EPIC EMPIRES

Gods of the Empires







Fighter			LE		Anshar, Arawn, Loviatar, Sartan, Gratanoqua, 							Kosuth-Nestar, Ozunoth

			CE		Arioch, Sartan, Orcus, Gratanoqua, Kosuth-Nestar, 							Ozunoth

			NE		Hel, Nergal, Sartan, Gratanoqua, Kosuth-Nestar, Ozunoth	

			LN		Horus, Sartan, Varuna, Ozunoth

			N		Bes, Horus, Sartan, Salandra

			CN		Sartan, Salandra

			NG		Ahto, Sartan, Skye

			CG		Sartan, Sif, Skye

			LG		Valris, Sartan, Sif, Skye, Ferrix

Paladin			LG		Valris, Skye, Ferrix

Ranger			LG		Valris, Mielikki, Sif, Skye, Ferrix

			CG		Mielikki, Sif, Skye

			NG		Freya, Mielikki, Sif, Skye, Ki, Ruhina

Thief			LE		Anshar, Arawn, Loviatar, Patryn, Candaneskar, Gratanoqua, 						Kosuth-Nestar, Ozunoth

			CE		Arioch, Loviatar, Orcus, Patryn, Candaneskar, 							Gratanoqua, Kosuth-Nestar, Ozunoth

			NE		Bes, Nergal, Patryn, Candaneskar, Gratanoqua, 							Kosuth-Nestar, Ozunoth

			LN		Bes, Horus, Ohgma, Patryn, Ozunoth

			N		Bes, Horus, Patryn, Keseral, Salandra

			CN		Bes, Horus, Patryn, Salandra

			NG		Ahto, Bes, Horus, Freya, Patryn

Bards			NG		Freya, Brigit, Ahto

			N		Bes, Brigit, Keseral

			NE		Brigit, Bes, Nergal, Hel, Candaneskar, Gratanoqua

			LN		Bes, Brigit, Ohgma, Varuna

			CN		Brigit, Bes, Salandra

Mage			LE		Fae, Arawn, Anshar, Loviatar, Candaneskar, Gratanoqua, 						Kosuth-Nestar, Ozunoth

			CE		Fae, Arioch, Orcus, Candaneskar, Gratanoqua, 							Kosuth-Nestar, Ozunoth

			NE		Fae, Hel, Nergal, Candaneskar, Gratanoqua, Kosuth-Nestar, 						Ozunoth, Salandra

			N		Fae, Ohgma, Bes, Keseral, Salandra

			LN		Fae, Horus, Varuna, Keseral, Ozunoth

			CN		Fae, Bes, Keseral, Salandra

			NG		Fae, Freya, Ahto, Skye, Keseral

			CG		Fae, Skye

			LG		Fae, Valris, Skye, Ferrix

Cleric			LE		Anshar, Arawn, Loviatar, Ozunoth

			CE		Arioch,  Orcus, Gratanoqua

			NE		Hel, Nergal, Candaneskar, Kosuth-Nestar

			LN		Varuna, Horus, Fae

			CN		Bes, Sartan, Salandra

			NG		Freya, Ahto

			CG		Mielikki, Sif

			LG		Skye, Valris, Ferrix

Druid			N		Ki, Ruhina






Name		AoC						Align	WAL		Sex

Ahto		Seas, Waters					NG	Sailors		M

Anshar		Darkness, Night				LE	Any Evil	M

Arwan		Death						LE	Any Evil	M

Arioch		Assassins, Chaos, Evil				CE	Assassins	M

Bes		Luck, Chance					N	Any		F

Brigit		Poetry, Song					N	Bards		F

Candaneskar	Murder, Thieves				NE	Evil, Thieves	M

Fae		Magic						N	Mages		F

Ferrix		Justice						LG	Justice		M

Freya		Love, Fertility					NG	Families	F

Hel		Poison, Plagues				NE	Any Evil	F

Horus		Vengeance, Retribution			LN	Any		M

Kali		Destruction					CE	Any Evil	F

Keseral	Knowledge					N	Knowledge	M

Ki		Nature						N	Druids		F

Kossuth-Nestar	Fire						NE	Any Evil	M

Loviatar	Pain, Torture					LE	Pain Givers	F

Mielikki	Nature						CG	Rangers	F

Nergal		Underworld					NE	Any Evil	M

Ohgma		Contracts, Knowledge				N	Any		M

Orcus		Undeath					CE	Any Evil	M

Patryn		Thieves, Secrets, Intrigue			CN	Thieves	M

Salandra	Sensuality, Lust, Unrestrained Gratification	CN	Any		F

Sartan		War, Combat					CN	Fighters	M

Sif		Excellence, Battle Skill			CG	Fighters	F

Skye		Honor, Truth					LG	Any Good	F

Stondar	Overwatch, Pain, Despair, Stoicism		N	Any		M

Sytir Das	Life, Death					N	Any		M

Torwrath	Vengeance, Revenge, Retribution		N(G)	Any (good)	M

Valris		Duty, Justice					LG	Any Good	M

Varuna		Order, Oaths, Law				LN	Any		M

Vilitar		Death, Insanity				CE	Any Evil	M

Xianzam	Deceit, Betrayal, Murder, Intrigue, Power	NE	Any Evil	M



Ancient Gods



Gratanoqua	Corruption, Despair, Exhaustion, Evil	CE	Any Evil	M

Ozunoth	Pain, Despair, Cold				LE(N)	Any Evil	F

Ruhina		Nature						NG	Druids		F

Ti Xian	Reptiles (Snakes)				CE	Any Evil	M


�
Dead Gods



Alakhai	Assassins, Hatred, Power			NE	Assassins	F

Moktau	Creation, Light, Life, Song			LG	Any Good	M

Tyrannis	Strife, Death					CE	Any Evil	M



Candaneskar (Kan-da-NES-khar)

	“Yes, Candaneskar.  The Wardless One.  I follow him, and he gives me his benefit.  Not all that in this world is light, and in the shadows is where Candaneskar lives.  And when dark falls, those who are fat and complacent are the cattle on which Candaneskar feeds.”

The Wardless One

Area of Power: Murder, Thieves

Alignment: NE

Power: Lesser Power

Home Plane: Hades

Symbol: None.

Color: None.

Overview: Candaneskar is the lord of murder and thieves, and is said to be a handsome boy who was locked away in a cellar by his disfigured parents out of jealousy.  There, the youth grew bitter and twisted, and eventually picked the locks and evaded many traps only to sneak into his parents bedroom and murder them.  His name, the Wardless One, refers to the fact that no ward (trap) can stop or slow him down, it also has a double meaning since he also has no parents.

Cult: Candaneskar is worshipped mostly by thieves, and his lay worshippers are thieves.  Services are held irregularly, and most guilds have a small shrine set aside for the Wardless One.  Services are usually held only when the intervention of the god is requested - usually to stop interguild warfare or when praying for the success of a difficult operation.

Priesthood: A specialty priests of Candaneskar are known as Lords/Ladies of Illusion.  They are required to have a Wisdom and Dexterity of at least 14.  In addition:

A specialty priest receives abilities as a thief.  They begin with the thieving skill base scores as per Thief in the Player’s Handbook.  In addition, they receive 20 extra points.  Beyond this, they receive an additional 15 points per level to add to
 their abilities.  They receive
 no
ne of t
he other thief abilities, such as
 
backstab
.


Major access: All, Astral, Charm, Combat, Divination, Guardian, Healing, Protection, Thought, Wards.  Minor access: Animal, Chaos, Elemental, Numbers, Time, Travelers.  Forbidden: Astral, Creation, Law, Necromantic, Plant, Sun, Summoning, War, Weather.

Specialty priests of Candaneskar cannot turn or control undead.

Specialty priests get the bonus proficiency of Languages, Modern (Thief’s Cant).  In addition, they may purchase Rogue proficiencies at cost.

Specialty priests are limited to leather armor, and may only use blunt weapons.

Holy Days: None.



Ferrix (FAIR-ICKS)

	“Ferrix is the  one in the heavens I follow.  In all things there must be  moderation, the weak must be protected, the wicked punished.  The lost and the frightened must have the hand of justice to hold them, to show them that Ferrix is there for them, and that they need not fear any more, for the Lord of Justice has arrived.”

The Justice Lord

Area of Power: Justice

Alignment: LG

Power: Greater Power

Home Plane: Alternate Seven Heavens

Symbol: None.

Color: None.

Overview: Ferrix is the single god, a god who has neither consort nor children, nor avatar.  He said to grant a great miracle every thousand years, and some of his worshippers claim that the end of the Godsilence is his work.  It is said he has no earthly form, and also has no symbol, instead asking that his worshippers concentrate on the idea of Justice instead of any form he might take.  Worship of Ferrix has stayed steady throughout the Godsilence, as devotions to this god are daily and habit forming, including prayer at dawn, noon, dusk and a silent prayer at midnight.  Other devotions include a daylight fast for one week of the year (to be chosen by the worshipper) and to strive to be just and compassionate to others.

Cult: The cult of Ferrix which started in Tumeh.  Since then, worship of Ferrix has spread to where the Caplihate is now, and across the Gold Coast.

	On the Gold Coast, Ferrix is known as Artheriel.  His temples and churches are built in whatever local style is most prevalent at the time.  The most notable temple to this god are the Church of Artheriel the Everlasting in Thandalis.  Unlike the Tumehnite worshippers of Ferrix, the Church of Arthriel has chosen to represent their aspect of this god with a sword superimposed on a circle of white.

	Centuries of isolation between the two sects of Ferrix worship (Ferrix and Artheriel) and the perversion of the cult by humans has created noticeable tensions between the two cults, culminating in crusades where the Church of Artheriel urged the capturing of the Holy City of Behyal from the worshippers of Ferrix.  The two sects now see themselves and the purveyor of the Truth, while the other is somehow corrupted or misguided.  Ferrix worshippers see the worshippers of Artheriel to be hopelessly decadent and perverting the truth of Ferrix, while Artheriel worshippers see the Law of Ethos, the Sharak, to be nothing but the fiction of humans who desired to control the thoughts of actions of people.  In a sense, both sides are right about the other.

Priesthood: The priesthood of Ferrix is as varied as the regions where the god is worshipped.  Ferrix's specialty priests are paladins, and follow that class's advancement and ability charts.

	The Church of Ferrix (as Artheriel) has two major militant orders.  The Fists of Artheriel is a large and wealthy group of Artheriel zealots.  They see Ferrix worship as a heresy and seek to convert or destroy all Ferrix worshippers.  Since the disastrous crusade, the Fists of Artheriel have lost the favor of their god, and now function as fighters.

	The Justicars of the Circle and Sword are another organization of knights in Thandalis.  Until recently they were less prestigious, and had less secular power.  However, the Justicars always preferred action over words, so this suited them fine.  Unlike their brother Fists, they are accepting of Ferrix-worship and are noted to be fervent Artheriel worshippers, but see Ferrix worshippers as their brothers and sisters, instead of enemies.  Since the crusade, favor of Ferrix is seen to have shifted from the Fists to the Justicars, and political power has shifted to them accordingly.

Holy Days: The feast of Bisham, held in the second week of Surrexcanis, is the most notable holy period of Ferrix's worshippers.  During this time, praises are given to Ferrix and feasts are given and presents exchanged.  Otherwise, the fourfold daily devotions to this god make every day a holy day.



Stondar (Stahn-DAR)

	“Even within the eyes of the gods, things are ignored, even though they are seen.  Sometimes, when this is a person, they look at the heavens and feel that nothing is watching them.  Know then, that even you are watched.  All things are watched by Stondar, and nothing that happens to you is ignored or unnoticed.  The others may ignore you,, but Stondar will not.”

Watcher of Things Lost

Area of Power: Overwatch, Pain, Despair and Stoicism

Alignment: N

Power: Lesser Power

Home Plane: Concordant Opposition

Symbol: A circle of black ink with nothing contained within.

Color: White and black

Overview: Stondar is the watcher of things lost, be they objects or persons.  His existence ensures that no loss nor suffering go unnoticed.  He is often invoked by those who are lost, such as survivors of shipwrecks and those who have lost loved ones to murder.  Stondar is often considered to be the seneschal of Torwrath, and those who lose loved ones yet continue with life and make their devotions and requests to Stondar have been known to have the murderer mysteriously be punished.  In his aspect as the god of stoicism, he is also prayed to by those hurt deeply by the loss of loved ones, in the hope that they too may watch their pain with the detachment that the always-reasoning Stondar does.

	There is great hatred between the cults of Stondar and Loviatar, while the worshippers of Loviatar going out of their way to harm and torture those who follow Stondar.  However, continual abuse of Stondar’s worshippers universally brings attention of Torwrath’s worshippers, who inevitably find some crime that the followers of Loviatar have no
t
 been punished for.

Cult: Stondar is worshipped, along with Torwrath
,
 by slaves or others whose lot in life is that of unfair suffering.  Unlike most deities, Stondar has no organized priesthood.  Instead, small household shrines are made to this god in the homes or on the roadsides where the devotees of Stondar might pray.

Priests: Stondar has a small priesthood in places such as refugee camps and so forth.  These priests are not organized into any sort of hierarchy, instead they go where need in the greatest.  Persistent rumors link Stondar priests with specialty priests of Torwrath, the Avengers.  It is said that these normally long-suffering priests adopt the offices of Torwrath during the Night of Retribution to prosecute that who have wronged them and their people during the year and have gone unpunished.

Holy Days: The Child's Hunt, which occurs on the 12th of Ruhina, is the holiest day of Stondar.  On that day, even those who do not worship Stondar at least pay their respects for the god.



Sytir Das (Si-tir dhas)

	“Do you remember him, Sytir Das?  Before you were born, he led your soul, from where such things reside, to your body.  He told you that this would be your vessel, your being for you to learn and see in.  But he told you he would also return, when you are old and broken, when the Pain of Life has dulled your eyes, when he would take you once more, from your broken vessel, to continue the journey of the soul.”

The Retriever and the Guide

Area of Power: Life and Death

Alignment: N (Good Tendencies)

Power: Greater Power

Home Plane: Elysium

Symbol: A lantern

Color: Black and White

Overview: Sytir Das is the god of death of Selen.  Rather than being responsible for death, he represents death itself as the final act of life.  Most gods of death are seen a malignant, constantly looking to end life.  Sytir Das is different in that he is the god of the merciful death, the power which ends life in the pain and loss of old age.  He also retrieves those killed young, but takes no particular pleasure in doing so.  Several times in mythology, certain children who die young are delivered once more to the world, while heroes are sometimes given a relief from final death for a time to complete some unfinished task.

	Sytir Das is said to lead the souls and spirits of the unborn to their mortal bodies, then to whisper that he will return when the pain of life makes life unbearable.  At the moment of death, Sytir Das is said to comfort the dead soul, listen to any pleas of mercy and lead the soul to its rest.  Sytir Das is said to lead the unborn to their bodies, but can only lead the dead who request  his aid.  A simple greenish-gray stone, worn smooth by water, known simply as a guidestone, is often carried by Selenrynites.  The stone represents the journey of the soul.  A simple prayer near or at the moment of death will also suffice to accept the guidance of this power.

	Sytir Das is said to appear as a tall, thin old man dressed in white robes.  His presence is said to bring calm to those frightened by death and peace to those whose deaths were violent.  He speaks in a soft, gentle voice and carries a lantern on a long stick.

Cult: Sytir Das is prayed to for a safe journey when loved ones die, and offerings are made to the power at childbirth for a safe birth.  Occasionally, the those who believe that the death of a loved one was unjust will pray to the god for a return of their loved one from death.  In stories, the god has been known to respond.

Priests: Sytir Das usually has priests in the form of undertakers.  Since worship of Sytir Das is not a lifelong objective for most, the priests of Sytir Das are all specialty priests and are required to study the various death rites of different gods.  Priests of Sytir Das usually dress simply in black, but in nonthreatening monastic-style robes.  They all carry lanterns hanging at the end of a pole (lit if at night, unlit during day).  The priests of Sytir Das must have an Intelligence and a Wisdom of at least 14.

Major access: All, Astral, Combat, Guardian, Healing, Necromantic, Time.  Minor access: Chaos, Charm, Divination, Elemental, Numbers, Summoning.  Forbidden: Animal, Plant, Protection, Sun, Thought, Travelers, War, Wards, Weather.

Specialty Priests are awarded the bonus proficiency of Religion, with a specific field of death rites.

Specialty Priests of Sytir Das can cast Speak With Dead at 1st level.  In addition, they cast the spell as if they were four levels higher than their current level.  Unlike the normal spell, the dead will be favorably inclined towards the caster, in the case of creatures the same alignment, regardless of level, or neutrally inclined, in the case of those of a different alignment.  In any case, the answers they receive are more complete and helpful than when cast by other clerics.

At 10th level, priest gains the power of Lesser Absolution.  When cast, undead who were bound into their state against their will (in the opinion of the DM) will immediately dissolve away.  This may be done a number of times a week equal to the spell level of the priest.

At 15th level, the priest gains the power of Greater Absolution.  When cast, it affects undead as per Lesser Absolution, except that the cleric may choose to communicate with some of the undead’s original spirit/souls about things for a number of rounds equal to their level.  This may be done a number of times a week equal to the spell level of the priest.

Specialty Priests may never cast any spell that would animate dead in any way, though they turn undead as if a cleric three levels higher than their current level.

Holy Days: None.



Torwrath (TOR-wrath)

	“Do they think that no-one has noticed?  Do they think they will escape with their wickedness?  Do they think the strong can always take whatever they want from the weak?   Just because they ‘own’ the land and its courts, they can choose to rape or steal or murder as they please?  Then they are wrong.  And Torwrath will show them that what they do to others will return to them, repaid manyfold times!  Do they not realize that the tears that a mother sheds for her daughter are not seen?  Let the blood of the wicked flow in the streets, and let them cry!”

Lord of Vengeance

Area of Power: Vengeance, Revenge, Retribution

Alignment: N (Good tendencies)

Power: Intermediate Power

Home Plane: Arcadia

Symbol: Two straight lines, connecting in to form a triangle witho
ut a bottom link, pointing down in a 
“V
” shape.  The sword wreathed in fire
, blade pointed up,
 is also a common symbol.


Color: Blue

Overview: Torwrath is the god of retribution, revenge and unforgiving rage.  He the god prayed to when the rich or powerful go free from crimes that deserve punishment.  He is the god that many pray to when law has failed them.  Torwrath is said to never rest, eat or sleep and whose resolve to bring criminals to 
“
justice
”
 is unwavering
 (though his worshippers call their acts 
“justice
”, it is more akin to revenge)
.  He is revered by those who are angry or bitter at the loss of a loved one, and a famous oath for revenge in the Roluntiru area is "Torwrath's rage will keep me warm."  Torwrath is said to manifest himself in the form of a long sword which falls from the sky and unerringly follows and impales to kill the target of his rage, destroying all which gets in its way, never stopping.  Towrath's anger is said only to be kept in check by his eternal friend and seneschal, Stondar.

	Torwrath's avatar, when not manifesting as a sword, is said to appear as a young man with brown hair and dark eyes and a permanent angry expression on his face.  He is said to know the entire life history of a being at a glance, and flies into a blind rage when that history contains some horrible crime which the being was never punished for.

Cult: The temples of Torwrath are small affairs, where weaponry, training and legal experts make themselves available to those seeking redress from crimes committed upon them.  The temples themselves are made of many materials, but are always painted a dark, navy blue.

	Torwrath is revered by bounty hunters, the wronged for whom laws have failed and those who are embittered at the loss of loved ones.  The lay priests of Torwrath are allowed to wear any sort of clothing or armor they desire, although it must have the device of Torwrath upon it somewhere (not necessarily obvious, as the guilty greatly fear Torwrath and his clerics).

	In many areas, the priesthood of Torwrath is suppressed, and in most places they are forbidden from illegal acts such as vengeance killings.  This doesn’t usually stop them, hence their worship is most common underground.  It also thrives in lands which are already oppressed.  The specialty clerics of Torwrath, known as Avengers, require a Strength, Constitution and Wisdom of at least 14.  In addition:

Avengers cannot turn or control undead, except under certain conditions (see below).

Major access: All, Astral, Chaos, Combat, Divination, Guardian, Healing, Protection, Summoning, Thought.  Minor access: Charm, Creation, Elemental, War.  Forbidden: Animal, Law, Necromantic, Numbers, Plant, Sun, Time, Travelers, Wards, Weather.

Avengers may chose a single weapon, which they receive the THAC0 of the fighter when they attack with it.  This may not be a large (“L”) class weapon, nor may it be a ranged weapon, though it can be bladed.
  Torwrath prefers his clerics deliver revenge as something up close and personal.


At 15th level, a group of Avengers may attempt to call upon the fabled Blade of Vengeance, once a year, on the Night of Retribution.  This takes the form of a long sword which falls out of the sky upon the target.  It never misses, and cannot be deflected by distance under the ground, being inside of a structure or magical protection.  It instantly kills any mortal creature on a d20 roll of 15 or greater.  If this is not rolled, the target is instantly teleported to the location of the priests casting the spell for combat to the death.  If the target wins, he or she is teleported back.  If the priests win, the body of the target is teleported back, impaled through the body by a sword.  The ability to call the Blade is not granted easily.  Each priest attempting to call must be 15th level or greater, and adds 3% to the basic chance (0%) of calling the sword.  Failure means the Blade does not manifest itself.  If a group of Avengers attempt to call the Blade upon a target that is not guilty of the crimes the Avengers claim, a number of Blades will drop upon the priests instead, one for each priest, slaying him or her instantly for the affront of an unjust accusation.

Holy Days: The 6th of Ozunoth is the Night of Retribution, the holiest day of Torwrath's cult.  During the day, files of criminal information gathered during the year are reviewed and verified for correctness.  That evening, by using magical portals and so forth, the clerics of Torwrath disperse into the night to do the "Retribution of Torwrath."  Killings are usually made to seem like accidents (like house fires, slipping on stairs and so forth).



Dead Gods

	The so-called “Dead Gods” are powers who are no longer worshipped in any significant capacity, and are generally thought to have either “died” or somehow left Andalar to more esoteric realms.  Though many gods are considered “dead,” In many cases, these are simply powers changing their names and aspects.  Below are a few gods considered actually “dead,” that is, without worshippers.



Alakhai (Alak-hai)

Mistress of Whispers

Area of Power: Assassins, Hatred, Power

Power: Intermediate Power

Alignment: Neutral Evil

Home Plane: Formerly Abyss

Symbol: A fist, holding a dagger with a waved blade.

Color: Violet and Black

Overview: Alakhai was the ancient goddess whose worship was brought to Selen by Hugludi peoples, founders of the Umuzu Empire.  Alakhai was taken up by the local peoples enthusiastically, for her cult justified the rule of the strong over the weak, it also endorsed assassination.  Of course, this just fed the goddess’ thirst for hatred.  Her worship remained strong in the area for hundreds of years, thriving both in the cities and the deserts, turning cousin against cousin, brother against brother for centuries.

	The coming the Drow and their sacking of Irem was also when Lloth, the Spider Queen of the Drow is said to have assassinated Alakhai within her own palace in the Abyss.  Being in theme with her own beliefs, many of the former worshippers of Alakhai embraced worship of Lloth instead.  The surviving cult of Alakhai and that of Lloth were both wiped from Selen with
 the coming of Salmuyen Al-Az
im and his fabled army of djinn and zealots of Ferrix.


Cult: Alakhai’s greatest followers were the assassin guilds of western Selen.  Endorsing the rule of the Grandfathers and Grandmothers of the Guilds, Alakhai helped them stay in power, while increasing the strife under them, to ensure resentment and strife once the current leader was too weak to rule.

Priesthood: The priesthood of Alakhai were assassin-priests, working closely to bring new assassins into her fold.  The priests would open a gate to Alakhai’s palace in the Abyss, where initiates to the assassin guilds would be pleased with exotic food and drink, while being entertained by succubi and incubi.  The besotten individual would be then returned, promised that for eternity if they simply followed the Grandfather’s orders.

	The Priests of Alakhai were required to use small blades, short swords, daggers and knives.  Longer weapons were forbidden to them.  
They typically dressed in 
dark violet robes, patterned in ‘tiger’ stripes of black,
 with sheer masks of black silk, made by wrapping a long scarf around their heads, 
over their faces.



Moktau (Mahk-tau)

The Light in Eternal Darkness

Area of Power: Creation, Light, Life, Song

Power: Greater Power

Alignment: LG

Home Plane: Seven Heavens

Symbol: A gold sunburst upon a background of black

Color: Gold, Black and White

Overview: Moktau was the most ancient of the human gods known.  Many consider it is the activities of this god who brought forth intelligence to humanity, with the creation of a single light within the minds of humans.  Moktau is said to have been served by beings simply known as the Chorus.  Their singing of the praises of
 this ancient god are said to have
 formed speech and thought.  Moktau is also generally thought to have somehow vanquished Gratanoqua and imprisoned the foul god many times in the thousands of years of his worship.

	Unlike the other gods, Moktau was said not to have been slain, but ascended to planes even beyond the outer planes.  Who or what Moktau has become or what Moktau does there is unknown, but writings indicate that the god informed his worshippers of this far in advance, planning the decline of his own church.  Within the most ancient writings of Moktau’s worshippers, there are hints of what happened, as they suggest that Moktau himself was simply a servant of some even greater power or powers, given a mission.

	Being such an ancient church, Moktau has left many relics and items behind.  These apparently usable by others of good alignment.

Cult: Moktau is no longer worshipped, his areas of power given to other gods.  In his time, he was regarded as the father of the gods and the most powerful of them.  Even in decline, Moktau was considered something of an “elder statesmen” among the gods.

Priests: The followers of Moktau changed vestments multiple times in the long history of church, following local tradition.  However, the high clergy of his god never changed.  They wore long, flowing robes with intricate folds and hooded cowls.  The lowest members of the clergy would always wear black, except for a necklace with a gold sunburst on it.  With higher rank, the amount of gold and white would increase, starting with the chest, then outwards.  The highest members of the church wore robes totally made of white and gold.



Tyrannis (Tie-ran-is)

The Dread Lord

Area of Power: Strife, Death

Power: Intermediate Power

Alignment: CE

Home Plane: Prime Material

Symbol: The fascii, a bundle of rods and an ax.

Color: Red and Black

Overview: Tyrannis was the god of discord and slaughter, whose very passing is said to cause division and strife.  Tyrannis was said to appear as an exceedingly handsome man dressed in black full plate armor, with a cloak made human skin and carrying a sword of transparent crystal, said to reflect the faces of the souls it has absorbed, their faces twisted in agony.  To those who sacrificed and killed in his name, he would grant victory, while sowing the seeds of distrust and hatred among his foes.

	Tyrannis is said to have been slain by Ferrix, some hundreds of years ago, in the guise of Bisham the Glorious.  The god is said to have manifested over the hosts of Bisham along with his chosen troops.  Bisham is said to have challenged the Dread Lord to personal combat, and the two were said to have fought for days, before Bisham finally took the head of Tyrannis, and struck the chains of iron from Tyrannis’ trapped souls, releasing them.  The church and following of Tyrannis believed to have vanished soon thereafter.

	However, a small cult to this god still exists in secret to this day.  It is said that at the moment of his imminent demise, Tyrannis bargained his essence to cosmic evil of Gratanoqua.  Gratanoqua is said to have taken the whole essence of Tyrannis, and split it among the souls of a few of Tyrannis’ secret worshippers who gained endless knowledge, mighty magics and eternal youth in return for their souls in service to Gratanoqua.  These chosen few are known as the Dread Lords.

Cult: Tyrannis was worshipped by those who desire discord and suffering.  The small cult that exists today consists of a few followers around each of the Dread Lords.  It is unknown how much these powerful beings still aid Gratanoqua, if at all.

Priesthood: The old priests of Tyrannis had to always wear the best armor they could afford, in the colors of red and black, striving for a suit of full plate armor.  Like their god, priests of Tyrannis were handsome or beautiful, as well as glib of tongue (minimum Charisma of 15).  Priests of Tyrannis were required to use bloodletting weapons; they were forbidden use bludgeoning weapons, nor could they use ranged weapons of any sort (though they were allowed to cast offensive ranged spells).  Thus, maces and clubs were banned to the priests and swords were the most common weapon of the priesthood.

Initiates became priests when they kill their first human in battle.  Thereafter, they used the cured skin of their defeated opponents to create a cloak.  Once the priest reached 12th level, the cloak would enchant to radiate fear, as per the spell, in a 30ft radius, for the skin of every species of opponent that is a part of it, when worn.  Many of these cloaks still exist, kept in secret by worshippers of other evil gods.

Holy Days: None.



Ancient Gods

	The Ancient Gods are a collection of gods whose worship is ancient, often even predating the arrival of humanoids on Selen.  Due to their ancientness, they tend to be less worshipped than the "modern" gods listed above.  On the other hand, their worship is often shared on other worlds, and most of them have emerged more or less as powerful as they were before the Godsilence.



Name		AoC						Align	WAL		Sex

Gratanoqua	Corruption, Despair, Exhaustion, Evil		CE	Any Evil	M

Ozunoth		Pain, Despair, Cold				LE(N)	Any Evil	F

Ruhina		Nature						NG	Druids		F


Sahai
’Thalak	
Oceans, 
Sea Creatures
, Storms
, Water
		NE	Nonhuman Evil	F


Ti Xian		Reptiles (Snakes)					CE	Any Evil	M



Gratanoqua (GRA-tan-OH-ka)

The Dark Lord

Area of Power: Corruption, Despair, Exhaustion, Evil

Alignment: CE

Power: Greater Power

Home Plane: Prime Material

Symbol: A smooth mass of obsidian, carved and polished into a flowing, seven-point star form.

Color: Black

Overview: Gratanoqua, the Dark Lord, is said to be somehow related to the Dark God, Tharizdun, perhaps either as the another name, avatar or companion deity to the latter.  Grantanoqua is so feared that the speaking of its name is considered to bring bad luck upon the speaker.  Its power sustained through the ages by the tablets of blasphemous knowledge upon which it sleeps, Gratanoqua has emerged from the Godsilence with a number of new masks, besides its role as the purveyor of decadence.  These masks are the only way that Gratanoqua can meaningfully communicate with mortals, and these masks are its personality in that form.  It can assume all these masks at once.  The worshippers of these "masks" are unaware of that the powers that they are worshipping are actually the same creature.

	Although few now worship Gratanoqua itself, the beast is really uncaring, as it has created the Formless Children of Gratanoqua, a strange race of amorphous beings said to serve him in his subterranian home, the Black Vault, while Astral Hunters are said to do his bidding outside.  Said to exist somewhere around Selen, the Black Vault is described as a place of mindless terror at the center of ruined underground city.  The vault is said to be defended by horrible creatures and traps, impossible voids and finally a wall of rune-encrusted brick.

	Gratanoqua is said to live in the innermost chamber of the Black Vault, where it is alternatively said to either walk with tattered and bony feet or to ooze and bubble, flowing over ancient stone tablets and the polished bones of those unlucky enough to come near.  In addition, those unlucky enough to be touched by Gratanoqua have their souls consumed by the creature, the soul used to power the metamorphosis of the flesh of the victim into the black mass of a Formless Spawn of Gratanoqua, leaving only the polished white bones behind.  It is these children that are used as avatars and messengers of the god, flowing out between the cracks in the wall of brick, into the outside world where the Astral Hunters wait.

	Gratanoqua can grant spells like a greater god, and there is speculation among dimensional travelers that Gratanoqua might actually be the Dark God itself.


Cult: None.  Though Gratanoqua has no known active cult among humans or demihumans, he is indirectly served by those who worship him in the guise of his masks.  Gratanoqua grants these worshippers spells as a Greater Power.  It is possible however, to find ancient temples of this god, but only in the oldest of forsaken ruins.  The altars to this god are said to be protected by traps which deprive the senses, invisible guardians of immense power and of impossible voids.  Almost all have been sealed away behind layers of more conventional wards.
  


Priesthood: None known.  Gratanoqua is mainly served by the Formless Spawn of Gratanoqua and by Astral Hunters, though rumors of a small, horrible cult which works to free their imprisoned god circulate from time to time, in what way these cults honor their god is unknown.

Holy Days: Unknown.



Kossuth-Nestar

Ancient Lord of Fire, Tyrant Among Fire

Area of Power: Fire

Alignment: N

Power: Intermediate Power

Home Plane: Elemental Plane of Fire

Symbol: Flames on a red background

Color: Red, Yellow, Orange

Overview:

	Kossuth-Nestar is the ancient lord of fire, heat and burning.  The secondary star in the sky is named after this god and is known as Nestar, or more properly Eye of Nestar.  This ancient fire deity was widely worshipped by the mythical ancient race of the Rhaan - Yigrith.  Despite the passing of the Rhaan - Yigrith ages ago, worship of this elemental god of fire continues.  Worshipped by pyromaniacs and similar persons facinated by fire, Kossuth-Nestar is really uncaring, for it is worshipped and served by various creatures of fire.

	The most feared ability of this god is to “descend” from the heavens to destroy a target.  This ceremony requires multiple blood sacrifices and the creation of a huge bonfire.  When this bonfire becomes a self-sustaining firestorm, living sacrifices are thrown into the fire.  After a number of other ceremonies, the Eye of Nestar “descends.”  This isn’t actually the star descending, but rather a spire of fire reaching down from the star to the bonfire.  Using this spire, thousands of fire elementals and monoliths arrive and begin to set fire and melt down everything.  Provided with more sacrifices, the spire remains intact and the destruction continues.

Worshippers: As stated above, the main worshippers of Kossuth-Nestar are humans fascinated by fire.  Some elementalists and many insane persons worship and devote their lives to this god.  A small and secret society is known to exist in remote areas of Dunesea who are said to devote their lives to this god.

Priests: Said to be worshipped in small cities where the ancient texts of the Rhaan-Yigrith have been uncovered, Kossuth-Nestar is often given sacrifices by burning objects.  Sometimes, such ceremonies involve human sacrifice.

Holy Days: Illuntrin is the holy month of Kossuth-Nestar.



Ozunoth (Oz-uh-NOTH)

Pella Cirnia, Queen of Ice

Area of Power: Despair, Pain, Cold

Alignment: LE (neutral tendencies)

Power: Greater Power

Home Plane: Hades (?)

Symbol: Four icicles, joined at right angles at the base to make a star-like shape.

Color: White

Overview: Ozunoth (Queen of Ice) is the winter goddess, greatly feared in both the north and south lands.  Ozunoth is the queen of winter, bringing the cold, snow and darkness.  She is said to reside in a palace of white marble covered with a hoar of white frost, on a plain of white ice dotted with frozen trees, houses and people, frozen to death in an instant, in mid-motion.

 	Ozunoth is said to be appear as an beautiful woman with blond hair and blue eyes, but with a distinctly sinister beauty.  Her cruel smile is said to freeze creatures in their tracks.

	However, Ozunoth is the subject of an even more ancient myth, the Ballad of Pella Cirnia.  A dance and song of over two hours in length, which tells the story of an the queen of an ancient kingdom.  Locked in an unhappy marriage, she falls in love with the hero Iz, when that hero comes to visit their court.  Her husband finds out, and in a rage, murders Iz while the hero taking a bath.  Coming in and seeing her lover dead, Cirnia goes insane, refusing to believe that the hero is dead.  Ordering her husband's execution, she brooded upon her throne, her insanity forever leaving her ignorant of the source of her unhappiness.  In time, the fields of her kingdom turn to desert, then to tundra as the Curse of Pella Cirnia causes all things to stop in time imperfectly (i.e., frozen).  In this aspect, Ozunoth is seen to be a normal mortal in the lock of curse which inadvertently gives her godlike powers.

Cult: She is worshipped by all creatures who live in the cold, or need cold to exist.  She is also worshipped by those dwellers underground who desire the destruction of the surface world.  However, her main worshippers are the strange creatures of living ice, the Sibermayat.  Although the goddess cares little for sacrifice, the Sibermayat offer her human sacrifices which are killed by being released into the dead of winter without clothing.

Priests: Although she is more feared than worshipped, her humanoid worshippers wear robes in various shades of light gray and white.  At 6th level, all clerics of Ozunoth become immune to natural cold, being able to live comfortably at subzero temperatures even without clothing.  Due to their goddess's aversion to the sight of blood, priestesses of Ozunoth may only use bludgeoning weapons (including flails)

	Specialty priests of Ozunoth must be female.  They may are forbidden access to Sun sphere, and may only cast the ice or cold versions of spells which have varieties of forms (i.e., elemental or weather spheres).  At 6th level, they become immune to natural cold, and always make their saving throws against attacks which involve magical cold.  The specialty priests of Ozunoth also become the among the beautiful members of their race, with blemishes and defects disappearing with each level until their appearance becomes perfect at 7th level, although always with a sinister beauty.  Their skins also become cold to the touch, being distinctly cool at 1st level, cold at 2nd level and so forth until 6th when a touch causes 1 hit point of damage to unprotected flesh (saving throw vs. Petrification for half damage), going up one point each level thereafter (therefore, a barehanded slap of a 12th-level priestess can cause 6 points of cold damage).  Specialty priests, when casting elemental cold spells may link hands and add their levels together when computing casting level.

Holy Days: Ozunoth 29 is venerated by her cult as the Day of the Ice Queen, and that evening, priestesses of Ozunoth link hands and cast change weather spells, to hasten the coming of winter.



Ruhina (Rue-hee-na)

Lady of the Earth

Area of Power: Seasonal cycles, birth, growth

Alignment: NG

Power: Greater Power

Home Plane: Prime Material

Symbol: A green maple leaf.

Color: Green.

Overview: Ruhina the earth goddess of Emer, represented by a maple leaf, but her actual form, or that of her avatars in unknown, but is guessed to be most likely not human in form, as the cult of Ruhina was worshipped long before the rising of humans and demihumans.

	Ruhina is depicted as one of the ancient gods responsible for creating Emer.  Her holy sites have been known to be constructed by lizard men, minotaurs, demihumans and other, more obscure races.  All of these dot the landscape of Selen, and are a reminder of very ancient days.

	Ruhina is most likely the most widely worshipped of the Ancient Gods, and her following is quite large in places such as Celuna, but is otherwise restricted to very deep forests and remote areas.  “Newer” gods, such as Ki and Mielikki are more popular with their human flocks.  Unlike many of earth deities, she is not an abstraction of life and so forth, but rather a representation of the Emer itself; the stone, the soil, the water and the animals.  As such, she is more interested in the affairs of her home than other earth deities, and desires that humans and demihumans come to dominate the planet rather than the forces of evil who would despoil her.  In this respect, the nature goddesses, Ki, Mielikki and Ruhina work in concert.  Ki represents nature, Mielikki the interaction and balance between civilized races and nature, while Ruhina is the goddess of the world and all the things in it.

	Ruhina manifests her avatar rarely, but when she does, she arrives in the form of her namesake, The Lady of the Earth.  The Lady of the Earth is a shifting human female form.  She moves like a wave through things; the roots, trees and earth of the area create the body, and shift back to normal as she moves out, the next area shifting and melding into the form and so forth.

Cult: The temples and churches of Ruhina are any sort of stonework which marks the passing of days, seasons and years by the location of the sun.  Huge mandala-style stone calendars are frequently found in ancient ruins, and simliar ones are still used by the clerics of Ruhina to keep track of when Ruhindal clears the horizon and sinks below it.

Priesthood: The specialty priests of Ruhina are druids, and follow that class's advancement and ability table, except that they must be Neutral Good, rather than Neutral.

	Specialty priests of Ruhina may only use tools that are also used in farming.  These include the 
axe, scythe, 
sickle and the flail, but includes the quarterstaff.  The priesthood of Ruhina dress in Imilnaka, an armor, roughly equivalent to scale mail, which is made from woven and weatherproofed strips of ironwood treated with green dye which makes the armor fireproof.  The armor includes breastplate, leggings, arm pieces, gorget, helm, mask and a shield of strange design.  Most military historians of the Gold Coast region have come to the conclusion that from the design of the shield that the original designers of Imilnaka were not human, as the shield is very unwieldy and can trace no path from ancient armors or their shields.  This armor is worn at formal religious occasions and as a habit for those priests in peaceful areas.  In areas where more conflict is expected, they will wear more conventional armor.

	A weapon particularly associated with the worshippers of Ruhina is a the sickle.  These sickles are modified to have two cutting edge instead of one, and are faster to use in combat (speed factor 3 instead of 4).

	All priests of Ruhina may be spared attacks by creatures linked to the Elemental Plane of Earth, simply by asking for mercy in the name of Ruhina.  This ability is gained at 5th level and represents a 25% chance of being spared.  This percentage goes up by 5% per level thereafter.  If spared, elemental creatures will ignore the priest and any companions, even if specifically ordered to attack the priest (such as in the case of commanded earth elemental).  If the characters attack these creatures afterwards (or makes some action the creature would consider hostile), the creatures will once again be free to attack them.

Holy Days: In areas where her worship is observed, the darkest evening of the year is reserved as a time to feast for the return of Ruhina to the earth, and the gradual awakening of the goddess from her slumber.  Although it varies, this day usually occurs around mid-Dumarax.  In addition, the month of Ruhina is reserved for planting and renewal festivals, which occur on the whim and local tradition.  Plantingrest (the 20th of Glowbring) is also a holy day of Ruhina, where prayers and sacrifices of edibles are made with the hope of a good year.  Surrexcanis marks the Fast of the Leaving, where no food may be consumed during the evening between the days of Surrexcanis 15-22.  The Feast of the Return, which occurs the first night when the star Ruhindals clears the horizon once more (Dumarax 30th/Ruhina 1st)





Sahai
’Thalak (Sa-hai Th-
ahl-
ock
)

Sea Mother

Area of Power: Oceans, Storms, Sea Creatures
, Water

Alignment: NE

Power: Lesser Power

Home Plane: 
Elemental Plane of Water

Symbol: Black Pearl

Color: Black, Blue

Overview: 
Sahai'Thalak is pre-human deity worshipped variously by ancient Kuo-Toa, Morkoth and other denizens of the deep.  Her worship spread to the underwater thralls of the Overlords in Selen, and despite several brutal attempts to supress it, many of the thralls left behind by the Overlords now also worship this power of evil.  Sahai'Thalak is an ancient deity from the days when the continent of Thuul was said not to exist, only a wide, shallow swamp, inhabited by Kuo-Toa and Bullywugs.

	
Sahai'Thalak is said to enjoy the taste of human flesh, and many raids are to capture human and demihuman captives for sacrifice.  Her avatars normally take the form of magically-inclined Kraken of enormous size and power, escorted by several others.  These avatar-kraken are identified by their black, pearl-like eyes, devoid of pupils.

Cult: As stated above, Sahai'Thalak is worshipped primarily by Kuo-Toa in organized cults.  Morkoth and Kraken are also said to revere her, but do so in their own individual ways.  Her temples are usually a short distance underwater, invisible from the shore, but still within sunlight's reach, a circle of standing stones, overgrown with corals, surrounding an altar stone.  More elaborate temples are said to exist deeper within the sea, far away from the sight of humans.  Humans have fallen to the worship of this deity more than once as well.  Many of these groups are 'rewarded' by slowly becoming Kuo-Toa themselves.  

Priesthood: The priesthood of the Kuo-Toa dominate the worship of Sahai'Thalak.  Organized beyond their communities, the priesthood meet independent of the rest of the Kuo-Toa, and plan hunts and such accordingly.

Holy Days: None known.







Ti Xian (Tee See-ON)

Lord of Snakes

Area of Power: Snakes, Reptiles

Alignment: CE

Power: See Below

Home Plane: Prime Material

Symbol: A white crescent turned on its side.

Color: None.

Overview: Ti Xian is the ancient snake god of Selen, worshipped by the Yuan-Ti of prehuman Selen.  He is a greater lord of evil, and appears as a scale-covered man with the head of a snake.  He has six eyes instead of two, and all glow a sickly green color.  His avatars appear as unusually large and intelligent snakes of a variety native to the region, but all have the crescent symbol on their heads.

Cult: Any place where Yuan-Ti are known to live houses a temple to Ti Xian.  Rituals of Ti Xian usually involve gruesome sacrifices, as well as the creation of the Black Cauldron (see below).  Ti Xian has no appreciable cult among humans, and his worshippers consist of lizard men, intelligent snakes and Yuan-Ti.  Worshippers that appear human are most likely Yuan-Ti purebreds.

Priesthood: Humanoid priests of Ti Xian have no set habit, instead, they paint or tattoo the crescent device on their foreheads, and thus are identified as priests of Ti Xian.

Holy Days: The height of summer is the holy time of the cult of Ti Xian. It is during this time that the Yuan-Ti prepare of the Black Cauldron.  The Black Cauldron is an enormous cauldron made from black ‘cold’ iron.  Into this mixture, the venom of several Yuan-Ti are added, then multiple humanoids sacrificed by drowning.  When the vile concoction turns into an ebony black color, the Black Cauldron is ready.  The Black Cauldron is used to create new Yuan-Ti, which are Histachii who have been bathed in the Black Cauldron.  New Yuan-Ti may also be created from lizard men when bathed in the Black Cauldron as well.

	The 25th and 26th years during the grandseason of Faxis under its named month the holiest time of Ti Xian.  During this time, the Winter Cauldron is formed.  This is the same as a Black Cauldron, except that abominations sacrificed to the Winter Cauldron are an attempt to wake Ti Xian from his sleep.  If this occurs, Ti Xian will be able to send physical copies of himself as an avatar, instead of sacred snakes.



The Masks of Gratanoqua



Name		AoC						Align	WAL		Sex

Keseral		Knowledge					N	Knowledge	M

Salandra	Sensuality, Lust, Unrestrained Gratification	CN	Any		F

Vilitar		Death, Insanity					CE	Any Evil	M

Xianzam	Deceit, Betrayal, Murder, Intrigue, Power	NE	Any Evil	M



Keseral (Kess-AH-rhal)

Knowledge Personified

Area of Power: Knowledge

Alignment: N

Home Plane: Prime Material

Symbol: A hand with a myriad of open eyes upon it.

Color: White and gold

Overview: Keseral is the god of knowledge, and is able to always see the truth behind a lie, thus his name.  However, the god is uncaring to whom knowledge is given, nor how it is used.  Libraries and colleges devoted to Keseral tend to be mercenary affairs, dispensing information to whomever is willing to pay, and not caring what information is kept in the library or how it is used.  Keseral is said to appear as a young man whose eyes are always scanning, taking in everything, but never concentrating upon one thing long enough to give away details.  He carries a large bag of books over one shoulder and always draws the book with the proper knowledge needed.  Keseral is a mask of Gratanoqua.

Cult: The temples of Keseral are libraries in large cities.  The priests serve as librarians of his temples.

Priesthood: The priesthood of Keseral is resplendent, dressed in robes of white silk with gold piping.  All priests of Keseral must, of course, be literate in at least one language.  For proper payment, priests of Keseral may never hold back information.  Specialty priests of Keseral must be literate in at least two languages, and may never engage in melee combat, instead casting spells from afar.  Specialty priests must have an intelligence of 15 or greater, and are limited to casting spells from the divination and protection spheres.  However, spells from the divination sphere are cast and memorized as if the priest was two levels over his or her current level.

Holy Days: None.



Salandra (sal-ON-dra)

Mistress of Pleasure

Area of Power: Sensuality, lust, unrestrained gratification

Alignment: CN

Home Plane: Prime Material

Symbol: Hands holding up a chalice which catches an unidentified fluid.

Color: Black

Overview: Salandra appears as a ravishingly attractive half-elf man or woman, dressed in whatever the onlooker desires, but always tends to have one somewhat effeminate aspect about her, even in male form.  She is worshipped by those who are idle and wealthy and attractively vain young people who do not wish to grow old.  She advocates personal gratification, even at the expense of others.  The Gift of Salandra is the transformation of a young person into a vampire, and this gift is granted (willingly or unwillingly) upon those of her worshippers that she sees are particularly worthy of such a gift.  She is a mask of Gratanoqua.

Cult: Worship of Salandra is greatest among the Illistirians and in Pejerre.  Here, dances, feasts and orgies are held in the Houses of Delights.  The temples of Salandra, or Houses of Delight, are opulently furnished, with many rooms offering many delights, including scented baths, feasting and an infinite variety of the pleasures of the flesh and include one-way mirrors and viewing portals for the voyeuristic.

Priesthood:  A Priest of Salandra may wear any sort of clothing, although within temple confines, this tends to minimal and sensual, mostly for the purposes of seduction or the helping of gratification of worshippers.  Specialty priests of Salandra are required to have a Charisma of at least 16, if not greater.  Specialty priests of Salandra are allowed to take whip and flail as weapon proficiencies, and can only cast spells from Charm, Creation and Healing spheres.  Specialty priests may never be married, although they are just as forbidden to be celibate.  Specialty priests earn their living by receiving payment for services rendered.

Holy Days: None.



Vilitar (VILITAR)

Soulstealer

Area of Power: Death, Insanity

Alignment: CE

Home Plane: Prime Material

Symbol: Human skull in superimposed upon two crossed scythes.

Color: Black and white.

Overview: Vilitar is the master of death, flailing blindly at all life.  He cares not how death occurred, nor if it was evil or not, but that it did occur is sufficient for it.  Fear and hatred for this cult of death is widespread and almost universal.  His avatar appears as a mass of arms, joined at the shoulder, each bearing a weapon.  Vilitar is a mask of Gratanoqua.

Cult: Vilitar is worshipped only by the undead, demons and the criminally insane, although many rituals exist to placate this monstrous god, such as during childbirth and winter.  Temples and altars to Vilitar are not common on the Gold Coast, although they exist secretly in many places.

Priesthood: Priests of Vilitar are known as Souleaters.  They wear robes and armor of black with white detailing.  Consisting mostly of the criminally insane, priests of Vilitar are encouraged to kill things at least once a week.  Lay priests of Vilitar cannot cast healing spells, instead only casting the reverse of them.  Unlike most clerics, they cannot turn the undead, although most undead, feeling a kinship with these twisted souls, will not attack them.  On a successful turning check, that number of undead go to the control of the Souleater instead of being turned.  A Souleater can be identified by an advancing sort of gauntness about him.  At first level, this appears as an unnatural aging.  As levels progress, the skin of the priest becomes drier and more brittle.  At fourth level, all hair falls out.  Around ninth level, the skin begins to recede from the bones of the ribcage and skull, showing patches of dry bone underneath.

	Upon reaching 10th level, or any time afterwards, a Souleater may petition to become a specialty priest.  Although most of these applicants are killed, those who make it are transformed into skeletal warriors or swordwraiths.  Occasionally, a particularly "blessed" soulstealer will be transformed into a lich.

Holy Days: Arachnoth and Ozunoth are the holy months of the year, when many things die.  The "Soulgiving," four-week holy period which starts one week into Arachnoth and ends a week before the end of Ozunoth is a period when the priests of Vilitar kidnap young men and women, children and babies for sacrifice to Vilitar.  The young men and women are bled to death, and are transformed into undead.  Children burned to death, with their souls given over to Vilitar to be transformed into poltergeists.  Babies are boiled in water, their skulls becoming holy items for the clerics.  The bodies of the babies are eaten.



Xianzam (Ki-on-zham)

The Four-faced Lord, Many Named Tyrant

Area of Power: Deceit, Beytrayal, Murder, Intrigue, Power

Alignment: NE

Home Plane: Prime Material

Symbol: Seng character for Xianzam.

Color: Green, gold, red

Overview: Xianzam, the four-faced lord of power, is a god originally worshipped in the eastern realms, but whose worship has spread to most of Selen.  Xianzam is said to have four faces on one head: one with european features, another african, another asian and the last being that of an arab.  When a face is turned forward, the body, clothes and skin of Xianzam are said to change to that proper to its culture.  While one face speaks, the others are said to whisper promises and methods of treachery and deceit to the listerner's mind.  In form of the god of power, he represents the gathering of power for power's sake, and the exercise of power for one's personal enjoyment.  However, when no face is turned, and the viewer sees all the faces of Xianzam, it is said that the viewer sees a fifth, hidden face, a blasphemy of black slime and worms oozing from a decayed skull, as Xianzam himself is just a mask of Gratanoqua.  In places beyond eastern realms, is he known by a myriad of different names, sometimes two different names in the same city, as befits the lord of deceit and lies.

Cult: Xianzam is worshipped in the halls of power of many places, secretly, of course.  Those in positions of power frequently build underground sanctuaries to worship this god, with the altars of other gods secretly consecrated to this twisted god.  His symbol, the Seng character for his name, is often magically concealed in the rooms and temples of his worshippers. 

Priesthood: Xianzam has no dedicated priests, only worshippers.  As these worshippers are in positions of power, his congregations are frequently visited by avatars of the god himself.

Holy Days: None.







