cowards dways run awvay when you burn their
homes, s0 shoot them in the back when they do).

After these, and other, good times spent killing demihumans Gerdreg returned to his
adopted clan and beheaded the chieftain, backstabbed his son and proclaimed himsdlf
clan leader (Mord: Might isright.). He gave amagicd ring he had taken from one of the
elvesto thetribd shaman (Moras Magic isfor wimps, but keep on the right side of
shamans,; an important protective consderation in tale-telling, Snce shamans are the ones
who tell the stories, after dl). Gerdreg took severd wives, and had many sons who grew
into fine fighters like their father (Mora: Femaes are for child-bearing. Sons are good,
who'd want daughters?). Gerdreg died in hisold age, in the act of daying the grestest
dwarf chieftain in the entire world. (The only way to die. In some versons, Gerdreg is
backstabbed by a son impatient to take over clan leadership, illustrating the mora lesson
that you can't, and shouldnt, trust anyone, especialy someone who wants to be what you
are).

Gerdreg's Avatar (Fighter 15)

Str18/00 Int10 Dex 15

Wis14 Conl7 Chal6

ACI MV 12 SZL(9)

HP105 MR30% ALle

#AT2  THACO3 Dmg by wegpon type +6

Specid Att/Def: Gerdreg wears chain mail +3. No particular weapon is associated with
him; save that whether thisis an axe, or sword, or flall, it is dways a two-handed
wegpon, and will be of +2 enchantment. The lack of auxiliary magic is dso atheme of
orcish heroes, they triumph by strength done. Magic isfor the weak (except for triba
shamans and witch doctors; that's different, of course).

Gods of the Sahuagin

Sekolah (Intermediate God)

Thevicious, ever-hungry Sekolah is adeity with amost no dlies whatsoever. He
represents an dementd force of uncaring viciousness and brutality, and he drives hisrace
to plunder, daughter, and dominion, their fecund nature ensuring they can never be wiped
out. The great shark swims throughout the Hells and no baatezu dare gpproach him, due
to his uncompromising ferocity. Sekolah will go to some lengthsto find kraken. squid,



and Smilar marine mongers of vast Sze, to provide him with aworthwhile hunt
anywhere he can reach across the planes.

Role-playing Notes: The deity usudly sends his avatars on monster hunts, and because he
has no dlies and many enemies, he will very rardly dare to assst sahuagin by sending
oneto assd thar raiding. He may send one to help with the dimax of arad whichis
aready guaranteed of success, gratefully receiving sacrifica homage by his priests. He
does not bother with anything as subtle as omens.

Satigics AL leg WAL le (sshuagin); AoC plunder, hunting, tyranny; SY white shark.
Sekolah's Avatar (Fighter 17) The avatar appears as a great white shark.

Sr19  Intl7  DexI7

Wisl7 Con19 Chal8

AC-3 MVsw36 SZG(351ong)

HP 144 HD 18 MR 30%

#AT2 THACO3 Dmg3d0 +7 (bite)

Specid Att/Def: The avatar cannot be affected by magic which drains strength, causes
fear, or pacifies{ symbol of persuasion, eic.). It ignoresal illusons. It swallows creatures
up to and including size M whole on a successful hit rall of 16 + (victims suffer 2-20
points of interna acid damage per round, internd AC is0). The avatar casts stoneskin
3/day and radiates a permanent cloak of fear to al non-sahuagin.

Duties of the Priesthood

Sahuagin priests are hierarchicaly organized and tyrannica, seniors ruling juniors by

fear. They lead raiding parties, take their choice of the spoils after nobles (and up), and
officiate a sacrificd rituds. The Intelligence requirement for priests does not reflect any
vauing of brains by Sekolah, smply that the priesthood only accepts sahuagin who are
smart enough to plan raids carefully. A priest must have a shark companion to progress
beyond 2nd level- Requirements: AB Int 12; AL le; WP dagger, spear, trident;

AR none; SP al, anima*, combat, hedling (rev), protection, war; PW 1) charm shark; 4)
fear; 7) cloak of fear; 9) stoneskin,

TU nil; LL 9; HD d6; Shamans no.

Gods of Evil Sea Creatures

Panzurid (Intermediate God)

Panzuriel isahateful figure, a cregping and dithering creeture of evil part-banished from
the Prime Materid and likewise congrained in afetid, stinking, briny pool in Hades.
Deep Sashelas and (varied) greater gods tried to banish Panzurid's evil from corrupting
the denizens of the depths, but as the god was driven out of the Prime Materid in pre-
history, a gtrike from the even god severed Panzurid's | eft foot, which remained on the
sea bed. overlooked by the gods, as Panzurid fled screaming to the Abyss. The severed
foot left part of his being on the Prime Materiad and the god has managed, dowly over



eons, to reestablish something of his maign presence there, but only on the sea bed and
with those creatures which are attracted to the murky depths.

Panzuridl is bitter and enraged at his banishment. He ever seeksto day seadves, the
servitors of good aguatic deities, and lay havoc and waste to the seas. He seeks revenge
and nothing pleases him more than a smulation of his planned torture and murder of

Deep Sashelas himsdf. If he can find amortd df to play the god's role, so much the
better. Despite this viciousness, Panzurid is coal in his planning. He knows he has much
work to do and many followers to attract before he can wage war against the sea dves.
Role-playing Notes: Panzurid will accept virtudly any race as shamans and priestsif

they have the capacity to serve him. Kraken are his favored species of monster, but many
others find something appealing in the darkness of this savage, embittered god- In the
details of the shamans and priests below, the DM is free to exclude races which do not fit
with his campaign (Panzurid certainly does not have kraken or scrag or vodyanoi
shamang/priests on dl worlds, for example).

Appearances of Panzurid's avatar are Strictly limited, for if an avatar isdain or dispdled
on the Prime Materid plane, it takes Panzurid 20 yearsto reformi it (thismay vary in
different worlds, and is dso shortening over milennia). Thus, he avoids direct conflicts
and relies on his priests to do his bidding. He does not send omensto others than the
kraken, to whom he may send veridicd visons of ships and communities to be destroyed.
Saigics: AL ne; WAL any evil (kodinths, kraken, merrow, sahuagin, scrags, vodyanoi);
AoC murder, confusion, subversion; SY (left) foot(print), or kraken head.

Panzurid's Avatar (Fighter 15, Priest 18)

The avatar gppears as a hunched, old humanoid mae with gills, green skin, and scay skin
that is green on ventral surfaces and yellow on dorsa ones, wearing a tattered black robe;
he drags his|eft leg behind him as he walks, and that leg ends in a crystdline foot. His
green eyes shine dightly and his taloned hands clutch to his saff for support. He can
transform into a giant octopus (Sze L, 10) in one round. His priest spells are drawn from
spheres listed for his priests, and dso the Thought sphere.

Sr19 Dexl6 Int20

Wis2l Conl18 Chal5

AC-2 MV 6sw6 SZM (6}

HP144 HD 18 MR 35%

#AT2(9 THACOS5 Dmg ld6+dIO+4(staff) +7 and 1d6+7(kick)or 1d8(x8)/3d6
Specid Att/Def: The avatar's crystdline foot is trested as a +3 magica weapon and the
avatar can kick with thisin addition to an attack from his powerful quarterstaff +4, which
delivers 1d10 points of dectrical damage in addition to norma melee damage (asaving
throw versus spell is dlowed to have this ectrical damage). The avatar can summon 1d3
kraken (origind AD&D(r) Mongter Manud 11-subgtitute |d4+2 giant octopi if you do not
have this volume) 1/day for up to 6 turns. The avatar has perfect infravision to 200" and
can seein magica darkness. He uses continual darkness and darkness 30' radius at will,
and 3/day can creste a mud/cora storm which has the effects of both Type | and Typell
icestormsin a 20 radius. Three times per day, he can cast charm person, charm monster
and cause confusion.

However, the avatar has weaknesses. He must maintain some part of his body on the sea
bed a dl times, and if forced to leaveit (by levitation, etc.), he loses |d6hp/rd. He cannot
enter shallow waters (50" or less deep) and cannot be magically compelled to do so. The



avatar saves a - 4 againg dl spells from the Sun sphere and againgt wizard versons of
light, continud light, and any other spells which creste strong luminance as a primary
effect (induding sunray, etc.). "Bright" spells such as lightning bolt, chain lightning, and
the like will blind the avatar for |d2 rounds unless he makes a saving throw versus el
with a-4 pendlty.

Duties of the Priesthood

Panzuriel's priests and shamans are a rabble raised wherever he can find creatures wicked
and depraved enough to serve him. They must establish lairs on the sea bed and attack
anything that approaches them. They must especidly attack seaeves, and then may not
flee from any combat with elves or ese the deity will amply snuff out their existence.
Any magica items retrieved from their depredations must be left as sacrifices and
offerings for the god (kraken priests are exempt from this and may retain usable items for
themselves).

Requirements: AB gd; AL any evil; WP any; AR any; SPdl, animd*, charm*, combdt,
divination, dementa (earth, water), heating (rev), summoning*, sun (rev), war; PW
none; TU command &t - 4 levels, LL by race (kraken 12, scrags shamans only, vodyanoi
9; HD by race (default d6); Shamans yes.

Shamans. AB sd; AL any evil; LL by race (kraken 7, scrags 3, vodyanoi 5; HD by race
(default d6).

Gods of the Selkies

Surminare (L esser Goddess)

Surminare is a quiet, gentle, and reflective goddess who is reclusive and shy evenin the
company of the asathdfinare she trusts and loves. She can be playful, though, and her
delight in smple beauties and pasimesis shown in the playful demeanor of her selkie
folk. She detests confrontations, but is brave when she has to be. Surminare does not
leave the waters of Thadasa and has her own carefully-obscured lair there, hidden by
Seaweeds, mazes, and false cavern complexes.

Role-playing Notes: Surminare will not send an avatar to the Prime Materid unless
accompanied by at least one other asathdfinare deity's avatar or that of an equaly trusted
friend, or unless a salkie community isin imminent danger of extinction by evil enemies.
She does not have a priesthood, only shamans who serve the venerable leaders of selkie
groups; she often sends omens to both, as weather changes or discolorationsin pearls
kept by shamans for divination purposes.

Statigics AL n(g); WAL n(g) (selkies); AoC salkies, beauty, peace; SY pearl hedin
selki€'s paw.

Surminares Avatar (Paladin 9, Druid 14)

The avatar appears as a salkie with silver-streaked golden fur and brilliant blue eyes, or as
aseadf or human femae richly dressed and of beautiful gppearance. She uses spells
from spheres listed for druids and her own shamans.



Sri5  Int18  Dex 18

Wis20 Conl1l6 ChaZ2l

ACO MV 12sw 48 SZM (6)

HP9%  HD 12 MR 20%

#AT 3)2 THACO9 Dmg by weapon

Specid Att/Def: Surminare's avatar isimmune to dementd (water) spells, poison, desth
magic, and caused wounds. She wears aring of protection +4, abrooch of shielding, and
aring of pdl turning. The avatar usudly avoids combats unless afriend isin need, using
her swimming speed to escape.

The Shamans

Surminare's shamans dways defer to the venerable selkie leaders (see the Monstrous
Compendium) who have 17+ Wisdom. They support the leaders, defend selkies, and
cooperate with other good- aligned aquatic races as the leaders direct. Shamans often
trade in human form, quietly using ther friends/ charm spells to help negotiations aong a
little. They must be firm protectors of marine environments, opposing exploitation.
Requirements: AB Wis 11 Cha 11; AL n(g) (selkies only); WP dagger, net, quarterstaff;
AR none; SPdl, animad, charm, creetion, divination, healing, necromantic*, protection,
wards*. weather; PW 1) locate pearls within 120'; 3) friends; 5) charm mongter; TU turn;
LL 5; HD d4; Shamansonly.

Gods of the Svirfnebli

Callarduran Smoothhands (I ntermediate God)

Cdlarduranisapatron god of svirfnebli, on very good terms with the other gnomish gods
and secondary to Garl Glittergold. His hands are perfectly smooth from his constant
polishing of a massive stone controlling earth e ementals which he holds at the centre of
the world (in svirfnebli legend), granting his race their summoning gbilities. Heisa
benign but secretive dety, caring only for his own people and their defense againgt drow.
Solitary and thoughtful, Callarduran rarely consorts even with other gnomish gods.
Role-playing Notes: The daity is very involved with his people. He frequently sends
avatars to protect them, and may leave a deposit of smoothed stone or a stone shaped
ring, to guide poor svirfnebli to acache of gems (his avatar can create one Star gem,
worth 5,000 gp, from its ring when pressed againgt sone). The presence of the avetar is
often sgndled to svirfnebli by its humming, which can be heard through solid rock.
Satitics: AL n (ng); WAL n, ng (svirfnebli); AoC protection, earth, mining; SY gold
ring with Sar pattern.

Calarduran's Avatar (Wizard 12, Priest 14)

Callarduran's avatar appears as a handsome, brown-skinned svirfneblin wearing chain
mail and agold ring with astar pattern. He uses spells from the dteration, e ementdl
(earth) and abjuration schoals, and from spheres listed for his priests.

Stri6  Dex 18 Int 19



Wis17 Con 17 Chal9

AC-3 SZM (46") MV 12br 6

HP 128 HD 16 MR 35%

#ATI THACOS5 Dmgld8+3 (axe) +1

Specid Att/Def: The avatar can summon any creeture from the Plane of Elementd Earth,
three summonings per day (asfor ordinary svirfnebli). Heis 50% likely to be
accompanied by a huge xorn (16 HD, attacks do double damage) which iswhally
obedient. His chain +4 confers 80% magic resistance against spells cast by drow. His axe
+3 kills drow outright on ahit roll of 17 + (no save).

Duties of the Priesthood

Svirfnebli priests are vigilant againgt drow incursions and expeditions to repulse of the
dark elvesfrom svirfnebli lands. They are dso teachers of magic, and some 50% are
illusonis/prieds.

Requirements: AB Int 12 Wis 12; AL n, ng; WP any (axe 1t);

AR chain; SP dl, charm, combat*, creation, divination*, eementd (earth), heding,
necromantic*, protection, wards, PW 1) +2 saves versus drow spdlls;, 4) may subtract
5%/level from magic resistance of drow; 7) 5% chance/level to summon 16 HD earth
elementd, 6turns, TU turn & -4 levels, LL 13; HD d6;

Shamansyes. Shamans. AB std; AL any nontevil; LL 5; HD d4.

Godsof the Tritons

Per sana (Intermediate God)

Persanais the god who created tritons out of magicaly treated water from the fountain of
the dementd plane of Water. Now hisrace is populous and powerful in the oceans, and
he encourages their building underwater cities. Persana appears to have little direct
interest in anything other than his people, but will cooperate readily with other sea deities
to reach agreements concerning divison of territories for the dightly xenophobic tritons.
He may even act as a srvitor for powerful grester gods of the seaif thisisto the
advantage of the triton race.

Role-playing notes: Persana's avatar may act in the interests of other deities (see above)
and possibly accompany their avatars. His priests have no special powers (exceptiona
tritons exist, instead, as an additional manifestation of Persana's power) and, hence, he
guides them by having his avatar gppear at triton courts (rarely) and with omens taking
the form of lucky finds of peerls, living caverns, or locdized underwater whirlpools.
Statigtics: AL n(g); WAL n(g) (tritons); AoC tritons, architecture; SY trident and conch.
Persanas Avatar (Fighter 13, Wizard 12, Priest 12)

Persand's avatar is a green-skinned, muscular, tal triton bearing alarge pink and green
conch. He uses spdlls from sphereslisted for his priests and from dl wizard schools save
necromancy and illusion/phantasm.

Str18/00 Dex 17 Int 19



Wis 20 Con 18 Chal9
AC-2 MV sv30 SZL (10)
HP 144 HD 18 MR 30%
#AT 2 THACO5

Dmg 2dI0 +3 (trident) +6
Specid Att/Def: The avatar isimmune to dementa (water) spells, fear. and his sharkskin
leather armor +4 makes him immune to al touch spdlls. The avatar can summon 3d6 sea
lions by blowing his conch 3/day, to serve for up to 6 turns. He can call tritons
telepathically with arange of 2 miles. His trident +3 paralyzes opponents by touch for
3d4 turns unless a successful saving throw is made versus parayzation at - 2.
Duties of the Priesthood
Triton priests are ministers of justice at triton courts, architects of undersea cities, or
baitle leaders, usudly specidizing in one of these roles. The architects and builders are
pre-eminent within triton society.
Requirements: AB Wis 13 and Str 13 or Dex 13 or Cha 13; AL n(g) (tritons only); WP
dagger, net, spear, trident; AR sharkskin (AC4); SP al, anima, charm*, combat*,
cregtion, divination, eementd (water), hedling, necromantic, protection, summoning,
wards*; PW none; TU nil; LL 11; HD d4 (d6 for battle-priests with Str 13 +); Shamans
no.

Gods of the Troglodytes

L aogzed (Demigod)

Laogzed is adisgusting creature whose function among the fullness of creation isvery
questionable. Its only gpparent desire and purpose is to eat any thing it comes across,
dthough it has an indinctud evil that leads it to prefer organic matter, preferably with
plenty of juices (blood) and gtill wriggling, which gives it pleasurable sensations as it
chews and swallowsits food. Its origins are dways mythologicaly ascribed to the
coupling of an evil god with areptilian tanar'ri female; sometimes Panzurid is congdered
to be this mongter's father, €lse a demented deity of darkness such asthe Elder Elementa
God. Other gods tolerate it as a necessary evil scavenger with some kind of cleansing
role.

Role-playing Notes: Laogzed's avatar eets things, including any troglodytes stupid or
unlucky enough to be around when it appears. No rationae other than eating affects its
presence. Laogzed does not send omens to troglodyte shamans and its only interest in
them ishow edible they are.

Statigtics: AL ce; WAL ce (troglodytes); AoC edting; SY lizard's head.

Laogzed's Avatar (Priest 12)

The avatar gppears as a disgusting toad/lizard cross, more reptilian than amphibian. Its
00zing skin is covered with loose patches of dead flesh. It uses spells from the spheres
listed for its shamans, plus charm, chaos (minor access), and creetion.



Sr 16 Int 14 Dex |15
WislO Con 16 Chal8

AC?2 MV 12 SZ L (12 long)
HP 80 HD 10 MR 10%
#AT | THACO11  Dmg 3dIO (bite)

Specid Att/Def: The dimy ooze on the avatar's skin is an acidic poison; any cregture
touching it suffers 3d6 points of acid damage and must successfully save versus poison at
-4 or be dain. Wegpons (or other objects) striking or touching the skin must successfully
save vs. an acid attack or be destroyed (+1 bonus per +1 of enchantment where
gpplicable). The avatar can create a stinking cloud once per turn and isimmune to poison
and parayzation.

Duties of the Shamans:

Laogzed's shamans are prime advisers to the troglodyte chiefs, but must not develop
persond relations with them (so they can be free to safely serve anew chief when
Laogzed eatsthe old one). They officiate at the ritud shedding of skins each year. They
must make strenuous efforts to have their own sted javelin as amark of status.
Requirements. AB std; AL ces WP any (javelin 1); AR any;

SPdl, animd, combat, necromartic (rev), plant, protection;

PW none; TU nil; LL 3; HD 2hp/ level; Shamans only.

Gods of the Yuan-ti

Merrshaulk (Intermediate God)

Merrshaulk is till a powerful god, but like Ramenos, he has begun to declineinto
dumber, spending years a atime barely conscious within his snake-infested Abyssd pit.
Couati mythology, which has most to say apart from yuan-ti sources (which are wildly
mideading, seeing the deity as dl-powerful), paints Merrshaulk as an aspect of apre-
existent World Serpent, but an inferior one which is undergoing along process of
separation from the core cregtive principle of the universe. Thus, he and his race must
remorselesdy decline.

Role-playing Notes. Merrshaulk very rarely sends an avatar for any reason, and it takes
very high-level yuan-ti priests with powerful magic and sacrificid rituas to invoke such
an gppearance. The avatar may dispense wisdom or grant some temporary magical
benefit, but is lethargic and avoids confrontation. The god does not send omensto his
priests.

Statistics: AL ce; WAL ce (yuartti); AoC poison, somnolence;

SY cobra head.

Merrshauk's Avatar (Fighter 10, Wizard 12, Priest 12)

The avatar appears as avast yuan-ti abomination with amae human head and stubby
forearms with the green and yellow coloration of a cobra. He uses spells from spheres
listed for his priests, and wizard spells from al schools save abjuration and necromancy.



Str18/00 Dex16 Con 17

Int 18 Wisl5  Chal7

AC-2 MV 15  SZ G (40 long)

HP 128 HD16 MR 60%

#AT 3 THACOS5 Dmgld8 +3 +6 (longsword)

Specid Att/Def: The avatar isimmune to poisons and illuson/phantasm spdlls. He can
levitate at arate of up to 307 rd, and casts sticks to snakes as a 20th level priest 6/day. He
employsapairr of +3 long swords which he can envenom by licking them (venom causes
2d8 points of acidic damage, saving throw versus poison for haf damage). Once per turn,
he can spit a 5'-radius globe of poison, causng damage as the blade venomto a
maximum range of 40'.

Duties of the Priesthood

Only yuan-ti abominations can become priests, and they rule and lead yuan-ti society.
They must be skillful ambushers and preparers of traps, and lead hunting expeditions.
They mugt plan defenses of temples and lairs.

Requirements: AB Wis 14 Dex 12/ yuan-ti abominations only; AL ce; WP any; AR none;
SPal, animd, chaos*, charm*, combat*, divination, hedling (rev), plant; PW 1) immune
to poison; 5) sticks to snakes, snakes are dways poisonous; TU nil; LL 10 (12 if human+
headed); HD 2 hp/level; Shamans no.

Other Gods

Stillsong (Unknown)

Stillsong isagod in trangtion, developing and transcending hisway through the dements
in an ordered progression; now heisin hisfind development, in the dement of Air. His
manifestation in the Prime Materid is as a gphere of song which approaches without
warning and which is unheard outside the sphere, athough its effects may linger (see
below). It isbdieved to be paraleed by spiritua presences which travel the Outer Planes
of Good and the elemental plane of Air, where effects smilar to those given below occur.
Some few gods know of Stillsong's purpose and destiny, but none tell their priests of this.
Role-playing Notes: Stillsong's manifestation may be a harbinger or warning, a
strengthening which comesto the aid of good creaturesin peril (often accompanied by
[d4 Moon Dogs), but which does not engage directly in combat and ignores attacks made
upon it. The manifestation otherwise travels the Prime Materia plane, following its own
inscrutable purpose, dthough it is known to lead crestures of exceptional goodnessto
sacred logt Sites and refuge.

Statigtics: AL ng; WAL n/a; AoC unknown; SY tranducent golden crysta sphere.
Stillsong's Manifegtation

Statistics MV fl 144; SZ G (40' diameter sphere); MR specid,;

HDeq 18; hp 144; Dmg specid; Magic use at 25th leve.



Those within the radius of the song effect hear an unearthly chorus singing polyphonies
of heart-rending beauty. All who hear the song are entranced for as long asthe sphereis
gationary and for 1d6 rounds thereafter, and they cannot engage in offensive action. A
saving throw versus spel is adlowed a -10 to negate the effect. If a creature hearing the
song is of neutra good dignment and fails a system shock rall, that creature gains 1 point
of wisdom permanently. Good-aligned crestures are affected asif hearing the song of a
20th-]eve bard, for purposes of morale, etc.

Three times per day, the manifestation can leave behind a 20' radius globe of
invulnerability when it departs. Three times per day a0, its song can creste emotion
(hope) within its area, or cause fear to evil creatures. Once per day, within the area of
effect, the song can change key to create atime stop that lasts for |d6 +1 rounds or until
the sphere moves, and likewise once per day the song can change key to sing a holy word
asamantra

Stillsong cannot be affected by mind-influencing spells, and dementd (air, fire) spdls
have no power againgt him. Since the manifestation is noncorporeal, no weapons can
affect it, nor can spells which primarily affect the body { enfegb lement, etc.).

Minor benign manifestations are aso associated with Stillsong. Typicaly, good-digned
cregtures may hear distant anging at night, waking to find such crestions as created food
and water or even a Mordenkainens magnificent mangon which contains a heroes feedt if
the creatures are in dire need.

Water Lion (Lesser God)

Water Lion's home across the planesis not known, but his avatars roam the Prime
Materia ceasdesdy. There are many myths concerning his purpose. Sometimes heis
seen seeking alogt child or alost god who is his best friend, and from loydty he roams
the planes forever seeking; the myths which place the latter as Stillsong are perhaps
closest to the truth. Although it is not part of his quest. Water Lion hates sharks and
attacks them on sight.

Role-playing Notes: Water Lion is very playful and may roar for the pleasure for it,
sometimes with unfortunate effectss Water Lion is enchanted by song and can sense
bards within amile

he will reward a bard who sings for him with a gift of apearl or some retrieved treasure
from the sea bed. Usudly, though. Water Lion gppears to ignore communications
directed a him and smply goes about his own business.

Water Lion dso has bouts of black melancholy, during which time he isadmost
unapproachable and may ferocioudy attack anyone who comes too close. Only paladins,
dolphins, and sea elves are tolerated as potential contacts during such times, and they
must stay silent to be alowed to approach. Water Lion's tears during these dark hours are
equivaent to potions of extra-heding if gathered in avessd within an hour of their being
shed. Anyone drinking such a potion, however, must make a save versus spell or be
affected by melancholiafor 2d4 hours; the drinker is 50% likely to be affected by a
dream spd| the following night.

Statigtics: AL n(g); WAL n/a; AoC unknown, but hates sharks;, SY sealion's head.
Water Lion's Avatar (Wizard 10, Priest 10)



Water Lion's avatar appears as a huge sea lion whose body is composed of water that
gppears more viscous than brine, contained in an eagtic plasma membrane giving it
shape. He cagts spells from dl druidic spheres and aso combat, guardian, and travelers.
Wizard spells come from the abjuration, eementd (water), and enchantment/charm
schools.

Str 18/00 Int17 Dex |16

Wisl8  Con 18 Chal8

AC?2 MV sw24 SZH (151ong)

HP 112 HD 14 MR 20%

#AT 3 THACO7  DmgdlO+6/dl0 +6 (claws) 2dI2 (bite)

Specid Att/Def: The avatar isimmune to elementa (water) pdlls, but saves at -2 againgt
dementd (fire) pdls Heisimmuneto dl illuson/phantasm and mind-affecting spdlls.
Three times per day. Water Lion can roar, affecting dl creatures hearing him within 60’
creatures must save versus spdll or be deafened for 2d4 rounds and |ose 2d4 memorized
gpell levels (if applicable), and they are also confused for 2 rounds.

Parrafaire (Demigod)

Parafareisaguardian of magica secrets and hidden places usualy far below the
ground. He serves more than one god in this way, both his own mother Shekinester and a
very diverse assortment of other gods, including even such unlikely candidates as
Dumathoin of the dwarves.

Parrafairésrole is not to prevent access to such secrets and magic entirely, though.
Rather, he tests the wisdom and resourceful ness of those who come seeking. He places
(non-lethd) traps, decoys, diversons, mazes, cryptic clues, and the like to chalenge the
adventurous, and will himsdf present riddles and puzzles which demand an answer if he
isto permit questers to pass by him. He is unconcerned with mordity or ethics, smply
caring for mental resourcefulness and Kill.

Role-playing Notes: Although Parrafare is ademigod, his mother's ability governs his
avatars S0 far as planar travel, number/ and replacement times are concerned. Parrafaire
has just one weakness: flattery which focuses on the smartness of hisriddling and
expressed admiration for his skills. A comment such as a heartfelt "that was snesky, we
had alot of trouble deding with thet" will gain some mileage with the wise but dightly
van Parrafare. Attemptsto decelve or trick him do not go down well unlessthey are
spectacularly well-planned and executed.

Parrafaire does not have any form of priesthood and has no known worshipers.
Statigtics: AL en; WAL n/a; AoC guardianship; SY mae naga head with feathered ears.
Parafares Avatar (Illusonist 12. Thief 12)

The avatar appears as awater naga with amae human head and feathered ears and a skin
color which can change to suit his environment (or as he wishes). He dso has fegthered
wings which smilarly change color.

Srl7 Dexl9 Coni5

Int18 Wis20 Chal7

ACO MV 121l 48 SZ L (10 long)

HP 96 HD 12 MR 60%



#AT1  THACO9 Dmgld8 (bite)

Specid Att/Def: The avatar isimmune to poison, pardys's, gaseous atacks, and to mind-
controlling and illusion/phantasm spells. Three times per day, he can create each of the
fallowing: fear (as wand), feeblemind, globe of invulnerability, maze. The avatar is

aways mind blanked. His bite has a unique poison (save versus poison or be confused for
1 turn). He has agold band about histail which functionsasaring of fire resstance and a
ring of warmth and dso gives a+4 bonusto al saving throws.

TheLost Gods

Juiblex (Lesser God)

Thereis no question that Juiblex, the Faceless Lord, isthe most disgusting and loathsome
of al dieties. Bdieved to be rdated to tanar'ri, he dwellsin the Abyssin adismd, acrid
cavern populated by oozes, dimes and jdlies of dl kinds. Juiblex's purposes are wholly
inscrutable; he smply appears to be worshipped, to go about spreading disease, and to
enjoy the company of oozes and dimes. Juiblex is beyond morta comprehension.
Role-playing Notes: Juiblex's avatar only appears if summoned by cultists or priests
using a gate pell. It does not use omens.

Specia Note on Priegts: A few aboleth revere this daty, having the strange belief that it
is respongible for maintaining the integrity of their moist skins and the environment in
which they dwdll, and that Juiblex holds arcane lost magica secrets he will reved to
them in the fullness of time. The only other reverers known are handfuls of mad, usudly
human, cultigs

Statigtics: AL ce; WAL ce; AoC unknown; SY raised pseudo-pod dripping dime.
Juiblex's Avatar

The avatar has no set form. It can spread itself into avast pool of dime, form ablob, or
raise up into atowering pillar of ordure 18 feet high. It is dways covered in thick mucus
and dripping with foul brown, green, yellow, and gray dime and caudtic secretions. From
this mass protrude severd red, garing eyes.

Stri6  Dex 10 Con 16

Int18  Wis17 Chal

MV3sw6 SZL(9) MR35%

AC-3 HD 12 HP 96

#AT 1 THACO9 Dmg 2dI0 (acid spurt)

Specid Att/Def: The avatar isimmuneto dl acid- and water-based attacks, and suffers
half damage from cold- and fire-based attacks, and also electrical and gaseous attacks. It
is unharmed by nonmagical wegpons. It uses darkness 15' at will, has 120" infra-vison
(and sees through magica darkness) and can detect invisble within 30'. It regenerates 1
hp/rd. It can use any of the following, one per round, I/day each: charm mongter, cause
disease, death fog, dispel magic, domination, ESP, Evard's black tentacles, hold mongter,
invisibility 10", phase door, project image, putrify food and water, and telekinesis. Once



per day it can summon Id4 black puddings to serveit for 6 turns. Once per turn it can
spew 3 cubic feet of acombination of ochre jelly and green dime.

Duties of the Priesthood

The sole duty of the priesthood appears to be to serve Juiblex;

cultists do this from a demented sense of reverence, aboleths because they bdieve Juiblex
maintains the integrity of their skins and environment and must be propitiated.
Requirements. AB gd; AL any evil; WP any; AR any; SP al, charm, combat*,
divination, dementd (earth, water), heding (rev), necromantic (rev), numbers,
summoning. PW 1) immune to disease; 5) Evard's black tentacles; 9) summon black
pudding to serve for 3 turnsif underground; TU command at - 4 levels, LL by race
(aboleths 16); HD by race (aboleths d6); Shamans no.

The Dark God (Intermediate/L esser God: Power Varies)

Thisgod is sometimes known as "the god & the end of al things', the one who will sand
aone when dl time and worlds have ended, filled with the power of eternd darkness.
This dread god drains sanity and strength from soul and body, but his acceptance of his
reverers into the cold eternity of his being has aterrible lure for some insane cregtures.
Perhaps the Dark God is banished as is the Elder Elementd God, perhaps he has smply
faded into an eternd night; or perhaps he stands outsde space and time, waiting for his
rebirth at the end of al things.

Role-playing Notes: The Dark God is not able to use an avatar, or send omens, in most
worlds; only if he has an active cult is this possble. He would only wish to do so for the
purpose of consuming life energies and bodiesinto himself.

Specid note on Shrines: Like those of the Elder Elemental God, this deity's lost shrines
are awful places but more chilling: Exhaugtion, fatigue, mind-bending illusons,
catatonia, depression and paralysis await those who enter. But so do arcane secrets,
unique magica treasures, and great books of lore.

Satigics AL ne; WAL any evil; AoC eernal darkness, cold, decay, enfeeblement,
paralyss, SY black robe and iron torch.

The Dark God's Avatar (Wizard 14, Priest 14)

The Dark God's avatar gppears in wraithform without a solid body, and is black and
faceless. It wears a pectrd cloak and glides soundlesdy. It uses spdls from dl schools
and spheres, always employing reversed spells where gpplicable.

Sr12 Dex17 Intl9

Wis21 Con1l5 Chal

MV fl24 SZM (6) MR 70%

AC-7 HD18 HP144

#AT1  THACOS5 Dmg 3dO (chill touch)

Specid Att/Def: The avatar isimmune to paralyzation and cold-based attacks. Histouch
causes paralysis (saving throw at -4 to negate) and any creature struck more than once
must make a saving throw vs. deeth magic for each subsequent hit or be dain ingantly.
The avatar uses dl cold-based spells as a 20th-level wizard, 1/day each in addition to
other spells. It may use imprisonment, symbol of insanity and trap the soul I/day each.



Duties of the Priesthood

The Dark God's priests are extinct on most worlds. Their sole duty is to attempt to locate
their lost god and bring his power back into the world. They can riseto 10th level of
experience, but gain no spells above 2nd leve unless the DM decides that they have
managed to contact the god and draw on his power.

Requirements: AB Wis 15; AL any evil; WP blunt wegpons,

AR none; SPdl, adrd, charm*, divination, dementd (all), hedling (rev), numbers, sun
(rev), thought, time, wards*; PW 1) may use al cold-based wizard spells as priest spells
of same leve; 5) suggestion (with accompanying visud illusion if gppropriate); 9) wal of
ice; TU command; LL 10 (and by race); HD by race (humans d6); Shamans no.

The Elder Elemental God (Greater God)

Thisuncaring "logt god" is something of a mystery to say the least. Even the greater
creator gods will not spesk to their most senior priests of it. But it is known to be
banished to a unique demiplane, to be constantly struggling for release, and desperate to
gain power from rituals and obeisances carried out on the Prime Materid plane, athough
it is utterly indifferent to the fates of its servitors.

Role-playing Notes: Thisis aterrible, blindly destructive deity readily driven to
unknowable rages. How it manages to manifest itself on the Prime Materid planeis
unknown; clearly it cannot be wholly bound and is able to project some of its power. It
does not truly dispatch an "avatar”, Snce its gppearances are unpredictable and owe less
to whether or not the god wishes to manifest as it does to whether it isableto do so. The
performance of rituas by its servants has aminor role in this, but more important are the
waxing and waning of magicd fluxes about its extraplanar interdiction.

The god dso manifests itsdlf in physca phenomena aswell asits "avatars™ Some of
these manifestations till linger as permanent effectsin its oldest shrines, or perhapsit is
just that these represent "week points' where the power of the god can best be
channelled. These manifestations include: Suckered tentacles emerging from an dtar
which energy drain avictim or suck it into the atar to be irrevocably destroyed, the
gppearance of a glowing golden eye which gtrikes viewers blind or drives them insane or
prematurely aged, and the transformation of that magical orb into a tone egg which
hatches sdlamanders that blindly attack every living thing within range.

If the Elder Elementa God is drawn into game play, this can be done through tracking
down and daying an evil priesthood and/ or discovering some lost shrine complex.
Facing a priesthood dlows the DM to generate some truly worthy clerical battle enemies,
but dedling with alogt shrine complex is even more demanding. The DM should develop
arange of specid effectstied to the locae which reflect themes of dementa magic,
madness, sudden rages and aggressions, loss of sensory functions and awareness and the
like. Items such as intdligent magic-using dtars and religious icons, minor meagica
artifacts with intelligence and severa madign powers, undead- spawning mausoleums, and
items/places which generate sandard magica effects but which are of bizarre appearance
should be employed liberdly.



Satigics: AL ne WAL any evil (theinsane); AoC unknown, but include dementd
forces, magic; SY black metd triangle with an inverted Y within it.

The Elder Elementd God's"Avatar”

The"avaa™ of this god can appear in severd forms: As a huge, mottled, tentacled being
some 20' in length, resembling avast dime/dug cross, or asa 24 tdl pillar of vast
elementa force with abody of burning magma, radiating a sleamy haze.

Str22 Dex12 Int 22

Wis20 Con22 Cha 20

MV 15 SZH((24) AC-2(4asdug)

HP160 HD 20 MR 50%

#AT1 THACO3  Dmg5d0 +10 (blows)

Specid Att/Def: The avatar's movement is 15 with the specid movement of itstype. The
"avatar" iswholly immune to Elemental spdls of dl types. It can use the following spells
|/day each as a 24th-level wizard: cause blindness, cause deafness, (continua) darkness,
darkness 15, dispel magic, forcecage, and each of the power word spells. It is unaffected
by gases, poisons, and dl forms of mind-controlling and pardyzing attacks. It can
summon 1d3 elementas of each type I/day (16HD each) which serve for up to 12 turns,
requiring no concentration to maintain control.

Duties of the Priesthood

Priests of the Elder Elementa God bend al their being to revering the god and attempting
to locate and enact the rituals which will draw more of his power into the Prime Materiad
plane. They make many sacrifices of sentient beings to this end, including members of
their own cults and even themsdves if thisis demanded. They locate logt shrines of the
Elder God and cleanse them, re-dedicating them to the service of the dety. It is unknown
which races can become priests of this deity and which cannot since the god has no
known racid affinities, but certainly humans, drow dves, and evil dwarves are known to
have become priests.

Priests may devote themselvesto revering dl dementa aspects of the god, or
gpecidizing in asngle dement (thus, revering the dement of fire, air, earth or weter),

and different specidty priests gain dightly different powers.

Requirements. AB gd; AL any evil and/or insane; WP any;

AR any; SPdl, astrd, combat, divination, dementd (al), guardian, heding (rev),
necromantic (rev), numbers, sun (rev), weather*; PW 3) can use dl eementa wizard
gpells as priest spells of same leve; 5) protection from good; 7) gain +1 saves againg dl
elementd spells ("generic’ priests), or +4 saves ver-sus spdls of "own" dement, -2 saves
againg spells of "opposed” dement (air/earth, fire/water) and +1 saves againgt spells of
other e ements (dement-specific priests); 10) summon elementa |/day for 6 turns
(generic priest)/12 turns (specific priest)-generic priests get 8HD dementd of any type,
gpecific priests get 12HD demental from own eement; TU command,

LL 12 (generic priests) or 16 (specific priests); HD vary by race (humans d8, elves/drow
d6, dwarves d6+l); Shamans no.



