Ver 2.0 - 1
Priesthood Descriptions

Aegir (Greater Power of Ysgard, CN)PRIVATE 

Symbol:  Cresting wave

Colors:  Blue, green, silver

Spheres of Influence:  Oceans, Sea Travelers

Priest Kits:  Free Priest

Major Temples:  Baldur's Gate, Hlammach (Impiltur), Dilpur (Impiltur)

Cultural Equivalents:  Arcian (Poseidon), Elvish (Deep Sashelas), Kaelar (Manannan Mac Lir), Suomvar (Ahto), Thorass (Umberlee-f), Turmish (Ulmo)

Requirements:  AB Con 14; AL any (sailors); WP harpoon, javelin, knife, spear; AR leather, studded leather; MaS All, Animal (aquatic animals only), Chaos, Combat, Creation, Elemental (Water), Travelers, Weather; MiS Healing, Protection, Divination; PW 1) free Swimming proficiency, 3) can swim as well as wearing a ring of swimming, free Navigation proficiency, 5) water walk 1/day, shapechange into any naturally-occurring aquatic animal size T to size M and back to normal form at will, up to 1 change per day per 5 levels (rounding down, including changes back to normal form), gaining all movement, attack, and other capa​bil​ities, plus healing 2d6 damage each time shape is changed, 7) water breathing (self only) at will, may shapechange (as above) into aquatic creature up to size L, 9) continuous free action (self only, in water only), may shapechange (as above) into aquatic creature up to size H, summon and control 4d6 mermen (25%), 2d6 dolphins (25%), 1d6 sea lions (25%), or a single orca whale (10%), sperm whale (10%), or dragon turtle (5%) 1/day, in areas where such creatures are normally found, with the creatures appearing within 1d6 rounds (2d6 for whale or dragon turtle) and responding to the priest's spoken commands; TU turn (only vs. aquatic undead); also may command aquatic creatures; MI as priest, plus any item that deals with water or sea creatures.

Code of Conduct:  Prevent exploitation of the sea and its creatures by surface dwellers and other aquatic creatures.  Assist those who work to preserve the sea and its life from despoilers (including rampaging, destructive sea creatures).  Provide guidance for ship travelers, but do not preserve them from the fury of the sea when it strikes them.

*****

Akadi (Demipower of the Elemental Plane of Air, N(CN))

Symbol:  A white cloud

Colors:  White, blue, yellow

Spheres of Influence:  Air, Wind, Weather

Priest Kits:  Free Priest

Major Temples:  none

Cultural Equivalents:  Yan-C-Bin (m-among evil worshipers)

Requirements:  AB Dex 13, Cha 13; AL any; WP bow (any), crossbow (any), dart, javelin, spear, sling; AR chain (elven or magical only), leather, leather brigandine, studded leather; MaS All, Elemental (Air), Weather; MiS Chaos, Divination, Guardian, Healing, Protection, Time, Travelers, Wards; PW 1) +1 to hit with missiles, +2 to saves vs. air-based attacks, feather fall 1/day, all Elemental (Air) spells cast as 1 level lower and take effect at +3 levels, 3) Akadi's comforting breeze at will (as aura of comfort in the form of a swirling breeze about the priest, which also can deflect missile weapons, sub​tracting 1 from rolls to hit the priest with missiles), 5) ignore harmful gases or air-based attacks for one round per level of the priest per day (taken all at once or in one-round increments), gust of wind 1/day; 7) alter normal winds at will, control winds 1/week; 9) +4 to saves vs. air- or gas-based attacks (half damage if fail, none if succeed), summon an 8 HD air elemental 1/week for 1 hour (no chance of loss of control), 15) immune to air- or gas-based attacks; TU yes at -2 levels (nil vs. extra-planar except command air elemental and turn earth elemental creatures at par); MI as priest, plus any item dealing with air, wind, or weather.

Code of Conduct:  Akadi's priests preach the virtue of freedom and openness, resisting restriction on their movements, personalities, beliefs, practices, and habits, and they often struggle against those who would impose such limitations.  They are enemies of bondage and slavery and wanderers of the land, following wherever the shifting winds lead them.  They will rarely establish permanent shrines, usually high up in the mountains or in similar windswept locations, though these shrines are more for visitation than for permanent habitation.

*****

Anthraxus (Demipower of Hades, NE)

Symbol:  Rotting white ram's head superimposed on a red-brown Y-shaped staff, surrounded by a circle of green-yellow worms

Colors:  Green, yellow, brown, rust red, white

Spheres of Influence:  Pestilence, Disease, Decay, Terror

Priest Kits:  Dervish, Free Priest, Orthodox Priest

Cultural Equivalents:  Gnomish (Urdlen), Orcish (Yurtrus), Suomvar (Kiputytto-f), Thorass (Moander)

Requirements:  AB Con 15, Cha 9 or below; AL evil; WP club, dart, scourge, scythe, sickle, staff, whip; AR leather, hide, studded leather, studded hide; MaS All, Charm, Healing7 (reversed only above 3rd level), Necro​man​tic6 (reversed only), Plant; MiS Darkness, Guardian, Protec​tion, Wards, Weather; PW 1) immune to fear and to any and all magical or mundane diseases or parasitic infestations (including yellow mold, green slime, and the like), but the priest takes on a rotting, festering appearance that increases in horror as he or she gains levels, reducing his or her Charisma by 1 for each level above first; when it reaches -1 or lower, creatures with hit dice or levels equal to or less than the priest's negative Charisma must save vs. poison on seeing the priest (and save again if they come within 1'/lvl and smell the priest) or be forced to flee in fear until the priest is out of sight and for 1d4 rounds thereafter or stricken with nausea (as the stinking cloud spell), with a 50% chance for either, and will suffer a -2 penalty to all die rolls when within 1'/lvl due to the horrid stench of death and decay, cause disease by touch 1/week per 5 levels (rounding up), lay on hands (as a paladin, but may only inflict damage) for 2 points of damage per level, 1/day, 3) spit bile of Anthraxus (10 yd range, successful roll to hit requires save vs. poison or body part hit swells up with brief superinfection for 1d4+1 rounds and is rendered useless (roll 1d8:  1 = head (uncon​scious), 2-4 = body (paralyzed), 5 = weapon arm (no attacks), 6 = shield arm (no shield bonus), 7-8 = leg (move halved, no Dexterity bonuses)) 1/day per three levels (rounding down), 5) immune to plant poison, +2 to saves vs. other poisons, stinking cloud or contagion 1/day, 7) immune to poison gas, touch of Anthraxus 1/day (as cause disease with both fatal and debilitating effects, affecting one ability score (at random) for every two levels of the caster above 6th (round up)), 9) cloud​kill 1/day, presence of Anthraxus (10' r. aura equal to a fear spell for all who do not worship Anthraxus and as a bless spell for all who do, lasting 1 round per level) 1/day, 12) breath of Anthraxus 1/week (effects identical to dust of sneezing and choking), 15) immune to poison, Anthraxus' unholy gout 1/day (the priest vomits forth a cone of reeking bile and corruption 1' x 30' x 10', all in the area of effect must make three saves vs. poison; if the first is failed, the creature dissolves into a pool of fetid slime which then evaporates (treat as disin​tegrate), if the second fails, a random limb is withered, and if the third fails the target is stricken as a cause disease spell with both fatal and debilitating effects, affecting all of the target's ability scores; all exposed items must save vs. acid (or disintegrate if the first save was failed) or be destroyed); TU nil, except for undead that originally died of disease or are capable of inflicting a disease, and then may command; MI as priest, plus any item involving disease, rotting, withering, or fear.

Code of Conduct:  Priests of Anthraxus are shunned and even hunted in most civilized areas, though they are held in considerable reverence in humanoid clans for their powers.  They sometimes wear pale white gloves made from human, demi-human, or goblinoid creatures that they have killed.  Armor that they wear is some​times covered in sheets of the same material.  They plead with their deity when their community is stricken with plague or dis​ease, but they also work to further their deity's evil ends by spreading disease, decay, and death wherever they go.  They may afflict unwary vic​tims with crip​pling afflictions and transport plague-ridden vermin to peaceful, contented areas.  They harvest the festering slime from decayed corpses, greasing the doorknobs and tools of innocents with sickening corruption.  These evil priests delight in bringing misery and despair to healthy and joyous communities.

*****

Araw (Lesser Power of the Beastlands, CN(CG))

Symbol:  Wolf's head

Colors:  Green, brown, red, gray, silver

Spheres of Influence:  Archery, Hunting

Priest Kits:  Champion, Free Priest

Major Temples:  

Cultural Equivalents:  Elvish (Solonor Thelandira), Kaelar (Cerunnos), Nar (Ull), Turmish (Aldaron)

Requirements:  AB Str 13, Wis 12, Dex 13, Con 10; AL any non-evil; WP bow (any-must take one at 1st level), dagger, knife, spear; AR hide, leather, studded hide, studded leather; MaS All, Animal7, Combat, Nature, Travelers7, Weather; MiS Creation, Guardian, Healing, Plant, Protection; PW 1) free Hunting proficiency at +2, free Tracking profi​ciency (with no penalty), +1 to hit & -1 speed factor with any bow for every six levels (round up), Hide in Shadows and Move Silently at 10% per level (halved if indoors or underground), 4) pass without trace and speak with animals 1/day per four levels (round down), iden​tify natural animals, 95% chance of success, +1 to hit with spear, 8) immune to charm spells cast by woodland creatures (as a druid), pass through dense plant growth with no penalty and leaving no detectable trail (as druid), ignore entangle spells, 12) pass without trace at will, speak with animals at will, +1 bonus to Dex or Con, +2 to hit with spear; TU no; MI as priest, plus any item dealing with archery or hunting.

Code of Conduct:  Araw's priests must maintain a natural balance of hunting and culling in wild places, and also the integrity of wilderness in nature.  They must fight against poachers and those who over-hunt regions, though they are not opposed to sport hunting or trapping for skins, so long as the wild stock is not depleted.  They are hunters and providers in far-flung rural communities, and are rugged individualists, work​ing to protect the rights and freedoms of indi​viduals (especially those who dwell in rural or wilderness areas).

*****

Asmodeus (Intermediate Power of Baator, LE)

Symbol:  Black hand in a red circle with a black border

Colors:  Black, red

Spheres of Influence:  Tyranny, Oppression, Intrigue

Priest Kits:  Crusader (Knight only), Diplomat, Orthodox Priest, Scholar, Zealot

Major Temples:  Bezantur (Thay), Eltabbar (Thay), Mulmaster, Pyarados (Thay), Surthay (Thay), Tyraturos (Thay), Zhentil Keep

Cultural Equivalents:  Suomvar (Hiisi), Thorass (Bane), Turmish (Melkor)

Requirements:  AB Int 14, Wis 14; AL le, ne; WP jave​lin (1st), knife (any), mace (any), scourge, staff (1st); AR any; MaS All, Charm, Divination, Guardian, Protec​tion, Summoning, Necromantic, Thought; MiS Combat, Darkness, Heal​ing; PW 1) friends 1/day, +2 to saves vs. mind-affecting attacks, +2 to reactions with other lawful evil creatures, 3) command or forget 1/day, 5) charm person or sug​ges​tion 1/day, 7) emotion control or magic jar 1/day, 9) +1 Charisma, symbol of persuasion 1/week, 12) perma​nent protection from good; TU command; MI as priest.

Code of Conduct:  Priests of Asmodeus must be cruel, rigidly disciplined, and must always work to infiltrate and undermine the efforts of the forces of good.  Though they preach the unquestioned superiority of their deity and their faith, they must work to minimize conflicts between lawful evil forces and to unify their efforts, often by focusing attention and efforts against external targets.  They enforce rule by force and fear when necessary, but also have ample talent in ingratiating themselves with others, so as to better mediate disputes and reach common goals.

*****

Azuth (The High One, The Piercer of Veils, Demipower of Arcadia, LN)

Symbol:  White hand with index finger upraised and surrounded by blue aura, on gray circle (white circle if high priest)

Colors:  Gray, white, blue

Spheres of Influence:  Magic, Energy

Priest Kits:  Free Priest, Orthodox Priest, Scholar, Seer

Major Temples:  Bezantur (Thay), Cimbar (Chessenta), Eltabbar (Thay), Mordulkin (Chessenta), Mulmaster, Saerloon (Sembia), Skuld (Mulhorand)

Cultural Equivalents:  Kaelar (Math)

Requirements:  AB Int 13, Wis 14; AL lawful; WP knife (any), sling, staff, staff-sling; AR leather, leather brigandine, padded; MaS All, Combat, Divination6, Law7, Protection; MiS Astral, Guardian, Healing, Sun, Thought, Time; PW 1) must take Spellcraft proficiency, +1 bonus per 5 lvls (rounding up) to all saves vs. mind-affecting attacks and wild magic, all Law spells take effect at +2 levels, all spells and granted powers (but not magical items) work normally in wild magic areas (this does not make the priest immune to wild magic), sum​mon the hand of Azuth 1/day (range 10 yds/lvl, acts as wand of negation with 5% chance per level of the priest to negate desired item function; if power works, glowing blue human hand appears and grasps item; power con​tinues for as long as the priest concentrates on it), 3) augury or detect invisibility 1/day, 5) read magic or wizard sight 1/day, 7) divination or detect illusion 1/day, 9) summon the eye of Azuth (combina​tion wizard eye and true seeing) 1/day, 1 rd/lvl, 12) wizard sight at will, 15) invoke the doom of Azuth 1/day (touch wizard spell casting victim (consider only non-magical AC factors) and force save vs. death magic (lawful save at +2, neutral at par, chaotic at -2, wild mages at -4), with only other modifier to save being the differ​ence in level between priest and victim:  if save, no effect; if fail lose spellcasting ability for one hour per level of priest above 14th; if fail by 5+, lose spellcasting ability for one day per level above 14th; if roll modified 1 or lower, lose spell​casting ability permanently unless wish or restoration used to restore powers; if used against an item or magic​al effect, treat as a rod of cancellation; if save succeeds, cannot affect target until have gone up a level); TU no; MI as priest and wizard, and may use wizard scrolls at 5th level and above.

Code of Conduct:  Prevent wild, profligate, and indis​criminate use of magic, working especially against wild mages and their reckless experiments and the ridiculous priests of the Zagyg the Mad.  Support policies to regu​late and control magic, both its casting and the distri​bution and availability of enchanted items.  Work to restore wild-magic and magic-dead areas, so that magic can again function as it is supposed to there.  Conduct yourself with reserve and confidence, setting, pursuing, and achieving long-term goals.  Counter the efforts of ignorant folk who mistrust magic and its users, and use the powers of magic to support and reinforce stability, constancy, and order.  Assist lawful wizards in their researches and efforts to organize, supervise, and control the use of magic.  Strive against those who use magic to deceive the unwary or to hide the harsh light of the truth.

*****

Boccob (The Uncaring, Greater Power of Concordant Opposition, N)

Symbol:  Purple eye within a gold five-pointed star

Colors:  Purple, gold

Spheres of Influence:  Magic

Priest Kits:  Free Priest, Orthodox Priest, Scholar, Seer

Major Temples:  Bezantur (Thay), Eltabbar (Thay), Gheldaneth (Mulhorand), Pantarn (Impiltur), Saerloon (Sembia)

Cultural Equivalents:  Kaelar (Dagda), Mulhorandi (Thoth), Ruathlek (Tholaunt), Untheric (Thalatos)

Requirements:  AB Int 14, Wis 12; AL cn, ln, n, ne, ng; WP knife (any), sling, staff, staff sling; AR leather, leather brigandine, padded; MaS All, Astral, Creation, Divination, Summoning, Thought, Time; MiS Guardian, Healing, Protection, Wards; PW 1) free Spellcraft profi​ciency at +1/3 lvls (round up), +2 to all saves vs. magic, detect magic 1/day per five levels (rounding up), all spells and granted powers (though not magical items) work normally in wild magic and magic-dead areas (note that this does include the area of effect of an anti-magic shell or similar effect, but not to wild magic spells cast directly at the priest), and may cast wizard Metamagic spells (e.g., extension I) as priest spells of equal level, 3) comprehend languages, read magic, or wizard sight 1/day, 6) identify 1/day, 9) contact other plane 1/day; TU no; MI all priest and wizard items, including wizard scrolls if 3rd level or higher.

Code of Conduct:  Boccob's priests are expected to be grave, serious folk devoted to the pursuit of knowledge.  They must adventure to recover lost magical treasures, tomes of lore, and the like, and must research magic and assist wizards in their researches and efforts.  They must also work to counter the efforts of those ignorant souls who distrust magic and its users whenever possible.

*****

Brigit (Firehair, Lesser Power of the Beastlands, CG(NG))

Symbol:  Golden human figure surrounded by red flame

Colors:  Red, gold

Spheres of Influence:  Beauty, Love, Poetry, Fire, Youth

Priest Kits:  Deathslayer, Dervish, Diplomat, Free Priest

Major Temples:  Daerlun (Sembia), Ordulin (Sembia), Selgaunt (Sembia)

Cultural Equivalents:  Arcian (Aphrodite), Elvish (Hanali Celanil), Nar (Balder-m, Freyja), Ruathlek (Isharia*), Thorass (Sune Firehair), Mulhorandi (Isis*), Turmish (Vana), Untheric (Ishtar*)

Requirements:  AB Cha 13; AL any non-evil; WP bow (any), mace (any), net, sling, staff; AR leather; MaS All, Charm7, Elemental (Fire)7, Healing, Protection, Sun; MiS Combat, Creation, Guardian, Music, Weather; PW endure heat 1/day, charm person (member of oppo​site sex and same race only, but with penalty to save equal to half priest's Charisma Reaction Adjustment (rounded up)) 1/day, 4) +4 to saves vs. magical aging, rotting, withering, or disease (or unmodified save vs. poison if no save normally allowed), and such attacks or any form of Charisma loss will not affect the charac​ter's appearance--normal effects are still suffered, but the character's beauty is not marred, though he or she will be aware that he or she is not well, charm person or mammal (save modified as above) 1/day, 7) Cha raised to 16 (+1 if already 16+), permanent endure heat, 10) turn any melee weapon into a flametongue for 1 turn, 1/day, with addi​tional +2 bonus to hit with it, can brew a philter of love 1/week, symbol of persuasion 1/week, 15) permanent sanctuary spell with respect to humanoid creatures of the opposite sex; TU turn at -2 levels, MI as priest, plus any item involving love, charming, or fire.

Code of Conduct:  Brigit's priests preside over mar​riages and rite of passage ceremonies for the young (especially in elven societies).  They must cultivate fine gardens, amass personal (or temple-based) collections of gems, crystal sculptures, and the like.  They must always be finely dressed.  There is no requirement for marriage (despite their presiding over marriage ceremonies), since love, not marriage, is Brigit's chief concern.  They must always give shelter and succor to young lovers.  A fire must be continually lit in any temple of Brigit, to represent the heat of passion and love and to shed light on the beauty of the church and its people, as well as to guide young lovers to its safety.  As Brigit also has a minor aspect as a patron of heroes, her church must always be willing to offer what aid and comfort that can be rendered to heroes questing for good.  They must always attempt to protect and preserve objects and creatures of great beauty (save those which are evil), and should avenge the destruction of beauty whenever possible.

*****

Chauntea (Greater Power of the Beastlands, N(NG))

Symbol:  Upright rose in a gold or brown circle

Colors:  Brown, green, gold, rose pink

Spheres of Influence:  Agriculture, Plants, Flowers, Nature

Priest Kits:  Free Priest, Orthodox Priest

Major Temples:  Heliogabalus (Damara), Hillsfar, Lyrabar (Impiltur), Shadowdale, Shussel (Unther) Voonlar

Cultural Equivalents:  Arcian (Demeter), Halfling (Sheela Peroryl), Kaelar (Danaan*), Mulhorandi (Osiris*-m), Ruathlek (Osriant*-m), Turmish (Yavanna), Untheric (Ishtar*)

Requirements:  AB Wis 13, Con 13; AL any non-evil; WP club, dart, flail (any non-spiked), sling, staff, staff sling; AR chain or lighter; MaS All, Creation, Healing, Plant, Sun, Weather; MiS Charm, Divination, Elemental (Air, Earth, Water), Protection; PW 1) speak with plants 1/day, Plant spells cast as one level lower and take effect at +2 lvls, 3) identify pure water and natural plants, 95% chance of success, goodberry or nectar 1/day per 3 lvls (rounding down), 5) entangle 1/day per 5 lvls (rounding down), unaffected by entangle, 7) plant growth 1/day, Creation spells take effect at +2 lvls, 9) speak with plants at will; TU yes, at -3 levels; MI as priest, plus any item dealing with plants.

Code of Conduct:  Priests of Chauntea are concerned with both nature and agriculture, and especially with keeping an appropriate balance between cultivation of fertile lands and the need to preserve some areas wild and in their pristine natural state.  They are the major celebrants at seed-sowing and harvest festivals.  They must ensure the integrity of the farmland in their area at all times.

*****

Crom (Lord of Battles, Greater Power of Ysgard, CN)

Symbol:  Upraised sword held in a spiked gauntlet

Colors:  Red, gray, silver, black

Spheres of Influence:  Strength, Warfare, Glory, Battle Fury, Athletics

Priest Kits:  Crusader (Champion only), Dervish, Free Priest

Major Temples:  Akanax (Chessenta), Hillsfar, Mulmaster, Tantras

Cultural Equivalents:  Kaelar (Morrigan), Mulhorandi (Anhur), Orcish (Baghtru), Thorass (Tempus), Turmish (Tulkas)

Requirements:  AB Str 16, Con 15, Int 15 (maximum); AL non-lawful; WP any melee weapon; AR any; MaS All, Charm, Combat, Healing, Protection, Travelers, War, Wards; MiS Chaos, Creation, Divination; PW 1) +2 to saves vs. fear or negative emotion-affecting magic, select 'chosen weapon' at 1st level, gain +1 to hit and damage and multiple attacks as a fighter two levels lower, incite berserker rage once per day on self and up to one other person per level of experience, lasting 1d10 rds + 1 rd/lvl and granting a +2 bonus to attack rolls, damage, and all saving throws, but those affected must attack in melee for the full duration, and if there are no enemies within melee range, they must attack the near​est crea​ture (even friends) or suffer 1d4 points of damage each round from the strain of holding back unless knocked unconscious, 3) strength 1/day (allows excep​tional strength scores for non-warriors, double duration if cast on worshiper of Crom), 5) im​mune to strength-reducing magic or attacks (e.g., ray of enfeeblement, strength drain by undead shadows), if fail save vs. fear or negative emotion-affecting magic, acts instead as an emotion (rage) spell, 7) +2 to saves vs. magic from lawful casters, +1 to hit and damage vs. lawful spellcasters, can automatically deter​mine the magical bonus (if any) of any magical weapon that he or she is proficient with by handling it for one round, 9) Strength score improved to 18 and exceptional strength roll allowed, 12) strength 1/day (as at 3rd level) affecting 1d4+1 creatures; TU no; MI as priest or warrior.  Note that priests of Crom must memorize at least one spell from either the Combat or War sphere, not necessarily one of each.

Code of Conduct:  Priests of Crom view battle as the only true test of worthiness and seek opportunities to make war whenever possible.  They will organize cru​sades and incite battles whenever possible, especially against highly rigid lawful societies and societies dominated by physically weak and cowardly politicians, bureaucrats, and magic-wielders.  They have been known at times to incite riots and pick fights just for the chance to display their battle prowess and attempt to show others the glory of the true path.  Priests of Crom do appreciate the value of athletics and love the sight of a good fight or contest whenever they can get it, and they are often promoters of boxing, wrestling, and general melee tournaments and gladitorial games (sometimes holding such events in secret in areas where such activities are frowned upon), leaving the niceties of archery, jousting lists, and the like to the pampered, effete dandies who lack the stomach to risk shedding some of their own blood as well as that of their oppo​nents.  Priests of Crom must always maintain themselves in readiness for war, and they will do their best to pressure the nations and leaders where they maintain a presence to keep a strong military force ever in readiness for incipient war.  Priests of Crom will always wear the heaviest (i.e., best base Armor Class) armor they can afford, preferring full plate (especially spiked full plate) even over magical armor.

*****

Cyric (the Dark Sun, Prince of Lies, Intermediate Power of Pandemonium, CE)

Symbol:  White skull within a black sunburst

Colors:  Black, white

Spheres of Influence:  Lies, Betrayal, Madness, Bad Luck, Disaster

Priest Kits:  Diplomat, Free Priest

Major Temples:  Zhentil Keep

Cultural Equivalents:  Thorass (Beshaba-f)

Requirements:  AB Int 13, Dex 13; AL ne, ce, cn; WP bow (short), dagger, dart, knife, staff, sword (short, scimitar, two-handed); AR chain or lighter (no shield); MaS All, Chaos, Charm, Darkness, Necromantic, Sum​moning; MiS Guardian, Healing, Protection, Thought; PW 1) immune to emotion-affecting magic, +2 to saves vs. any attacks by lawful creatures, +2 to saves vs. illusions and divinations, 3) change self, non-detection, misdirection, or delude 1/day, 5) force an opponent to reroll any single die roll (e.g., attack roll, saving throw) 1/day per 5 lvls (round down), gain Back​stab ability as a thief four levels lower, 7) silver tongue at will, cause insanity 1/day, 9) continuous mis​direction on self, 12) change self at will, 15) feeblemind or chaos 1/day; TU command at -2 levels; MI as priest, plus any item that conceals truth.

Code of Conduct:  Cyric's priests are highly unpredictable.  Many are priest-thieves and priest-assassins.  They always work to oppose settled interests of all sorts, delighting in upsetting the rule of law and goodness and bringing low the powerful, especially if it gains power and prestige for the cult of Cyric.  In general, they exist to cause mayhem, confusion, and destruction, seeking to break down existing power structures and achieve a paramount position of power for themselves.  When in control, Cyric's priesthood makes a great show of tolerance and benevolence, all the while brutally repressing all other cults and interests, ruling through fear, suspicion, distrust, and strength.

*****

Danae (Our Lady of Joy, Demipower of Arvandor, CG)

Symbol:  Three six-pointed yellow stars, arranged in a triangle

Colors:  Yellow, red, orange

Spheres of Influence:  Joy, Happiness, Dancing

Priest Kits:  Free Priest

Major Temples:  Hillsfar, Ordulin (Sembia), Selgaunt (Sembia), Yhaunn (Sembia)

Cultural Equivalents:  Thorass (Lliira), Turmish (Ilmorien-m)

Requirements:  AB Wis 13, Dex 13, Cha 13; AL any non-evil; WP aklys, bolas, lasso, mancatcher, net, sap, sling, whip; AR leather; MaS All, Charm7, Creation, Healing, Music6; MiS Chaos, Divin​a​tion, Nature, Protec​tion, Sun, Weather; PW 1) +2 to hit if attacking to subdue, in weaponless combat, or with any of the above weapons, free Dancing proficiency at +1 per 3 lvls (rounding up), +2 bonus to saves vs. emotion-affecting magic, may utter a soothing word 1/day, which has a 50% + 5%/level chance to remove fear or other harmful emotion-affecting magic within 20' of the priest, and which also grants a +2 bonus to initial reactions with others, 3) jesting ability as a Jester two levels lower, 5) emotion control (courage, friendship, happiness, or hope only) 1/day per 3 lvls (rounding up), free Tumbling proficiency (and may combine parry​ing with AC benefit from Tumbling), 7) immune to negative emotion-affect​ing magic, 9) Otto's irresistible dance 1/day; TU yes; MI as priest, plus any emotion-influencing items.

Code of Conduct:  Priests of Danae are often called Joybringers, and their goals always lead to brightening the mood of everyone around them, even if they don't particularly want their mood brightened.  They are relentlessly cheerful, happy to a fault, and can interpret virtually any event as good cause for celebration.  They should assist the oppressed and miserable whenever possible, giving freely of wealth and retaining only enough to support themselves in comfortable fashion.  They avoid conflict and strife whenever possible, especially physical combat, and a priest of Danae who inflicts physical damage on another living creature (excluding extra-planar creatures) immediately loses all granted powers until he or she can spend a full day engaged in meditation and absolution, followed of course by a big party.

*****

Deneir (Demipower of Elysium, NG)

Symbol:  Golden eye with pyramid pupil, surmounted by a white candle

Colors:  White, tan, gold

Spheres of Influence:  Literature, Art, Writing

Priest Kits:  Diplomat, Free Priest, Orthodox Priest, Scholar, Seer

Cultural Equivalents:  Mulhorandi (Thoth*)

Requirements:  AB Int 15, Wis 15; AL any non-evil; WP any one-handed blunt, plus staff (1st); AR chain or lighter; MaS All, Divination6, Guardian7, Thought, Trav​elers; MiS Charm, Creation, Healing, Music, Protection, Sun; PW 1) +4 to saves vs. any written or visual magical effects (other than blinding; e.g., hypnotic pattern, fire charm), with unmodified save even if no save normally allowed, including vs. cursed scrolls, explosive runes, glyph of warding, symbol, magical tomes of the wrong type, etc., free Reading/Writing proficiency at +1 per 2 lvls, which applies to all Modern and Ancient Languages known by the character (i.e., if slots are spent to become fluent, the character will automatically also become literate in that tongue without needing to spend addi​tional slots), 3) copy (Wiz 1) or comprehend languages 1/day, free Artistic Ability (of any one type) profi​cien​cy, plus another type at every level divisible by 3, 5) identify writings of any sort (magical or mundane) with two Int checks--if one suc​ceeds, the priest determines the language (if any) and general nature of the writer; if both succeed, the general meaning or nature of the rune or writing is also learned; this ability can also be used on any artwork of a type in which the priest has Artistic Ability (e.g., painting, sculpture), substituting a proficiency check for the first Int check (this can detect creatures masquerading as statues, etc.), 7) read magic 1/day, and may use wizard scrolls that have been so read, 9) inscribe at will, and writing of any type (including magical scrolls) takes only half normal time, 12) may use any written magical item (including all scrolls, without needing read magic), regardless of class restrictions (though a book that increased a fighter's level, for example, would be useless); TU yes at -2; MI as priest (also see PW).

Code of Conduct:  Priests of Deneir always attempt to spread literature, art, and culture wherever they go, instilling an appreciation for such things in people from all walks of life.  They seek to spread the gift of literacy to as many as they can reach, and all priests of Deneir take a special vow of charity that they will serve as scribes for those who are unable to read and write, charging only what the client is able to pay.  They love to acquire information, especially about literature and art from other cultures, and their information-gathering net​work of priests, scribes, scholars, and correspondents provides them with access to a significant amount of information that is otherwise sensitive, dangerous, or even lucrative, for those who wish certain secrets to be kept.  Such secrets are held in sacred trust by the church of Deneir, though others within the church can often access such information if their need is great.

*****

Eldath (Mistress of Singing Waters, Demipower of Elysium, NG)

Symbol:  Blue waterfall on green circle

Colors:  Blue, green

Spheres of Influence:  Peace, Tranquility, Waterfalls

Priest Kits:  Diplomat, Free Priest, Seer

Major Temples:  Heliogabalus (Damara)

Cultural Equivalents:  Turmish (Uinen)

Requirements:  AB Wis 14, Cha 13; AL any non-evil; WP aklys, bolas, lasso, net, sap, sling, staff, whip; AR none; MaS All, Charm, Elemental (Water)7, Healing6, Protec​tion; MiS Animal, Divination, Music, Plant, Sun, Thought; PW 1) calm or remove fear 1/day, sanctuary 1/day, gain bonus of +1d6 to AC when parrying, but this bonus is lost for the remainder of the battle if the priest attacks, 3) sleep 1/day per 3 lvls (rounding down), 5) silence 15' radius 1/day per 5 lvls (rounding down), 10) water breathing (self only) at will, bonus to parrying increases to +2d6, 15) continuous sanctuary spell in effect on priest, with -4 penalty to save (if fail save, affected as per calm; TU yes; MI as priest, but will not use items or those effects of items that cause physical harm to others.

Code of Conduct:  Priests of Eldath may not fight unless he or she (or those under his or her protection) is under attack.  They may not initiate attacks, ambushes, or charges.  When forced into combat, they must use attack forms which incapacitate rather than kill whenever possible.  Otherwise, they must attempt to spread peace and understanding and to quell violence, fear, and hatred whenever possible.

*****

Geryon (The Beastlord, Demipower of Baator, LE)

Symbol:  Black bull's head with red eyes

Colors:  Brown, black, red

Spheres of Influence:  Wild Beasts, Predators, Hunting, Wrestling

Priest Kits:  Crusader (Champion only), Free Priest

Major Temples:  Pyarados (Thay), Zhentil Keep

Cultural Equivalents:  Thorass (Malar)

Requirements:  AB Str 13, Dex 13, Con 13; AL non-good; WP any that inflicts maximum damage of 6 points or more vs. all opponents; AR hide, leather, studded hide, studded leather; MaS All, Animal7, Combat6, Nature, Travelers; MiS Charm, Darkness, Guardian, Healing, Protection, Weather; PW 1) free Hunting proficiency at +2, with +1 bonus per two levels after 1st, pass without trace 1/day, free Wrestling specializa​tion, increasing by one level at 5th, 10th, and 15th levels, Hide in Shadows and Move Silently thieving abili​ties gained at base scores (plus modifiers), increasing by 5 each level, 3) free Animal Lore proficiency (or +2 bonus if already possessed), pass through overgrown areas (thick thorn bushes, tangled vines, briar patches, entangle spells, but not a wall of thorns, etc.) at normal movement rate and without leaving a trail, strength 1/day (allows exceptional strength scores for non-warriors, double duration if cast on worshiper of Geryon), 5) free Tracking proficiency (or +2 bonus if already possessed), pass without trace at will, 7) immune to fear and strength-reducing magic or attacks (e.g., ray of enfeeblement, strength drain by undead shadows), im​mune to charm spells cast by druids and any woodland creatures, 9) every time a creature is killed in actual combat by the priest (with the priest inflicting at least 50 percent of the damage to the creature), the priest is healed immediately of 1 hit point per hit die of the slain creature (doubled if killed by wrestling or at the conclusion of a hunt), shape change up to 1/day per five levels (rounding up) into the form of any naturally-occurring predatory animal of up to size L, can maintain animal form for as long as desired, but 5% (non-cumulative) chance per hour spent in animal form to forget own identity and take on mental patterns of animal (the priest can be restored to his or her own form by force shapechange, polymorph other, remove curse, or similar magic, though dispel magic will be ineffective), healing 1d12 points of damage (if the priest has any damage) when converting from humanoid to animal form, 12) strength 1/day (as at 3rd level), but can affect 1d4+1 creatures; TU no; MI as priest or any item deal​ing with strength, animals, or hunting.

Code of Conduct:  Priests of Geryon must strive to protect predators from bounties and poaching, though hunting for subsistence is always acceptable, as is being hunted by other hunters.  They must always enforce the right of the predator to its prey.  They must at all times undergo strenuous physical regimes of training, and must train new young worshippers in the same way.  They must engage in tests of their hunting skill at every opportunity, always seeking more and more challenging prey.  They must never spare the weak from destruction by the strong, upholding the natural order of power. 

*****

Gond (Wonderbringer, Demipower of Concordant Opposition, N)

Symbol:  Toothed gear

Colors:  Yellow, red, gray, black

Spheres of Influence:  Invention, Technology, Science, Craft, Construction

Priest Kits:  Free Priest, Scholar

Cultural Equivalents:  Durpari (Tvashtri), Gnomish (Nebulun the Meddler)

Requirements:  AB Int 14, Wis 14, Dex 14; AL any; WP aklys, axe (hatchet), chain, crossbow (any), dagger/ knife (any), dart, firearms (any-must take one at 1st), hammer (mallet), lasso; AR any (no shield); MaS All, Combat, Creation7, Divination, Elemental (Earth)6; MiS Elemental (Fire), Guardian, Healing, Protection, Sun, Travelers; PW 1) Find/Remove Traps (mechanical only) and Open Locks thieving abilities at base scores +10 per level, +2 bonus to the following proficiencies:  Anatomy, Artistic Ability, Armorer, Blacksmithing, Boat Building, Carpen​try, Clockwork Creation, Craft Instrument, Engineer-Artillerist, Engineering, Fortification, Glassblowing, Metallurgy, Metalworking, Mining, Pottery, Rope Use, Stonemasonry, Surgery, Weapon Improvisation, Weaponsmithing, 3) detect secret doors if passing within 10' on 1 in 6, increasing by 1 per 3 levels (rounding down), concealed doors detected at double normal chance, 5) analytical mind ability as Riddlemaster 4 levels lower, when using firearms may attack creatures needing magical weapons to hit without penalty, 7) if fail Find/ Remove Traps or Open Locks roll, may make sec​ond at​tempt at half nor​mal chance of success, determine quality of workmanship (including whether enchanted) or market value of any manufactured item with success​ful Wisdom check (takes 1d10 rds; if fail check, assessment off ±10% for every point check failed by), 9) never misfire with any firearms or artillery, may success​fully at​tack an animated creature or con​struct (e.g., skeleton, zombie, golem, copper auto​maton) with any type of weapon and inflict full normal damage, when attempting to destroy an item or struc​ture, can apply -3 penalty to item saving throw or save vs. siege engine attack; TU nil (but may command golems and other animated constructs, plus animated objects or items (in this case, the command attempt is against the level of the animator)); MI as priest, plus any item dealing with building, crafts, or technology.

Code of Conduct:  Gondsmen (of any sex or race) must spread the marvels and wonders of technology to the far corners of the world and must encourage others to see the path of science and invention as the path to true enlightenment and the betterment of the world, allowing the world and the people in it to function more effi​ciently.  They revere the scientific method of experi​mentation and testing, and they preach that technologi​cal progress and advances are always good.  They rarely question whether a new technological or scientific idea or breakthrough should be pursued; that it is believed possible is reason enough to try it.  While they do not disdain magic, the seek to establish a balance wherein technology and science are viewed as equals with magic and mysticism.  Personal invention and experimentation is encouraged whenever possible, and any Gondsman dis​covering new (or ancient) technology is bound by the faith to bring knowledge of it to his or her fellows in the priesthood as soon as possible, so that it may be properly examined, tested, and assimilated into the body of technological knowledge held by the church.  Wor​ship of Gond is the state religion in Lantan, and he looks with special favor upon that people due to their treatment of him during the Time of Troubles.

*****

Grumbar (Demipower of the Elemental Plane of Earth, N)

Symbol:  A clenched brown fist

Colors:  Brown, gray, black, green

Spheres of Influence:  Earth, Stone

Priest Kits:  Free Priest

Major Temples:  none

Cultural Equivalents:  Ogremoch (among evil worshipers)

Requirements:  AB Str 13, Con 13; AL any; WP any stone, metal, or wood; AR any metal or wood; MaS All, Elemental (Earth), Plant; MiS Animal, Creation, Div​ination, Guardian, Healing, Law, Necromantic, Protec​tion; PW 1) +2 to saves vs. petrification and earth- or metal-based attacks, Elemental (Earth) spells cast as one level lower and take effect at +3 levels, pass without trace at will (only if walking barefoot on stone, earth, sand, or mud), 3) Grumbar's encasement 1/day (bury self beneath loose earth, sand, or soil for up to eight hours without harm, regaining 1 hit point per hour spent encased and being able to cast spells without somatic components; can hear but not see what is occurring above ground), 5) ignore the presence of earth (including mud, sand, dust, etc.), stone, or metal for 1 rd per lvl per day (rounds need not be contiguous; if struck with a magical metal or stone weapon, damage equal to the magical bonus will be suffered; if used to walk through stone or earth, he or she has perfect directional sense and will never sink or drift off of his or her intended course), meld into stone 1/day, 7) move sand at will, dig or stone shape 1/day, 9) +4 to saves vs. stone-, earth-, or metal-based attacks (half damage if fail (or from stone or metal weapons), none if succeed), summon an 8 HD earth elemental 1/week for 1 hour (no chance of loss of control), 15) immune to stone-, earth-, or metal-based attacks (including weapon attacks, except as noted above); TU yes at -2 levels (nil vs. extra-planar except command earth elemental and turn air elemental creatures at par); MI as priest, plus any item dealing with earth, stone, or metal.

Code of Conduct:  Priests of Grumbar preach reverence for the earth and its bounty as the foundation of all that is and respect and wise and judicious use of the resources that it provides.  They teach that every living thing must eventually die and return to the earth, and that death supports new life.  They battle against those who pillage the earth and spread knowledge of proper management of the earth, including agriculture, mining, smelting, and working and crafting in wood, metal, gems, and stone.  They teach a love and tender care for the beauty and stability inherent in these materials.  In all of their preaching about the earth and using it wisely, they encourage methods that leave behind the least destruc​tion possible and rechanneling as much as possible back into the earth.  Priests of Grumbar tend to be sedate, stable, and well-balanced, seeking to preserve the balance of forces upon the earth.  They frequently ally them​selves with druids in situations where natural resources must be protected and safeguarded, but they side just as often with the forces of civilization in maxi​mizing the output of the land's bounty without destroying its abil​ity to provide.

*****

Hecate (The Maiden of Pain, Demipower of Gehenna, NE)

Symbol:  Nine-tailed barbed whip

Colors:  Black, red

Spheres of Influence:  Magic, Pain

Priest Kits:  Dervish, Free Priest, Orthodox Priest, Scholar, Seer

Major Temples:  Bezantur (Thay), Calaunt, Firetrees (Unther), Mulmaster, Westgate, Zhentil Keep

Cultural Equivalents:  Thorass (Loviatar), Suomvar (Tuonetar), Turmish (Gorthaur-m), Untheric (Tiamat)

Requirements:  AB Int 13, Cha 13, Wis 12; AL any non-good; WP dagger/knife (any), dart, gaff/hook, scourge (1st), sickle, staff, whip; AR leather, leather brigandine; MaS All, Charm, Healing6, Necromantic, Summoning7, MiS Dark​ness, Divination, Ele​mental (Fire, Ice), Guar​dian, Protection; PW 1) +1 to saves vs. magic (+2 vs. good), detect magic 1/day, +2 to saves vs. pain or stun​ning, all Summoning spells take effect at +2 levels, may inflict excruciating pain by touch 1/day per 3 levels (rounding up) on any creature of size H or smaller, re​quiring a save vs. spells to avoid suffer​ing -4 to attack rolls and -2 to Armor Class and all Dexterity checks for as many rounds as the priest has levels, must take Torture proficiency, 3) find familiar 1/month, reversed Healing spells take effect at +2 levels (or +1 point per die, if not affected by level, +2 per die vs. good creatures), 6) may use wizard magical items other than scrolls, may use pain touch power when wiel​ding scourge (instead of by hand), 9) may use pain touch power through any weapon (even a missile weapon), im​mune to pain or stunning, and 1/month may attempt to create a black wand (power usable only if have brought great pain and suffering to others, and cannot have more than one black wand at a time), usable only by the priest, taking 1d6 days and 100-600 g.p. to manufacture; it is usable only by the priest and will absorb 1d10 levels of hostile magic cast against him or her by non-evil casters and then will dissolve (partially-absorbed spells are negated; area-effect spells spare only the priest, affecting others normally); TU command at -2 levels; MI as priest, plus see PW.

Code of Conduct:  Priests of Hecate must support evil wizards, particularly necromancers and witches, in wreaking the greatest possible evil upon the world.  Priests of Hecate are sadistic and cruel and love to inflict the maximum amount of pain possible upon their ene​mies.  They safeguard the secrets of black magic and work to heighten the fear that wizards and their dark allies may command, so as to better terrorize a cowering populace into obeying.  They must always seek to undermine the efforts of wizards and others who attempt to make magic seem tame and approachable to the common folk, seeking to maintain the mystique and aura of power that wizards should rightfully command.  Hecate's priests also seek always to promote suffering, pain, loss and general woe in the world, preaching that death is the only true consolation for the living, and the greatest joy in life is to inflict more pain and sorrow upon others than is visited upon oneself.

*****

Helm (He of the Unsleeping Eyes, Intermediate Power of Nirvana, LN)

Symbol:  Gauntleted hand with open eye in palm

Colors:  Gray, gold, white

Spheres of Influence:  Guardians, Protection, Order

Priests/Kits:  Champion, Crusader, Orthodox Priest, Zealot

Major Temples:  Bezantur (Thay), Lyrabar (Impiltur), Procampur, Telflamm

Cultural Equivalents:  Halfling (Arvoreen), Mulhorandi (Anubis)

Requirements:  AB Str 14, Wis 13; AL any lawful; WP any blunt; AR any; MaS All, Combat, Divination, Guardian, Law, Protection, Wards; MiS Astral, Healing, Sun, Thought; PW 1) all thieving abilities have chance of success reduced by 5% + 1%/level of priest of Helm when within 30' of priest, +1 bonus to avoid surprise, +2 if alone or with other priests of Helm or stealthy creatures (e.g., rangers, halflings), not cumulative with Alertness proficiency, Detect Noise as a thief, 10% per level (maximum 90 percent); if roll below Wisdom score plus level, able to identify type, direction, and distance of noises with exacting accuracy (e.g., slight sound identified as studded leather armor scraping against torch sconce 35' down hallway), 3) duration of Guardian spells is doubled, 5) duration of Wards spells is doubled, 7) duration of Divination spells is doubled, 9) never surprised (this benefit applies only to the priest, not to any travelers with him or her), Helm's ward 1/day (trig​gers as per a glyph of warding lasting 1 day/lvl or until triggered, but the priest may cause Helm's ward to trigger any spell that he or she casts upon it when it is activated; note that the triggered spell will never harm the priest, his or her possessions, or anything guarded by the priest); TU yes; MI as priest, but may also use any divination-related magical items.  Note that priests of Helm must memorize either a Guardian or a Wards spell of each level, not necessarily one of each.

Code of Conduct:  Priests of Helm must never drop their guard nor allow any creature or treasure placed under their care and stewardship to be harmed, stolen, destroyed, or otherwise violated.  They should avenge any damage to their wards.  When called to judge criminals, they should adhere strictly to the law.  They should promote Helm's worship wherever they travel and proclaim his place as the ordainer of the heavens, the one left to guard the planes when the deities were banished from them.

*****

Hextor (Intermediate Power of Gehenna, LE)

Symbol:  White skull with red eyes superimposed on a crossed red spiked mace and scimitar on a black field

Colors:  Black, red, gray, white

Spheres of Influence:  Warfare, Bloodshed, Violence

Priest Kits:  Champion, Crusader, Orthodox Priest, Zealot

Major Temples:  Messemprar (Unther), Shussel (Unther), Unthalass (Unther), Zhentil Keep

Cultural Equivalents:  Arcian (Ares), Untheric (Gilgeam), Orcish (Ilneval), Turmish (Gothmog)

Requirements:  AB Str 13, Con 13, Cha 13; AL le, ln, ne; WP crossbow (any), flail (any), mace (any), polearm (any), scimitar; AR chain, leather brigandine, ring, scale; MaS All, Combat, Elemental (Fire), Law, Necromantic (reversed only), Summoning, War; MiS Darkness, Guardian, Healing, Protection; PW 1) +1 bonus to Strength score, 3) aid (self only), 1/day, 5) prayer 1/day, 7) can heal self 1d6 hit points of damage for every sentient creature slain in the last 24 hours, 1/day, 9) can enchant any edged melee weapon to act as a sword of wounding 1/day for 2 round per level or to inflict double damage for 1 round per level; TU no; MI as priest or warrior.

Code of Conduct:  Hextor's priests are leaders and officers in armies.  They also strive to ensure that the rigid discipline and cold cruelty Hextor's will is enforced among the troops, including the superiority of Hextor's cult to that of any other deity.  They should also strive against the priests of good-aligned war deities (such as Torm and Tyr) and against the servants of the weakling deities of healing and peace (such as Eldath and Ilmatar).

*****

Ilmatar (Greater Power of Bytopia (The Twin Paradises), LG(NG))

Symbol:  Upraised white hand in a golden circle

Colors:  Yellow, white, gold, brown

Spheres of Influence:  Healing, Motherhood, the Home, Safety

Priests Kits:  Free Priest, Orthodox Priest

Major Temples:  Lyrabar (Impiltur), Scornubel, Westgate, Yhaunn (Sembia)

Cultural Equivalents:  Dwarvish (Berronar Truesilver), Halfling (Yondalla), Kaelar (Diancecht-m), Turmish (Lorellin)

Requirements:  AB Wis 13, Con 13; AL any good; WP any blunt; AR any; MaS All, Charm, Creation, Guardian, Healing, Necromantic, Protection, Wards; MiS Divination, Law, Sun; PW 1) all Healing spells that cure damage gain a +1 bonus per die, +2 per die when used on good creatures, and +3 per die if used on worshipers of Ilmatar, and all Healing spells are cast as a priest 2 levels higher; in any round when performing healing (magical or mundane), the priest gains the benefit of a sanctuary spell, 3) all Wards spells take effect  as if 2 levels higher, 5) all Guardian spells take effect as if 2 levels higher, 7) all Protection spells take effect as if 2 levels higher, 9) sanctify 1/day, 12) forbiddance 1/week; TU yes; MI as priest, plus any dealing with healing.

Code of Conduct:  Ilmatar's priests are the nurturers, guardians, and protectors of their families and commu​ni​ties.  They also maintain records and traditions for their families and their communities and work to keep the fires of hope alive in all situations.  They also must heal the sick and injured and assist those in need, unless they are evil.  They may not initiate combat unless they or those under their protection are directly threatened, except against undead and evil creatures from other planes.

*****

Kelemvor (Lesser Power of Concordant Opposition, LN)

Symbol:  A skeletal hand upraised, holding a set of balance scales

Colors:  Black, white, gold

Spheres of Influence:  Death, Judge and Guardian of the Dead

Priest Kits:  Deathslayer, Diplomat, Free Priest, Orthodox Priest

Major Temples:  Skuld (Mulhorand), Tantras

Cultural Equivalents:  Mulhorandi (Osiris*), Ruathlek (Osriant*)

Requirements:  AB Wis 14, Con 12; AL any; WP any non-slashing weapons; AR ring, chain, double chain (no shield); MaS All, Combat, Divination, Law7, Necro​man​tic7, Wards; MiS Charm, Darkness, Guardian, Healing, Sun; PW 1) +1 to saves vs. death magic/necromantic effects/undead powers, feign death 1/day, 5) if a turn undead attempt fails, a second attempt may be made at half the priest's actual level (only one repeat attempt is allowed), when casting the speak with dead spell, only the name of the deceased must be known and spoken (i.e., no remains need be present), re​gardless of the amount of time it has been deceased, and the dead spirit will answer six questions fully and truth​fully, 10) detect lie 1/day, summon a minor death (as from a deck of many things, save that its victims can be raised from the dead) for one turn once every ten days, 16) increase resurrection survival chance by 1% per level (maxi​mum of 99%) and ignore normal magical aging caused when casting raise dead, resurrection, or restoration, and also allow unmodified save vs. death magic to avoid Constitu​tion loss for subject when raised; TU turn at +3 levels, affecting triple normal number of mindless undead; MI as priest, plus any dealing with death or the undead.

Code of Conduct:  Kelemvor's priests recognize that death is but a part of life, not an end but a beginning, not a punishment but a necessity.  There is no deceit or trickery in death, nothing chaotic, and nothing hidden.  Death is an orderly, natural process.  Priests of Kelemvor do not seek to spread death and destruction across the Realms; rather, they seek to help others to die with dignity at their appointed time and no sooner.  Just as they do not seek to rush death, however, they also speak out against those who seek to artificially prolong their lives beyond their natural limits (liches being the worst of such abominations).  They abhor the undead and particularly oppose those who animate the mortal remains of the dead for their own purposes, seeking to return such remains to their final rest and to prevent them from ever again being so abused.

*****

Khaine (Demipower of Tarterus, CE)

Symbol:  Black triangle with three green teardrops, with a gray dagger piercing each side of the triangle, meeting in the middle

Colors:  Black, gray, dark green, rust red

Spheres of Influence:  Poison, Torture, Disease, Murder

Priest Kits:  Crusader (Champion only), Free Priest

Major Temples:  Bezantur (Thay), Westgate

Cultural Equivalents:  Thorass (Talona)

Requirements:  AB Wis 14, Con 14; AL any evil; WP blowgun, bolas, cestus, crossbow (any), dart, garrot, javelin, knife/dagger (any-must take one at 1st), lasso, scourge, whip; AR chain or lighter (no shield); MaS All, Combat, Darkness, Healing7 (reversed only), Necroman​tic6 (re​versed only); MiS Chaos, Charm, Creation, Divination, Guardian, Protection; PW 1) +4 to saves vs. poison, gaining a normal saving throw vs. poisons that normally allow no saving throw, gain thief abilities to Find/ Remove (and Set) Traps, Hide in Shadows, Move Silent​ly, and Pick Pockets (to discreetly administer ingested poisons to food or drink), with base scores of 10 and gaining +5 per level, 3) identify pure poisons by smell, backstab as a thief two levels lower, 5) identify poisons in foods or drinks by tasting a tiny amount too small to affect the priest, kiss of Talona 1/day by touch (save vs. poison at -2 or suffer one of following effects (roll 1d6):  1, poison (death in 1d4 rounds); 2, cause disease (debilitating); 3, cause disease (fatal); 4, cause blindness; 5, cause insanity; or 6, symbol of pain; if save affected as ray of enfeeblement for 1 rd/lvl due to pain), 7) administer kiss of Talona through wea​pon (even mis​sile weapon), 9) Charisma score reduced to 12 to non-Khaine worshipers, immune to all poisons, any edged weapon wielded automat​ically administers the kiss of Talona on a suc​cessful backstab or any modified roll to hit of 20 or greater (counting all bonuses), 12) any successful hit with a weapon or any type delivers the kiss of Talona; TU no; MI as priest or any involving poison or pain.

Code of Conduct:  Khaine's priests often operate in concert with thieves and assassins and with evil al​chem​ists, seeking to perpetrate often random acts of cruelty and evil.  This cult is banned in all but the most evil of cultures, and its priest, as few are safe from its stealthy depredations.  They are sneak killers and prey equally on the strong and weak.  They get along well with the priesthood of Surma, as both faiths have similar aims and outlooks, but they tend to be rather less subtle than Surma's clergy, wearing their devotion to evil like a badge.  They commonly wear extensive green tattoos all over their bodies, marking their devotion to the service of their deity.  Khaine appeared in the Realms after the death of Talona, the Lady of Poison, and is thought to have slain her, but he retained the name of the kiss of Talona power as a joke on his predecessor and to keep the faith of those who still venerate his dead predecessor.

*****

Kostchtchie (Demipower of the Abyss, CE)

Spheres of Influence:  Cold, Winter, Strength, Violence

Priest Kits:  Crusader (Champion only), Free Priest

Cultural Equivalents:  Thorass (Auril-f)

Requirements:  AB Con 13, Wis 12; AL ce, cn, ne; WP axe (any), hammer (any), ice pick, knife, spear (javelin, spear, ritiik), sword (iuak); AR chain and shield or lighter; MaS All, Animal (arctic/subarctic animals only), Combat6, Elemental (Ice)7, Protection, Weather; MiS Chaos, Creation, Elemental (Air), Guar​dian, Healing; PW 1) continuous endure cold, friends (functions only on frost giants and white dragons) 1/day, 3) strength 1/day (allows exceptional strength scores for non-warriors, double duration if cast on worshiper of Kos​tchtchie), 5) incite berserker rage once per day on self and up to one other person per level of experience, lasting 2d6 rds and granting a +2 bonus to attack rolls, damage, and all saving throws, but those affected must attack in melee for the full duration, and if there are no enemies within melee range, they must attack the nearest crea​ture (even friends) or suffer 1d4 points of damage each round from the strain of holding back unless knocked unconscious, 7) ice storm 1/week, 9) permanent resist cold, 12) summon white dragon (age level d4+3) for 1 turn/ lvl (arrives in 1d6 turns), 1/week; TU no (but may command white dragons, frost giants, and chaotic evil extra-planar creatures); MI as priest, plus any item dealing with cold, frost giants, or white dragons.

Code of Conduct:  Preserve arctic areas free of en​croachment from non-arctic creatures.  Protect the right of predators to their kill.  Seek out and destroy fire-using wizards, priests, and magical items whenever pos​sible.  Support frost giants and white dragons in their conquests and depredations, converting as many as pos​sible to the worship of Kostchtchie.

*****

Kossuth (Demipower of the Elemental Plane of Fire, N(NE))

Symbol:  A flame (in Thay a sceptre outlined in fire)

Colors:  Red, orange, yellow

Spheres of Influence:  Fire

Priest Kits:  Free Priest

Major Temples:  Tyraturos (Thay)

Cultural Equivalents:  Imix (among evil worshipers)

Requirements:  AB Con 13, Cha 13; AL any; WP any flaming weapon or weapon made of obsidian; AR any metal; MaS All, Charm, Elemental (Fire); MiS Combat, Div​ination, Guardian, Healing, Protection, Sun, War, Wards; PW 1) +2 to saves vs. fire or heat, Elemen​tal (Fire) spells cast as one level lower and take effect at +3 levels, enflame (create a match-size flame up to 1 yd/lvl away--no damage, but can ig​nite flammable mater​ial) at will, 3) Kossuth's cleansing flame 1/day (enter any fire and suffer no damage for 1 rd (can invoke when struck by a fire attack), heals 1d4 points of dam​age, cleanses all dirt, filth, and vermin (parasites de​stroyed, unmodified save vs. poison to purge any disease or poison--may only attempt such purge once), and satis​fies hunger and thirst as a full meal), continuous endure heat, 5) ignore heat and flames for 1 rd per lvl per day (rounds need not be contiguous), affect normal fires 1/day, 7) produce flame at will, control flame (any flame torch-size or smaller, moving as directed by caster as long as touch​ing combus​tible material, can leap up to 6 inches per level of the caster, range 30 yds) at will, 9) +4 to saves vs. fire and heat (half damage if fail, none if succeed), summon an 8 HD fire elemental 1/week for 1 hour (no chance of loss of control), 15) immune to fire and heat; TU yes at -2 levels (nil vs. extra-planar except command fire elemental and turn water elemental creatures at par); MI as priest, plus any item dealing with heat or fire.

Code of Conduct:  Priests of Kossuth believe that fire represents the energy and spirit of life and that fire purges and purifies the world and allows the cycle of renewal to continue and the world to thrive.  They seek to bring light, heat, and passion to the lives of those around them and to keep society thriving and energetic, for the cleansing power of flame is always ready to burn away the stagnant remnants of civilization and lay a bed of fertile ashes for a new and greater world to be born.  They teach reverence for fire and preservation of re​sources, so that the flame will always have something to feed upon.  They also favor cremation of the dead.  Priests of Kossuth tend to be loud, boastful, and flam​boyant in their dress and actions, loudly pro​claiming their allegiance to the spirit of the living flame.

*****

Lendor (Greater Power of Nirvana, LN)

Symbol:  Silver omega with silver infinity symbol within its loop on a gray or black field

Colors:  Gray, black, silver, gold

Spheres of Influence:  Time, Fate, Law, History, Prophecy

Priest Kits:  Diplomat, Orthodox Priest, Scholar, Seer, Zealot

Major Temples:  Selgaunt (Sembia), Suzail (Cormyr), Telflamm, Yhaunn (Sembia)

Cultural Equivalents:  Elvish (Labelas Enoreth), Kaelar (Lugh), Turmish (Namo)

Requirements:  AB Int 14, Wis 12; AL non-chaotic; WP any non-edged weapon; AR chain or lighter; MaS All, Astral, Divination, Law, Protection, Thought, Time, Wards; MiS Charm, Guardian, Healing; PW 1) +2 to saves vs. spells cast by chaotic creatures, any Chaos or Time spells, and paralyzation, all Time spells are cast as if one level lower and take effect as if caster 2 levels higher, 3) augury 1/day, 5) haste or slow 1/day, 7) div​ina​tion 1/day, 9) aging occurs at half normal rate (either magical or natural), immunity to spells from the Time sphere or other spells or effects that influence time or aging (e.g., haste, temporal stasis, time stop spells, certain undead attacks, potions of longevity) except those cast by self, 12) immune to spells from the Chaos sphere, 15) time stop or temporal stasis 1/day; TU no; MI as priest, plus any items which deal with time, aging, or longevity.

Code of Conduct:  Lendor's priests tend to be very rigid and uncreative, tending toward stoicism.  They regard honesty as an absolute virtue.  Many are cold, unfeeling folk, often smug and aloof, feeling secure in the knowledge of the future and the past.  They are preoccupied with ritual, formalities, and unswerving devotion to the cause of law and order.  They are unremitting foes of chaos and disorder, and always work to prevent change unless it is change to a more lawful and orderly way of life.  To a lesser extent, they are also philosophers, teachers, record keepers, and historians, maintaining genealogies and chronologies.  They are sometimes called upon to arbitrate disputes, especially those regarding historical and genealogical claims.

*****

Luthic (The Mother of Desolation, Intermediate Power of Gehenna, N(LE))

Symbol:  A black clawed hand on a brown diamond

Colors:  Black, brown, gray

Spheres of Influence:  Tribalism, Wilderness, Caves, Goblinoids, Outcasts, Fertility, Healing

Priest Kits:  Free Priest, Orthodox Priest

Major Temples:  none

Cultural Equivalents:  none

Requirements:  AB Wis 13, Con 13; AL any except cg; WP dagger, dart, knife, scourge, sickle, staff, whip; AR leather, studded leather; MaS All, Creation, Elemental (Earth), Guardian, Healing, Travelers, MiS Animal, Charm, Darkness, Plant, Protection, Wards; PW 1) gain 60' in​fra​vision (or +60' to infravision range, if infravision already possessed), +2 to Subterranean and Wilderness proficiencies, +1 per die (or take effect at +2 lvls) to Healing spells used on goblinoids, nomads, or barbar​ians, 3) friends (goblinoids, barbarians, and nomads only) 1/day, meld into stone 1/day, 5) can use the claws of Luthic at will, causing the priest's fingernails to extend into long (1" per level of the priest), iron-hard claws that inflict 1d6 damage on a successful strike and allow two attacks per round at no penalty, though no weapon can be used in conjunction with them (both hands must grow these claws--one hand cannot use a weapon and the other the claws), can be used to climb walls (as a thief, base 75 score +5/lvl) or claw a human-sized tunnel through earth (10'/turn) or stone (10'/hr) (Con check required each turn to continue digging; otherwise must rest 1 hr per turn spent digging; tunnel will be stable as long as priest is in it, but it must be supported or will collapse 1d6 turns after he or she leaves it), 7) rending 1/day, see normally through magical darkness, triple normal vision aboveground at night, 9) wall of stone 1/day, if under​ground regenerate 1 hit point per turn continu​ously (even if killed), and may boost to 1 hit point per round for 1 turn 1/day, 12) friends (goblinoids, barbarian, and nomads only) at will; TU command or turn at -2 levels; MI as priest.

Code of Conduct:  Luthic's priesthood provides safe havens for subterranean creatures in conflicts with surface dwellers (and with hostile subterranean crea​tures), protecting their communities from all invaders.  They also offer refuge to any who are outcasts or who are shunned by civilized society and must inhabit the desolate lands unwanted by wealthier, more powerful folk, but securing for them all the same a place that they can call home and can defend to the last.  The cultivate an 'us against the world' attitude among the faithful, banding together in unity and harmony even though they are considered throwaways by society.  They are strong supporters of tribal and clan traditions that are often considered backwards, ignorant, or even barbaric by civilized folk, and they help foster the cultural pride seen so often in nomadic and uncivil​ized cultures.  They assist those injured in battle and tend to the young and females in childbirth.  They must assist and give comfort to goblinoids and other 'barbaric' tribes and nations that are the victims of unwarran​ted incursions by the 'civil​ized' powers into their territory, though they only rare​ly will assist in goblinoid invasions or attacks upon such folk or in acts of vengeance upon them, but any such folk who disturb or attempt to take away the homes claimed by the priests of Luthic and those under their protection must beware the wrath of Luthic's faithful.  They always oppose incursions of the 'civilized races' into the desolate places where the priesthood is strong, keeping the wilderness a safe place for those who feel they have no place in the civilized world.

*****

Mask (Prince of Thieves, Lord of Shadows, Lesser Power of Pandemonium, CN(E))

Symbol:  A black face with a gray mask looking leftward and a gray face with a black mask looking rightward

Colors:  Black, gray, white, brown

Spheres of Influence:  Mischief, Trickery, Rogues, Greed, Intrigue, Illusion

Priest Kits:  Free Priest

Major Temples:  Bezantur (Thay), Westgate

Cultural Equivalents:  Dwarvish (Abbathor), Elvish (Erevan Ilesere), Gnomish (Baravar Cloakshadow), Halfling (Brandobaris), Kaelar (Cian), Nar (Loki)

Requirements:  AB Dex 14, Wis 13; AL any; WP as thief; AR leather, no shield; MaS All, Chaos7, Charm7, Divination, Guardian, Protec​tion; MiS Creation, Dark​ness, Healing, Travelers, Wards; PW 1) can speak and understand thieves' cant, if multi- or dual-classed, gain +5 bonus to all thieving abilities, if not, gain Bribe Official, Forge Document, Hide in Sha​dows, Move Si​lently, and Pick Pockets thief abilities at base 10 + 5 per level, with normal modifications for race, Dexterity, etc., all reversed Divination spells may be cast as if one level lower (e.g., obscure object, undetectable lie), 3) free Reading Lips proficiency for all languages known, 5) may pray for wizard illu​sion/phan​tasm spells as priest spells 2 levels higher, 7) treasure find​ing (as potion) 1/day, induce treasure lust in all sentient creatures within 10' 1/day (save vs. spells or try by force to steal the most valuable object they can see), 9) know value of any goods w/successful Wisdom check (if failed, +/- 5% for every point check failed by), 12) continuous nondetection; TU no; MI as priest or rogue.

Code of Conduct:  Priests of Mask are often active adventurers, and must do what they can to support any local organized criminal operations, so long as such groups do not go out of their way to make excessive trouble with the law (e.g., multiple mass murders, inciting rebellions).  Stealth and subtlety is expected of priests at all times.  Proficiencies in Disguise, Camouflage, and the like are encouraged.  They are sneaky and smart, and often have a role of spies and investigative agents (to make sure the church of Mask and the local thieves always know what is going on).  Priests of Mask often have significant mercantile interests, and when engaged in such pursuits it is permissible to keep one's religious affiliation under wraps, as others are often understandably reluctant to deal with a priest of the Prince of Thieves.

*****

Meilikki (of the Forests, Lesser Power of the Beastlands, NG)

Symbol:  White unicorn head

Colors:  Green, white, brown

Spheres of Influence:  Nature, Wilderness, Wild Animals

Priest Kits:  Free Priest

Major Temples:  Silverymoon

Cultural Equivalents:  Elvish (Fenmarel Mestarine-m), Gnomish (Baervan Wildwanderer-m), Turmish (Nessa)

Requirements:  AB Con 13, Cha 13; AL any non-evil; WP bow (any), club, dagger, javelin, knife, spear (must take at 1st), staff; AR hide, leather, studded hide, studded leather; MaS All, Animal7, Nature7, Plant, Travelers, Weather; MiS Creation, Divination, Healing, Music, Pro​tection; PW 1) pass without trace 2/day, speak with wild, warm-blooded, size T animals at will, 3) unaffected by entangle, speak with size S animals, 5) pass without trace at will, barkskin 1/day, with additional +2 bonus to Armor Class and saving throws, speak with size M animals, 7) speak with size L animals, any animal companions (e.g., from use of the animal friendship spell) gain +2 bonus to morale, THAC0, and saving throws and one additional hit point per die whenever within 100 yards of the priest, 9) barkskin (as above) at will, shapechange as a druid, but only 2/day and to mammal or bird form up to size L only; TU no; MI as priest, plus any that deal with animals or plants.

Code of Conduct:  Meilikki's priests (who are often Rangers or multi-classed Ranger/Priests) are dedicated to preserving nature and natural plant and animal life and to drive off evil creatures.  They are found most often in rural or wilderness areas, and only very rarely in urban areas.  They frequently are accompanied by animals whom they have befriended.  They will often free wild animals that have been captured, and will work very strongly against those who hunt and trap animals for sport or for their hides, though they do not oppose those who hunt to survive.

*****

Milil (Mistress of Song, Lesser Power of the Beastlands, NG)

Symbol:  Five-stringed harp

Colors:  Red, gold

Spheres of Influence:  Music, Poetry, Storytelling, Bards

Priest Kits:  Free Priest

Major Temples:  Selgaunt (Sembia), Tantras, Telflamm

Cultural Equivalents:  Arcian (Apollo-m), Elvish (Eilistraee), Kaelar (Cairbre-m), Nar (Bragi-m), Turmish (Melian)

Requirements:  AB Cha 14, Wis 14, Int 13; AL any non-evil; WP ; AR chain or lighter (no shield); MaS All, Charm7, Creation, Divination, Music7; MiS Guardian, Healing, Protection, Sun, Thought, Weather; PW 1) must take Singing proficiency, gain free Musical Instrument proficiency in any single instrument, plus one additional instrument per three levels after 1st, +2 to saves vs. attacks based on sound or music, or unmodified save vs. spells allowed even if no save normally possible, enthrall an audience with song 1/day, with the same limitations as the spell, but the priest may not affect creatures with higher Wisdom or HD/lvls than his or her own, 4) modify reactions of listeners by song 1/day, requiring 1d10 rounds and forcing a save vs. paralyzation to avoid having their reaction modified by one level (e.g., from Indifferent to Friendly) in the direction desired by the priest, but if the save is made the reaction is modified by one step in the opposite direction, can automatically raise morale by 2 in 5'/lvl r. with song,  7) can attempt to sing or play a counter song 1/day, requiring total concentration (only half-speed movement possible) and a successful save vs. spell, with success negating any hostile sounds within 30' of the priest for as long as he or she continues the counter song, though suffering damage will disrupt it, 10) suggestion 1/day by song, affecting 1 creature/lvl over 9th; TU no; MI as priest, plus any items involving sound or music, with modifiers when using a magical musical instrument as if the priest was a bard.

Code of Conduct:  Priests of Milil should never refuse to entertain an audience that has no money, if such entertainment is requested, though they should always take payment from an audience that can afford it.  They work to spread cheer and good spirits through music to all that they encounter.  They also work to preserve musical and poetic knowledge and traditions and to preserve and maintain knowledge of local history, language, and culture.  They should also support the efforts of all good-aligned bards in spreading the joy of entertainment, working in concert with theater groups and bardic colleges to make entertainment available to rich and poor alike.

*****

Moradin (Greater Power of the Seven Heavens, LG)

Symbol:  Hammer and anvil

Colors:  Black, silver, gold, white

Spheres of Influence:  Creation, Smithing, Craftsmanship, Dwarves

Priest Kits:  Crusader (Champion or Knight), Free Priest, Orthodox Priest, Scholar

Major Temples:  Baldur's Gate, Ordulin (Sembia), Tantras, Tilverton, Dilpur (Impiltur)

Cultural Equivalents:  Arcian (Hephaestus), Gnomish (Flandal Steelskin), Kaelar (Goibhniu), Turmish (Mahal)

Requirements:  AB Str 13; AL lg, ln, ng; WP any (throwing hammer at 1st); AR any; MaS All, Combat, Creation, Elemental (Earth), Guardian, Law, Necroman​tic, Protection; MiS Elemental (Fire), Healing, War; PW 1) free Blacksmithing proficiency, must take Armorer or Weaponsmithing proficiency, +1 to all metal- or stone​working proficiencies, +2 to reactions with dwarves, +1 to hit with hammer, 3) spiritual hammer 1/day (no ma​terial component required), 5) can discern the quality of workmanship and magical bonus of any weapon, piece of armor, or other forged metal item by making a suc​cessful check of the appropriate proficiency, +2 to hit with hammer, 7) enchanted weapon 1/day, 9) +3 to hit with hammer, prayer 1/day, not affected by enemy magic resistance, and 1d6 points of damage is cured for all dwarves within the radius of the area of effect when the spell ends; TU yes; MI as priest.

Code of Conduct:  Priests of Moradin may only use weapons that they have personally had a hand in crafting.  They must supervise the crafting of weapons, armor, and other metal items, ensuring that high quality craftsmanship is maintained and that those who sell poor quality products should be exposed.  They are also charged with the support and advancement of the dwarven race, even if they are not themselves dwarves, as these creatures are the favored creation of Moradin.

*****

Mystra (Midnight, the Lady of Mysteries, Demipower of Elysium, NG)

Symbol:  Eight blue stars in a circle, surrounding a blue flame

Colors:  Blue, silver

Spheres of Influence:  Magic, Wisdom

Priest Kits:  Dervish, Free Priest, Orthodox Priest, Scholar, Seer

Major Temples:  Pantarn (Impiltur), Saerloon (Sembia)

Cultural Equivalents:  Kaelar (Danaan*), Mulhorandi (Isis*), Ruathlek (Isharia*), Turmish (Vaire), Untheric (Ishtar*)

Requirements:  AB Int 14, Wis 14; AL non-evil; WP mace (light, heavy), sling, staff, staff sling; AR any; MaS All, Astral6, Divination, Protection7, Thought; MiS Charm, Creation, Guardian, Healing, Sun, Wards; PW +1 to saves vs. magic (+2 vs. evil), detect magic 1/day, free Spellcraft proficiency at +1, Protection spells take effect at +2 levels, 3) may pray for wizard spells from a single school in place of priest spells of equal level; once chosen, the school cannot be changed later; however, cannot cast spells of a higher spell level than could be cast by a wizard of half the priest's level (rounding up; e.g., a 9th level priest of Mystra could cast 1st-3rd level wizard spells of his or her chosen school (as a 5th level wizard could)), 5) use wizard scrolls without a read magic spell, 7) dispel evil or minor globe of invul​nerability 1/day, 9) use all wizard magical items, spells and granted powers (but not magic​al items) function normally in magic-dead areas (includ​ing an anti-magic shell); TU yes, at -2 lvls; MI as priest (see PW).

Code of Conduct:  Promote harmony and cooperation between wizards and their fellows, the religious com​munity, and the public in general.  Help to organize public assistance from wizards to help restore confidence in the power and stability of magic and to dispel fear and mistrust about magic and its workers.  Steadfastly oppose those who use magical powers to dominate others or who abuse their power, especially at the expense of the common folk.  Encourage wizards to break down the veils of secrecy and misinformation about their profession and open themselves up to embracing common folk and using their magic for the good of all people.

*****

Nerull (the Reaper, Greater Power of Hades, NE)

Symbol:  A grinning white skull superimposed on a black scythe

Colors:  Black, rust red

Spheres of Influence:  Death

Priest Kits:  Free Priest

Major Temples:  Bezantur (Thay), Eltabbar (Thay), Pyarados (Thay), Surthay (Thay), Tyraturos (Thay)

Cultural Equivalents:  Arcian (Hades), Thorass (Myrkul)

Requirements:  AB Int 14, Wis 14, Str 14; AL any evil; WP club, knife, scythe, sickle, staff; AR any; MaS All, Combat, Darkness, Guardian, Healing, Necromantic, Protection, Summoning; MiS Charm, Divination, Time; PW 1) all reversed Necromantic spells are castable as one level lower and take effect at +2 levels, +1 to saves vs. death magic, +1 per five levels (e.g., +2 at 5th, +3 at 10th), unmodified save vs. breath weapon allowed against necromantic or death magic at​tacks (not undead attack forms) that normally allow no save, 5) animate dead (one skeleton or zombie only) 1/day, 9) ebony tendrils 1/day, 12) destruction (reversed resurrection) 1/week; TU command at +2 levels (triple normal num​ber of mindless undead); MI as priests, plus any item dealing with necromancy or the undead.

Code of Conduct:  Nerull's priests are murderous, psychopathic, cold, cruel, and utterly evil.  They are highly secretive, for obvious reasons, with groups of worshipers tending to be individual small cells without an overall hierarchy.  They are never to allow prisoners to be taken unless specially directed to do so by some form of omen or communication with their deity, and will always kill any creature foolish enough to surrender to them.

*****

Nienna (The Crying Maiden, Lesser Power of Elysium, NG)

Symbol:  A silver teardrop

Colors:  Silver, gray, purple, black

Spheres of Influence:  Sorrow, Hope, Endurance, Faith, Compassion

Priest Kits:  Dervish, Diplomat, Free Priest, Seer

Major Temples:  Hlammach (Impiltur), Mulmaster, Telflamm

Cultural Equivalents:  Thorass (Ilmater-m)

Requirements:  AB Wis 12, Con 15; AL non-evil; WP club, flail (any), mace (any), sling, staff, staff sling; AR leather, hide; MaS All, Charm7, Healing7, Necromantic, Protection, Thought; MiS Creation, Guardian, Sun, Travelers, Wards; PW 1) hit point bonus as a fighter for 17+ Con, +2 to all Con checks, free Endurance profi​ciency (with a successful check, can double overland movement rate on foot), +4 to saves vs. pain or stun​ning, remove fear or calm spirits 1/day, 3) automatically negate pain or harmful emotion-based effects (e.g., fear, hopelessness, rage) for up to 2 creatures per level per day (in any combination, all at once or one creature at a time, but only one effect can be negated per round), if they can see and hear the priest, augment one Healing spell per day to operate at maximum effective​ness, 6) survive without food or water for one week per level (cumula​tive -1 penalty on rolls to hit and damage for each full two weeks, but no other ill effects), emotion control 1/day (happiness, hope, hopelessness, or sadness only (the latter two only vs. evil creatures), up to 2 crea​tures per level, who must be able to see and hear the priest), 9) immune (still feeling, but able to withstand without penalty) to pain, stunning, or nega​tive emotion-affecting magic or attacks, and if being tortured suffers no physi​cal damage from the torture, can use negation power (as at 3rd level) to remove insan​ity, confusion, stunning, or discord; TU no; MI as priest, plus any involving pain or emotions.

Code of Conduct:  Priests of Nienna symbolize the triumph of life over death and endurance in the face of adversity.  They welcome all forms of pain and hardship as tests of their faith.  They are kind and compassionate, serving as traveling healers of pestilence, striving to become tragic, sacrificial figures whose self-imposed tortures and hardships mirror the suffering of the world and grant them the empathy to remove pain and misery from those around them.  They also embrace a lifestyle of pain, self-mortification, and intentional hardship.  They relish none of life's common pleasures, instead drawing satisfaction from their empathy and identifica​tion with the least, the last, and the lost of society.  They always seek the most difficult path for their life, in most cases scorning convenience and expediency, walk​ing rather than riding in all but rare circumstances.  They are often viewed with some degree of derision or scorn from others because of their habits of self-abnegation and (in some areas) self-flagellation, but the priests see this as simply yet another of life's many hardships, eagerly borne for the good of the faith and the good of the world.

*****

Oghma (the Binder, Intermediate Power of the Beastlands, NG)

Symbol:  An open scroll

Colors:  White, brown, black gold

Spheres of Influence:  Lore, Discovery, Runes, Travelers

Priest Kits:  Diplomat, Free Priest, Orthodox Priest, Scholar, Seer

Major Temples:  Gheldaneth (Mulhorand), Pantarn (Impiltur), Selgaunt (Sembia), Telflamm

Cultural Equivalents:  Dwarvish (Dugmaren Bright​mantle), Mulhorandi (Thoth*), Nar (Odin), Ruathlek (Tho​launt*), Turmish (Olorin), Untheric (Thalatos)

Requirements:  AB Wis 14, Int 12; AL any non-evil; WP mace (any), spear, staff (1st); AR chain or lighter, shield allowed; MaS All, Divination, Guardian, Protec​tion, Thought, Travelers; MiS Charm, Combat, Healing, Music, Wards; PW 1) must take Reading/Writing and Rune Lore proficiencies, gain one additional language, plus one every two levels after 1st, +4 to saves vs. any harmful runes, glyphs, or similar written or depicted magical wards and effects, or an unmodified save vs. spells if no save normally allowed, 3) comprehend languages or know customs 1/day, 5) +3 to move rate on foot, 7) identify or tongues 1/day, 9) legend lore 1/week; TU nil vs. undead, but as if 4 levels higher vs. extra-planar creatures; MI as priest, plus any item involving divination, communi​ca​tion, mind-reading, or scrying of any type.

Code of Conduct:  Oghma's priests are instructed to travel widely, both to broaden their minds and to ensure that the traditions and rituals of proper hospitality are being followed, and also to further their scholarly pursuits and the discovery of new knowledge.  They must cultivate the spirit of enquiry among the young.  Recovery of lost and/or arcane knowledge is a prime task.  They should assist good heroes in their endeavors and subvert evil whenever possible.

*****

Orcus (Lesser Power of the Abyss, CE)

Symbol:  Goat's head or white skull atop black rod

Colors:  Black, white, purple

Spheres of Influence:  Undead, Necromancy

Priest Kits:  Free Priest

Major Temples:  Carn Dûm (Vaasa), Surthay (Thay)

Cultural Equivalents:  Elvish (Kiaransalee-f)

Requirements:  AB Wis 9, Con 13; AL any evil; WP knife (any), mace (any), scourge, sword (two-handed), whip; AR any; MaS All, Combat, Darkness, Healing (reversed only above 3rd level), Necromantic7, Sum​moning7; MiS Astral, Chaos, Divination, Guardian, Protection; PW 1) +4 to saving throws vs. all special powers of undead, with an unmodified save vs. death magic allowed to avoid powers that normally allow no save, may cast wizard spells from the Necromantic school as priest spells of the same level, 3) immune to fear, 5) vampiric touch 1/day, save vs. death magic negates (can be used in reverse on an undead creature, draining hit points from the caster and transferring them to the undead, but suffering no ill effects from the contact), any undead created or animated gain +1 hit point per die and +1 on saving throws, 7) create one ghoul per month (requires sacrifice of 1d6 fresh corpses and 1d6 x 100 br), 9) can heal an undead creature 1/day, suffering no ill effects from the contact, can create one ghast (as above, but 1d8 corpses and 1d8 x 100 br), 11) can create one ju-ju zom​bie (as above, but 1d10), 13) can create one mummy per month (as above, but 1d12), 15) can create one vam​pire per month (as above, but 1d20); only one undead crea​ture can be ritually created per month, regardless of level; TU command at +3 levels, affecting twice the normal number; MI as priest plus any item involving undead or necromancy.

Code of Conduct:  Raise hordes of undead wherever possible, and support the undead and use them as tools to inspire fear and to wreak destruction, slaying all weak living creatures and replacing them with cold, powerful undead.  Transform the living world into a world of living death.  Oppose wherever possible the servants of Pelor and any others who specialize in fighting the undead, especially Paladins.

*****

Panzuriel (Intermediate Power of the Prime Material Plane, NE)

Symbol:  Purple kraken or squid

Colors:  Purple, blue, white

Spheres of Influence:  Deep Oceans, Sea Storms, Evil Sea Creatures

Priest Kits:  Free Priest

Requirements:  AB Con 15, Wis 13; AL any evil; WP dagger, harpoon, javelin, knife, spear, staff (must take at 1st level), trident; AR chain or lighter (no shield); MaS All, Animal (aquatic (salt water) creatures only), Combat, Darkness, Divination, Elemental (Earth, Water), War; MiS Charm, Healing, Summoning; PW 1) free Swimming proficiency, 3) can swim as well as wearing a ring of swimming, 5) water breathing (self only) at will, 7) continuous free action (self only, in water only), 9) summon and control 4d6 koalinth (25%), 2d6 merrow (25%), 1d6 scrags (25%), or a single giant octopus (10%), giant squid (10%), or kraken (5%) 1/day, in areas where such creatures are normally found, with the creatures appearing within 1d6 rounds (2d6 for giant octopus, squid, or kraken) and responding to the priest's spoken commands, 12) control weather 1/day, but can only make weather worse than present situation and under the same condition (see Player's Handbook, pg. 232), and can perform this only when at sea or on the shore of an ocean or sea or large (at least 1,000 square mile area) lake; TU command, but only aquatic undead or those killed at sea; MI as priest, plus any which affect or control sea creatures or water.

Code of Conduct:  Priests of Panzuriel must establish lairs on the sea bed and attack anything that approaches.  They must especially attack sea elves, and then may not flee from any combat with sea elves or they will be snuffed out of existence by their deity.  Any magical items found that are not usable by the priest should be cast into the sea or turned over 

to the kraken or to higher-ranking priests.

*****

Pelor (Greater Power of Elysium, NG)

Symbol:  Golden sunburst

Colors:  Yellow, white, gold, blue

Spheres of Influence:  Sun, Light, Strength

Priest Kits:  Champion, Crusader, Free Priest, Orthodox Priest

Major Temples:  Bloodstone, Elversult, Goliad (Bran​diar/Blood​stone), Hlammach (Impiltur), Lyrabar (Impiltur), Ordulin (Sembia), Shadowdale, Tantras

Cultural Equivalents:  Elvish (Corellon Larethian), Kaelar (Belenus), Mulhorandi (Horus-Re), Nar (Frey), Thorass (Lathander)

Requirements:  AB Str 14, Wis 14; AL any good; WP bow (any), flail (any), lance (any), mace (any), spear (any); AR any; MaS All, Combat, Creation, Healing, Necromantic, Protection, Summoning, Sun; MiS Charm, Guardian, Wards; PW 1) all spells of the Sun sphere cast as if one level lower and take effect at +2 levels (+3 if in daylight, +4 if in direct sunlight), +1 to hit with long bow, +1 to hit if in direct sunlight, immune to ill effects from natural sunlight, such as glare blindness, sunburn, etc., +2 to saves vs. light- or darkness-based spells, 3) Pelor's golden mantle 1/day (as self aura, plus gain +1 to hit and damage and saves vs. any creature that suffers penalties from bright light), 5) immune to blinding, can see through magical darkness, 7) fly 1/day (in direct sun​light only), strength 1/day, 9) Pelor's golden mantle (as above, plus acts as a negative plane protection spell for as long as it lasts) at will, 12) fly at will if in direct sunlight, 1/day otherwise, immune to strength-reducing or drain​ing attacks; TU yes, at +2 levels; MI as priest, plus any magical items that utilize light-based or light-related magic.

Code of Conduct:  Priests of Pelor must work for the poor and sick, bringing healing, food, and other aid to them, often working in concert with the priesthood of Ilmatar.  They must be kindly and quiet, not given to boastfulness.  In addition, all priests of Pelor must always destroy undead and demons of all types whenever they are encountered.  They must drive out the servants of darkness and evil whenever possible, and bring vitality and new hope to those beset by evil forces, bearing up those weaker than themselves and sharing the strength provided by the life-giving sun.

*****

Ringil (Demipower of the Pare-Elemental Plane of Ice, N(LN))

Symbol:  White snowflake inside a blue circle, bordered with silver

Colors:  White, blue, silver

Spheres of Influence:  Cold, Ice, Winter

Priest Kits:  Free Priest

Cultural Equivalents:  Cryonax (m-among evil worshipers)

Requirements:  AB Str 13, Int 13; AL any; WP any not forged with heat or fire; AR any not forged with heat or fire; MaS All, Elemental (Ice), Wards; MiS Divination, Guardian, Healing, Law, Protec​tion, Thought, Time, Weather; PW 1) +2 to saves vs. cold, Ele​mental (Ice) spells cast as 1 lvl lower and take effect at +3 levels, crystallize 1/day, 3) Ringil's cloak of winter (shimmering pale blue aura acts as continuous endure cold or endure heat, switching back and forth at the priest's desire), 5) ignore presence of cold, snow, and ice for 1 rd per lvl per day (rounds need not be contiguous), rain to snow 1/week, 7) freeze liquid at will, ice storm 1/day, 9) +4 to saves vs. cold (half damage if fail, none if succeed), summon an 8 HD ice para-elemental 1/week for 1 hour (no chance of loss of control), 15) immune to cold; TU yes at -2 levels (nil vs. extra-planar except command ice para-elemental and turn fire elemental creatures at par); MI as priest, plus any item dealing with cold.

Code of Conduct:  Priests of Ringil maintain a cold, dis​passionate, aloof character, living their lives according to crystallized reason and logic.  They enjoy a good debate, but their style is one of adherence to principles and precedents, never letting their emotions get the better of them.  They seek to cool the passions and impetuousness of those around them, seeking to slow down the pace of life and to get those around them to see the beauty of taking time to plan and organize their actions and their lives.  They celebrate the season of winter not only because it is when their patron is pre-eminent among the elements, but because it is a time when life slows down and people around them often are given plenty of time to contemplate and reflect, and they often find many welcoming ears during the long winter months.  They appreciate art and beauty in terms of technical merit and rigid criteria, loving best stark contrasts, straight lines, and precise forms.

*****

Selene (Our Lady of Silver, Intermediate Power of Arvandor, NG(CG))

Symbol:  Two silver female eyes surrounded by a circle of seven silver stars

Colors:  Silver, white, gray, black

Spheres of Influence:  Moon, Stars, Dreams, Night Travelers, Secrets

Priest Kits:  Free Priest, Orthodox Priest, Scholar, Seer

Major Temples:  Calaunt, Heliogabalus (Damara), Tantras, Yhaunn (Sembia)

Cultural Equivalents:  Arcian (Artemis*-f), Elvish (Sehanine), Thorass (Selune), Turmish (Varda)

Requirements:  AB Wis 13, Int 11, Cha 11; AL non-evil; WP bow (any) javelin, mace (light) (1st), sling, staff, staff sling; AR chain or lighter; MaS All, Astral, Charm, Darkness, Divination, Music, Sun; MiS Guardian, Heal​ing, Time, Travelers; PW 1) free Astrology proficiency, +1 to hit, morale, and saving throws if the moon is visi​ble, vision above ground at night triple normal, if afflic​ted with lycanthropy of alignment within one step of own, can al​ways control transformations, Sun spells take effect at +1 lvl (+2 if stars are visible, +3 if moon is visible), 3) +2 to saves vs. illu​sions, starshine or faerie fire 1/day, 5) vision above ground at night is as in full daylight, and can see through magical dark​ness if out​doors, 7) Selene's moon​glow 1/day (as moonbeam, but any evil creature struck by this glow have a 5% chance per level of the priest of having to save vs. spells or suffer confusion for 1 rd/lvl, with a like chance for evil crea​tures susceptible to bright light to be affected as by direct sunlight), 9) dream 1/week, see through any magical darkness; TU yes, MI as priest.

Code of Conduct:  Priests of Selene must combat those who waylay travelers at night, and must work for the recovery of lost or arcane lore, especially that relating to divination and illusion.  They must also carefully maintain the warded lands and refuges of grey elves and others who live outside the normal spheres of the world, keeping them secret from outsiders.  Priests of Selene will sometimes use a special, smooth-headed light mace called a moon's hand, costing twice normal, but in the hands of a priest of Selene it gains a +1 bonus to hit and damage.

*****

Set (Lesser Power of Acheron, LE)

Symbol:  Coiled cobra with green eyes

Colors:  Black, brown, tan, green, gold

Spheres of Influence:  The Desert, Snakes, Strife, Darkness

Priest Kits:  Champion, Crusader, Orthodox Priest, Zealot

Major Temples:  Sampranasz (Mulhorand)

Cultural Equivalents:  Thorass (Iyachtu Xvim, the Godson of Bane), Untheric (Typhon)

Requirements:  AB Wis 14, Dex 12; AL any evil; WP axe (hand), dagger, dart, javelin, mace (any), scourge, staff, sword (khopesh), whip; AR chain or lighter; MaS All, Animal (reptiles and desert creatures only), Charm7, Combat7, Darkness, Protection; MiS Divination, Elem​ental (Earth), Guardian, Healing, Necromantic, Sun; PW 1) immune to all natural (including giant) animal poison (but not plant or monster poison or manufactured poi​son), +1 per 3 lvls (round up) to saves vs. other poisons, free Survival (desert) proficiency, +1 to hit, damage, and saving throws vs. priests of any one specific faith (may choose an additional faith every five levels after 1st), immune to cause fear, fear, and cloak of fear as well as dragon fear auras, but not other forms of fear, 3) snake charm 1/day, 5) sticks to snakes (snakes will always be poisonous) 1/day, 7) aura of fear (as a fear spell) in a 10' r., 1/day, lasting 1 rd/lvl, 9) summon one divine minion of Set (see FR9:  Old Empires) to serve for up to 1 hour per level, 1/week, protection from good, 10'r. 1/day, lasting 1 rd/lvl, 12) any edged weapon used by the priest auto​matically becomes poisoned (save at -2 or die in 1d4 rounds, priests of Set are immune); TU com​mand; MI as priest, plus any dealing with reptiles or the desert.

Code of Conduct:  Priests of Set must plan the defenses of their temples and hiding places and must make all efforts to ensure that Set's cult remains dominant in places where it is already dominant, and that it makes all inroads possible elsewhere.  They must never assist a creature who falls victim to the desert.  They must be skilful ambushers and preparers of traps, and must lead hunting expeditions to capture slaves to perform the work needed by the cult of Set, and in combat should seek to capture as many slaves as possible.  They should seek to sow seeds of dissension among their enemies and then strike while they are disorganized and squabbling, maintaining their own focus and purpose and taking advantage of an enemy's temporary weakness.

*****

Shar (Mistress of the Night, Greater Power of Hades, NE)

Symbol:  Black circle

Colors:  Black, dark purple

Spheres of Influence:  Darkness, Night, Loss, Sleep, Nightmares

Priest Kits:  Dervish, Free Priest, Seer

Major Temples:  Bezantur (Thay), Eltabbar (Thay), Luthcheq (Chessenta), Pyarados (Thay), Surthay (Thay)

Cultural Equivalents:  Orcish (Shargaas-m), Turmish (Ungoliant)

Requirements:  AB Str 14, Wis 12, Con 12; AL any evil; WP any blunt; AR any; MaS All, Astral, Charm, Darkness, Divination, Guardian, Necromantic, Sum​moning; MiS Protection, Thought, Wards; PW 1) all Darkness spells castable as if one level lower and take effect at +2 levels, and whenever in conditions of darkness (including magical darkness), priests of Shar may move and fight normally, replacing normal dark​ness penalties with +1 bonuses on to hit, damage, morale, and saving throw rolls, though in the light of a full moon or direct sunlight they suffer a -1 penalty on all die rolls, 3) darkness 1/day per 3 lvls (rounding down), hypnotism 1/day, 6) immune to any form of blind​ing attacks, darkness bonuses above doubled if in magical darkness, Shar's dark secret (acts as a forget spell, but with double the area of effect and number of targets if in shadow/twilight, triple if in darkness, quadruple if in magical darkness; in addition, if used while the priest is in shadow or darkness, all targets of the effect will have memory of the priest's existence wiped from their minds if they fail their saving throw vs. spell, and even if they save they must make a second successful save in order to be able to recall anything but the vaguest of details (e.g., race, sex)) 1/day, 9) night's sweet caress (any single crea​ture touched must save vs. spells or fall into a deep sleep until awakened with a remove curse spell; the priest may instead elect to cause the target to forget up to one day per three levels into the past, or any single event chosen by the priest within one day per level in the past) 1/day, Shar's nightmantle 1/day (15' r. sphere of darkness surrounding the priest lasting 1 rd/lvl, and any creature entering that does not wor​ship Shar must save vs. spells or be struck with fear, hopeless​ness, sadness (all as the emotion control spell), sleep, forget, or feeblemind (the effect is chosen at random for each creature entering the area of effect that fails to save) for as long as they remain within the night​mantle and for 1 rd/lvl there​after, 12) dream/nightmare, feeblemind, or dreamdeath (see Ravenloft spells) 1/week, 15) dark slumbers (see Ravenloft spells) or blessed oblivion of the Styx (as forget spell, but if fail save complete amnesia, losing all class abilities and acting as a 0-level character with no proficiencies and only his or her 1st level hit points, speaking (and reading/writing, if able) in his or her native tongue only, removable only by restora​tion or wish by higher-level caster; if save, acts as a normal forget spell) 1/month; TU command at +1 lvl, and may com​mand creatures native to the Plane of Shadow; MI as priest, plus any item involving darkness, sleep, or forgetfulness.

Code of Conduct:  Priests of Shar are often called Nightbringers, and they must always work to oppose priests who serve deities of light (particularly Pelor and Selene).  They work to spread terror and dread of night and darkness in their foes, avoiding forcing open battle but using stealth and the cover of darkness to kidnap and waylay the unwary, so as to better terrorize others, wiping away all trace of their presence in the minds of those who would oppose them, leaving behind only a numbing, paralyzing dread of what lurks in darkness and shadow.  They must attempt to retrieve and destroy magical items that make use of light and to destroy the servants of the brings of light.

*****

Straasha (Demipower of the Elemental Plane of Water, N(NG))

Symbol:  Blue circle with three green wavy lines across

Colors:  Blue, green, silver

Spheres of Influence:  Water

Priest Kits:  Free Priest

Major Temples:  none

Cultural Equivalents:  Olhydra (f-among evil worshipers)

Requirements:  AB Dex 13, Con 13; AL any; WP any made of organic material (wood, leather, bone); AR hide, leather, leather brigandine, padded; MaS All, Elemental (Water), Healing; MiS Animal, Creation, Divination, Guardian, Plant, Protection, Wards, Weather; PW 1) +2 to saves vs. water, steam, ice, and liquid-based attacks (including acid and poison), Elemental (Water) spells cast as one level lower and take effect at +3 levels, create water 1/day, 3) Straasha's healing draught (priest may carry a flask of water next to his or her skin for at least one full day and must be filled with magically created or purified water, one creature per level may drink from the flask each day, healing 1d2 points of damage and fulfilling half of the drinker's water requirement for the day; only one such flask may be carried), 5) ignore harmful liquids or water (no damage from contact, can breathe normally and fight and move normally) for 1 rd per lvl per day (rounds need not be contiguous), clear water 1/day, 7) water breathing (self only) at will, spark of life (when a healing draught given to any creature at negative hit points, that creature is immediately restored to 1 hit point, though this drains 1 hit point from the priest that cannot be restored until the recipient is fully healed; it may also be used on a creature which has died within three rounds, restoring the creature to life if a successful resurrection survival roll is made, though this drains 1 hit point permanently from the priest for as long as the recipient lives), 9) +4 to saves vs. all harmful liquids (including poison and acid) and water-based attacks (half damage if fail, none if succeed), summon an 8 HD water elemental 1/week for 1 hour (no chance of loss of con​trol), 15) immune to harmful liquids (including poison and acid) and water-based attacks; TU yes at -2 levels (nil vs. extra-planar except command water elemental and turn fire elemental creatures at par); MI as priest, plus any item dealing with water.

Code of Conduct:  Priests of Straasha revere water as the giver and source of all life.  They view it as their duty to give water and aid to any in need, of any align​ment or any species, save those that criminally waste or pollute water or deprive others of its life-giving power.  They are often called upon for healing by those from all walks of life.  They love to spread knowledge of irriga​tion, preservation, and conservation of existing water supplies, and they are charged with working for peace and understanding between land-dwellers and the aquatic races and with discovering and keeping the secrets hidden under the waves.

*****

Surma (Demipower of Tarterus, CE)

Spheres of Influence:  Murder, Destruction, Vengeance

Priest Kits:  Crusader (Champion only)

Major Temples:  Akanax (Chessenta), Eltabbar (Thay), Zhentil Keep

Cultural Equivalents:  Nar (Hoar Doombringer), Thorass (Bhaal), Untheric (Assuran of the Three Thunders)

Requirements:  AB Str 12, Wis 12, Dex 12; AL ce, ne; WP axe (any), bolas, club, dart, garrot (1st), javelin, knife (any), lasso, spear, sword (scimitar, short); AR any; MaS All, Charm, Combat7, Darkness6, Divination; MiS Guardian, Pro​tection, Thought, Travelers, Wards, Weather; PW 1) immune to fear, backstab as a thief of equal level, Hide in Shadows and Move Silently as a thief, 10%/lvl, free Trailing proficiency, 3) ray of enfeeble​ment 1/day, free Disguise proficiency, 5) invisibility 1/day for 1 rd/lvl, 7) cloak of fear 1/day, 9) immune to all enchant​ment/charm magic, may summon an aerial servant (q.v.) 1/month, which will fight for the priest or act as an assassin, 12) disintegrate 1/day; TU no; MI as priest.

Code of Conduct:  Priests of Surma form a secret society, a fanatical cult that operates at the heart of many civilizations, most often in urban areas but occa​sionally in rural areas as well, with secret hidden en​claves sometimes hidden deep beneath cities, in crumb​ling ruins, or in the trackless wilderness.  Members of this religion often lead double lives, serving in the community as respected leaders by day and sneaking out into the streets at night to exact the dark will of Surma.  Their targets include innocent travelers and other victims of random, senseless murder, as well as specially targeted victims, including government officials and wealthy merchants who have offended the church of Surma or thwarted its goals, or who have offended someone else enough to cause them to seek out the church of Surma to wreak deadly vengeance.  The priesthood often uses its own power to extort wealth from the populace of communities where its hold is strong, its members melting into the shadows and blending in with the rest of the populace whenever authority figures try to stamp it out, sacrificing any weak and unskilled enough to get caught.

*****

Thor (the Thunderer, Intermediate Power of Gladsheim, CN(CG))

Symbol:  Throwing hammer with blazing yellow aura

Colors:  Black, yellow, gold, dark blue

Spheres of Influence:  Thunder, Storms, Violent Weather, Battle Fury

Priest Kits:  Champion, Free Priest

Major Temples:  Dilpur (Impiltur), Westgate

Cultural Equivalents:  Thorass (Talos), Tuigan (Teylas), Turmish (Bhaelros), Untheric (Ramman)

Requirements:  AB Str 14, Wis 13, Con 13; AL any non-lawful; WP cestus, hammer (throwing-1st), javelin, spear, staff; AR chain or lighter (no shield); MaS All, Charm, Combat, Elemental (Air), Protection, War, Weather; MiS Chaos, Creation, Guardian, Healing; PW 1) all Weather spells cast as one level lower and take effect at +2 levels, +1 to hit vs. giants, ogres, and trolls, +1 at 5th level and every 5 levels thereafter, 3) berserker rage once per day on self and up to one other person per level of experience, lasting 2d6 rds and granting a +2 bonus to attack rolls, damage, and all saving throws, but those affected must attack in melee for the full duration, and if there are no enemies within melee range, they must attack the nearest creature (even friends) or suffer 1d4 points of damage each round from the strain of holding back unless knocked unconscious, 6) lightning bolt 1/day, as a wizard of half own level (rounding down), + 1/day for every three levels beyond 6th, 9) control weather 1/day, but may only make the condi​tions worse under the same prevailing heading (see the spell description chart in the Player's Handbook, pg. 232), never to make the conditions better, TU no; MI as priest or warrior, plus any item dealing with weather or lightning.

Code of Conduct:  Thor's priests must always lead crusades to stamp out all evil giantkind.  They should seek out and support storm giants and good-aligned cloud giants whenever possible.  Thor's priests exult in warfare and combat, and in stirring up wars of destruction, preferably against evil creatures, but sometimes against those who happen to be nearest.  Priests of Thor are expected to help barbarian groups to fiercely resist efforts by others to "civilize" them and to retain their warlike and fearsome heritage.  They celebrate the wildness and destructive power of nature and of humankind, when they let their natural passions rage to the surface, and they seek to facilitate both whenever possible.

*****

Torm (the True, Demipower of the Seven Heavens, LG)

Symbol:  Upraised gauntleted hand

Colors:  Silver, white, with tints of rainbow colors depending on church rank

Spheres of Influence:  Loyalty, Duty, Truth, Justice

Priest Kits:  Champion, Crusader, Diplomat, Free Priest, Orthodox Priest, Seer, Zealot

Major Temples:  Procampur, Tantras

Cultural Equivalents:  Halfling (Cyrollalee-f), Kaelar (Nuada*), Mulhorandi (Nephthys*-f, Osiris*), Nar (For​seti), Ruathlek (Nesharia*-f, Osriant*), Turmish (Valaroma), Untheric (Neselthia*-f)

Requirements:  AB Wis 15, Con 12; AL lg, ln; WP flail (any), mace (any), staff; AR any; MaS All, Divination6, Healing, Law7, Protection; MiS Charm, Combat, Guar​dian, Sun, Thought, Wards; PW 1) henchmen of a priest of Torm who also worship Torm treat the priest as if he or she had 18 Charisma for loyalty purposes, command 1/day, +1 per 3 levels (rounding up) to saves vs. illu​sions and mind-affecting spells and effects, including psionics, -1 to telepathic power scores used against the priest for every 3 levels (rounding up), 3) ESP 1/day, 5) detect lie 1/day, 7) know alignment 1/day, 9) true seeing 1/day, 12) detect lie at will; TU yes; MI as priests.

Code of Conduct:  Never knowingly tell a lie. Never flee from battle unless greatly outnumbered.  Arrest and deal with lawbreakers strongly, but with fairness and mercy when called for.  Protect the rule of right and fight against unjust laws and rulers.  Protect and defend the innocent, the helpless, the honest, and the just, and be prepared to lay down your own life and health for them.  Remain humble, whatever your true prowess, and do not let pride overtake you.  Initiates of Torm use blood red trim, followed by sunrise orange at 3rd level, harvest yellow at 5th, dragon green at 7th, and sky blue for 9th.  Great heroes of Torm are allowed to use dusky purple trim.  This sometimes takes the form of stripes on clothing or a color tint rubbed onto armor.

*****

Tymora (Lady Luck, Intermediate Power of Arvandor, CG)

Symbol:  Blue-silver disk

Colors:  Sky blue, silver, white

Spheres of Influence:  Luck, Chance, Change, Freedom

Priest Kits:  Free Priest

Major Temples:  Arabel (Cormyr), Baldur's Gate, Dil​pur (Impiltur), Elver​sult, Mulmaster, Ordulin (Sembia), Procampur, Shadow​dale, Suzail (Cormyr), Tantras, Tyraturos (Thay), Westgate, Yhaunn (Sembia)

Cultural Equivalents:  Arcian (Tyche), Dwarvish (Muamman Duathal), Gnomish (Garl Glittergold*-m)

Requirements:  AB Int 13, Cha 13; AL cg, ng, cn, n; WP any size M or smaller, plus staff; AR chain or lighter; MaS All, Chaos, Creation, Divination, Thought, Time; MiS Astral, Charm, Guardian, Healing, Protec​tion; PW 1) can reroll any single die roll once each day, except for system shock or resurrection survival rolls, +1 to all saving throws, 3) +2 to saving throws vs. magic cast by lawful creatures, taunt a lawful creature 1/day, + 1/day per 3 levels over 3rd, 5) free action 1/day, 7) alter die roll of self or opponent by 1 (5%) up or down (must be declared before the die roll is made), 1/day + 1/day per level over 7th, 9) permanent free action, 12) gain base saving throw of 18 vs. spells which allow no save; TU nil; MI as priest.

Code of Conduct:  Priests of Tymora encourage dis​cov​ery and adventure and a free, unstructured existence.  They delight in travel and broadening their horizons and trying new things, always trusting to luck to carry them through any situation.  They rarely plan far into the future, feeling secure in the knowledge that luck will favor them and see them through any sort of hard times.  They have only minimal "duties" as such, but they delight in upsetting the rule of law and powerful people whenever possible, so long as no one is hurt in the process.  They must encourage others to take chances whenever possible, and to live for the present and let the future take care of itself.  They will never retain large sums of money for long, always finding something to spend it on.  They will harass and tease lawful creatures when they get the chance, but always only in fun and never in a mean spirit.  Priests of Tymora will not toler​ate slavery or other forced servitude, and they will do all they can to liberate the victims of such oppres​sion, working persistently at it until freedom is achieved.

*****

Tyr (the Even-handed, Lesser Power of Arcadia, LG(LN))

Symbol:  A sword, point downward, with a set of balance scales across its hilt

Colors:  Silver, white, purple, dark blue

Spheres of Influence:  Battle, Combat Skill, Honor, Heroism, Bravery, Justice

Priest Kits:  Champion, Crusader, Free Priest, Orthodox Priest, Zealot

Major Temples:  

Cultural Equivalents:  Arcian (Athena), Dwarvish (Clangeddin Silverbeard), Gnomish (Gaerdal Ironhand), Kaelar (Nuada*)

Requirements:  AB Str, Dex, or Con 16, Wis 12; AL lg, ln, ng; WP axe (any), mace (any), flail (any), sword (bastard or broad), spear; AR any metal armor (see below); MaS All, Combat7, Law, Necromantic, Protec​tion, War7; MiS Charm, Guardian, Healing, Sun, Wards; PW 1) +2 to saves vs. fear, cloak of bravery 1/day, gain multiple attacks as a fighter one level lower, 3) emotion control (courage or hope only), 1/day per 3 levels (rounded down), if cast a bless spell on any melee weapon, it will provide a +1 bonus to hit and damage and -1 to speed factor for 7 rounds (lasts full duration if wielder a Tyr worshiper or until first successful hit if not a worshiper), 5) immune to fear, can discern the quality of workman​ship and magical bonus, if any, of any weapon in which he or she is proficient, 7) bless of heroism 1/day, may use one triple-damage weapon blow per day, which must be de​clared before the attack roll is made, and if a successful hit is not achieved within three rounds, the effect is wasted, 9) cloak of bravery at will (radius increased to 1' per level if cast on self), +1 to hit and damage and -1 to speed factor with any melee weapon (cumulative with bonus provided by bless spell above; TU yes at -2 levels; MI as priest or warrior.

Code of Conduct:  Tyr's priests form the leadership of an elite warrior caste in many societies.  They strive to maintain such position and train hard physically.  They must always prepare for war, physically, tactically, and by acquiring mundane, military, and magical resources to assist them.  They must always demonstrate bravery and strive toward the heroic ideal, being the first ones into combat and the last to leave, never abandoning their honored dead on the field.  The must never flee from battle unless greatly outnumbered, and must never back down from any test or challenge of bravery.

Armor is worn as a reflection of church rank, and a priest of Tyr may not wear armor that is above his or her station in the church (though lesser armor may be worn, especially if it is magical), as follows:  1st - studded leather, 2nd - studded hide, 3rd - ring, 4th - scale, 5th - chain, 6th - partial plate, 7th - plate mail, 8th - field plate, 9th - full plate.

*****

Ukko (Greater Power of Arvandor, CG)

Symbol:  Upright flaming sword between two white wings

Colors:  Blue, gold, white

Spheres of Influence:  Air, Sky, Avians

Priest Kits:  Free Priest, Orthodox Priest, Scholar

Major Temples:  Telflamm

Cultural Equivalents:  Arcian (Zeus), Elvish (Aerdrie Faenya), Nar (Frigga-f), Turmish (Sulimo)

Requirements:  AB Wis 13, Dex 13, Cha 13; AL any good; WP bow (any), dart, javelin, spear, staff, sword (any); AR chain or lighter; MaS All, Animal (avians and insects only), Combat, Elemental (Air), Necromantic, Protection, Sun, Weather; MiS Guardian, Healing, War; PW 1) speak with animals (avians only) at will, +2 to saves vs. air- or electricity-based attacks, feather fall 1/day, 4) fly (double duration) 1/day, 8) feather fall at will, summon 1d4 giant eagles 1/week while flying, 12) fly at will, summon friendly 16 HD air elemental 1/week while flying; TU yes; MI as priest, plus any dealing with air, weather, or avians.

Code of Conduct:  Ukko's priests must maintain good relations with avian creatures and races (especially aarakocra and giant eagles).  They must develop proficiency in musical wind instruments and acquire and/or research magical items involving the power of flight and control of the winds and weather.  They must destroy undead whenever possible.

*****

Ulaa (Intermediate Power of the Seven Heavens, LG)

Spheres of Influence:  Mining, Gemstones, Underground Exploration

Priest Kits:  Crusader (Champion or Knight), Free Priest, Orthodox Priest

Cultural Equivalents:  Dwarvish (Dumathoin-m), Gnomish (Segojan Earthcaller-m)

Requirements:  AB Str 13, Con 13, Wis 13; AL lg, ln, ng, n; WP hammer (any), military pick (any), staff; AR any metal armor; MaS All, Combat, Creation, Elemen​tal (Earth), Guardian, Protection, Wards; MiS Divina​tion, Elemental (Fire), Healing, Sun; PW 1) stoneskin (self only) 1/day, choose single Underdark-, hill-, or mountain-dwelling evil humanoid or giant race as special enemy, gaining a +1 bonus to damage rolls against that race for every four levels (rounding up), 3) detect gems within a 60' radius while underground for 1 turn, 1/day, 5) dig 1/day, 7) stone shape 1/day, 9) passwall or stone to flesh 1/day, 12) immune to wizard or priest elemental earth spells and attack from earth elementals (earth elemental creatures other than elementals suffer a -4 penalty on attack rolls and inflict only half damage, and any saves against their attacks are made at +4); TU no; MI as priest, plus any item dealing with earth and stone.

Code of Conduct:  Ulaa's priests often supervise mining operations and care for mining communities, using their powers to maintain underground safety and security. They are charged with retrieving treasures buried in the earth without being overly greedy and without marring the beauty of the subterranean realm.  They also must prevent overmining and exploitation of mineral resources and must defend subterranean explorers from evil creatures of the Underdark.

*****

Zagyg (the Mad Mage, Demipower of Concordant Opposition, CN(G))

Symbol:  A red serpentine dragon twisted in the shape of an ampersand on a gold circle

Colors:  Gold, black, red, white

Spheres of Influence:  Humor, Randomness, Wild Magic, Eccentricity

Priest Kits:  Free Priest, Scholar

Cultural Equivalents:  none

Requirements:  AB Int or Dex 15; AL cg, cn, ng, n; WP aklys, blowgun, bolas, chain, club (any), dagger/ knife (any), dart, firearm (any), lasso, mancatcher, net, sap, sling, staff sling, whip; AR leather, padded, leather brigandine; MaS All, Astral, Chaos7, Charm, Thought6; MiS Creation, Divina​tion, Healing, Protection, Summon​ing, Time; PW 1) +1 to saves vs. magic (+2 vs. lawful casters), im​mune to attacks that cause confusion or insanity, may cast wizard Wild magic spells as priest spells of equal level, must use level variation chart for spell effects as a Wild Mage (including chance for wild surges) for all spell​casting, 3) detect magic 1/day, joking as a Jester two levels lower, 5) misdirection 1d3 times per day, jesting as a Jester four levels lower, 7) mirror image (1d6 images) or taunt (vs. lawful creatures only) 1d3 times per day 9) may cast spells normally in wild magic areas, when a wild surge is triggered by the priest or he or she uses a random-effect magical item, he or she should roll twice for the result and may choose which will take place; TU no (but may turn lawful extra-planar creatures); MI as priest, plus any item involves wild magic (including scrolls with wild magic spells, which may be used without read magic) or that produce random effects (e.g., bag of tricks, wand of wonder).

Code of Conduct:  Priests of Zagyg are comedians at heart, loving to have a good time and to enjoy sharing their mirth and merriment with others (even when their humor is not welcome), though their jests are always in good fun (though often not in good taste).  The enjoy ridiculing and satir​izing those in positions of power.  Their irreverent wit can raise morale, and it often makes them scapegoats whenever trouble arises.  Zagyg's priests are flamboyant, outrageous, and ridiculous, and many feel that his clergy lives in a constant state of borderline insanity.  They always seek to support wild mages in their researches and in creating items that enhance and expand the boun​daries of the possibilities of magic through chance and magical manipulation in a way that the staid, rigid, logical methodology of typical wizardry and magical study can never achieve.

*****

Zilchus (Merchant's Friend, Intermediate Power of Concordant Opposition, N(LN))

Symbol:  Gold coin

Colors:  White, gray, silver, gold, red

Spheres of Influence:  Merchants, Wealth, Trade

Priests/Kits:  Diplomat, Free Priest

Major Temples:  Bezantur (Thay), Dilpur (Impiltur), Elversult, Heliogabalus (Damara), Mulmaster, Ordulin (Sembia), Procampur, Reth (Chessenta) Tyraturos (Thay), Yhaunn (Sembia)

Cultural Equivalents:  Dwarvish (Vergadain), Mulhorandi (Nephthys*-f), Ruathlek (Nesharia*-f), Thorass (Waukeen-f), Untheric (Neselthia*-f)

Requirements:  AB Wis 13, Cha 13; AL any non-chaotic; WP any blunt (must take proficiency in any flail at 1st level) and any size S weapon, AR chain or lighter; MaS All, Charm, Divination, Guardian, Law, Thought, Trave​lers; MiS Creation, Healing, Protection, Wards; PW 1) +2 bonus to saving throws vs. illusion/ phantasm, enchantment/charm, and divination-based spells and effects (psionic telepathic and clairsentient power scores are penalized by 2), 3) can unerringly discern true metal from false (e.g., a gold coin from a gold-plated lead fake), and can also detect fake or flawed jewels, magical fool's gold, and similar chicanery involving gems and precious metals, 5) know value of any goods w/successful Wisdom check (if failed, +/- 5% for every point check failed by), 7) +1 to Charisma score, 9) true seeing 1/day, treasure find​ing (as potion) 1/day; TU no; MI as priest.

Code of Conduct:  Zilchus' priesthood is strongest among nobles and the well-to-do, although his influence is appreciated among those who patronize merchants, as this deity stands for fair, honest, and scrupulous dealings.  They often carry around purses full of money them​selves, but they are also always ready to chastise the dis​honest.  Many of his priests are themselves merchants, nobles, or in a position of temporal power, and this is seen as a stamp of Zilchus' blessing.  Priests of Zilchus strive hard toward mediation and diplomacy, and many high-ranking priests within the church's orthodoxy are Diplomats.  The priesthood is expected to be personally wealthy, and to maintain temples in excellent style.  Priests of Zilchus are expected to be wise in the ways of business, and are expected to spend at least half of their proficiency slots on the following proficiencies, until all are possessed:  Appraising (must take at 1st level), Bureaucracy, Eti​quette, Haggling, Law, Mercantilism, Numeracy, Numis​matics, Reading/Writing, Supernumerate.
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