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FOREWORD 
In general deities are presented in pantheons. 
You can Select which ones, combinations, or 
parts of pantheons best Suit your campaign. 
Knowing which gods are "rea11' in the campaign 
world one is able to intelligently chooseto serve 
one (or more) Suitable to the character's 
alignment, profession, and even goals. 
Included are major, minor, and almost-gods 
(demigods). There are also a few "divine" 
monsters and magic items herein. These are 
creatures and devices so connected to 
mythology that this work was the only place to 
properly present them. Not included are those 
minions of Evil found in MONSTER MANUAL 
and the attendant volumes forthcoming. Evil 
power is only represented as a foe for the forces 
of gaod to strive against and to crush. 

The format used to present the beings in 
LEGENDS & LORE was actually developed 
through close consultation with myself. it was 
chosen for clarity and completeness of 
information. The reader can extract basic 
information quickly, just by glancing at the 
statistics pertaining to the being in question, 
Greater detail is then presented in the 
explanatory paragraphs which follow the initial 
data. It is worth commenting that the Strength 
and powers of the beings wntained herein are 
appropriate to the overall work. Thus, addition 
of these deities and demigods does not 
imbalance the campaign. Furthermore, 
Characters who become a match for them are 
obviously to be ranked amongst their number. 
no longer suitable for daily campaign 
interaction, but to be removed to another place 
and plane and treated accordingly. 

The authors have prepared exactly what 
AD&D" needed to make it a complete work. 
They deserve praise for the excellence of their 

When wark first commenced on ADVANCE0 
DUNGEONS & DRAGONSB Fantasy Adventure 
Game, one particular aspect of fantasy role 
playing was foremost in my mind: there was 
either a general neglect of deities or else an 
even worse use by abuse. That is, game 
masters tended to ignore deities which were 
supposedly served and worshiped by 
characters in the campaign, or else they had 
gods popping up at the slightest whim of player 
characters in order to rescue them from perilous 
situations, grant wishes, and generally 
step-and-fetch. Obviously, there is a broad 
ground between these two extremes, and that is 
squarely where I desired AD&D" to go. AS the 
various manuscripts were being written, I 
informed both James Ward and Rob Kuntz of 
the direction which the overall work was to take 
and then followed up with draft copies of the 
manuscripts. Thus, both authors were 
well-appraised of the form and content of 
AD&D". Their work, LEGENDS & L O R E ,  
reflects the fact that they not only were kept 
abreast of the game as it developed, but that 
they also adhered to the concepts which were 
instrumental in making AD&De what it is. 
LEGENDS & LORE is an indispensable part of 
the whole of AD&D". Do not fall into the error of 
regarding it as a supplement. It is integral to 
Dungeon Mastering a true A D & P  campaign. 
Experienced players will immediately concur 
with this evaluation, for they already know how 
important alignment is, how necessary the deity 
is to the cleric, and how interaction of the 
various alignments depends upon the entities 
which lead them. Those readers not 
well-grounded in ongoing campaigns must take 
my word for all this, although they will soon 
discover for themselves how crucial the deities 
of the campaign milieu are. 

effort. It is also necessary to acknowledge the 
contributions made by the TSR staff. 
developmentally and editorially alike. The 
writing of this work was a long and complex 
project which involved countless hours of 
research. Both authors were willing to step back 
from it and allow the team at TSR 10 emend and 
augment their creation to assure that the whole 
would meet each and every need of DM and 
player alike with respect to the deities and 
demigods of the campaign milieu. 

LEGENDS 8 LORE deserves to be a part of 
AD&De. It was designed to provide the 
much-needed information on how to include 
these "divine" beings, effects in the campaign 
milieu, how to have the participants interact with 
them, and offers a broad selection from which to 
choose. It is with sincere pleasure that I 
welcome James Ward and Rob Kuntz into the 
A D & W  fold. I trust that you will find their efforts 
most rewarding to your gaming enjoyment. 

E. Gary Gygax 
Lake Geneva, Wisconsin 
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This work, as all AD&D" works, is an attempt to 
clarify and produce material for those referees 
who expect and demand high quality 
information for their campaigns. Within its 
pages, you will find details and facts that will be 
highlyusefultoyouastheDMandtoyourplayer 
clerics. 

It is not intended as a treatment of world 
religions and the rightness or wrongness of their 
philosophies. It is a simple translation of 
mythology and literature to round out the 
campaign world. Do not look for a tavoring of 
good versus evil or neutrality versus everything 
else. When historians or authors wrote about a 
deity in a way that made them powerful or 
feared, that is the way we made them. In the 
Same light, when a being was made too 
all-powerful (in AD&D" terms) we scaled them 
down to make them compatible in game terms. 

The creative processes of this book differ from 
the other A D & W  works in that three-fourths of 
the information given within was drawn from 
knowledgeable sources rather than from the 
imagination of the authors. The names of the 
deities and heroes, the weapons and powers 
they used, and many of their personality traits 
are Plain for everyone to discover tor 
themselves. What had to be creatively done 
dealt with concepts that were purely AD&Dm in 
nature. All of the leaders of the pantheons were 
given 400 hit points and the rest were scaled 
down from there; the relative resistance of 
beings to blows and magic was derived from 
studies of their battles with natural and 
Supernatural forces: while concepts like 
strength were easily assigned in the case of 
deities of strength or war, this concept is less 
easily applied to the more powerful deities who 
have no need for massive muscles. Alignments 

PREFACE 
were perhaps the hardest AD&W concept to 
deal with. and the one that will have the most 
debate among the interested users of this work. 
Beings like Set, Loki and Arioch are easy to 
classify, but when working with the 
middle-of-the-road deities who were often 
chaotic but known for consistent kindness, or 
were rogues of the worst sort but very 
companionable, it became necessary to 
consider them as a whole to make a judgment. 
While it will be easy in any campaign to change 
the powers and alignments of those beings 
whom you differ with, remember that drastic 
changes can also influence the alkimportant 
game balance of any given campaign. 

WhileLEGENDS&LOREisideallysuitedtothe 
taskofworkingdeities into anAD&D*campaign 
format, everything has not been covered in the 
book. In the 6,000-year plus span of this work 
mankind has spent a lot of that time adding to 
the myths dealt with herein. We did not try to 
encompass everything, and it is silly to assume 
that the five years or so of research that created 
LEGENDS & LORE could suffice. There are 
areas that were stressed because they were 
Useful to DMs. whereas others were left out for 
theverysamereason.The bookshould be used 
asabeginningframeworkforthe DM. Sampleit, 
take what it wanted, and start the gods as well 
as the players in a universe. While LEGENDS & 
LORE reveals a great many divine powers and a 
great many powerful devices, it is the duty of the 
DM 10 add to, change, and otherwise modify the 
information on these pages for use in a 
campaign. 

There is a large list of people that helped in 
some way with this endeavor, and I want to take 
this oppoltunity to mention and thank them: my 
parents, my wife Janean. Brian Blurne, Ernie 

Gygax. Will Nlebling, Mike Carr, Kevin Blume, 
Dave Sutherland. and E. Gary Gygax, who 
created a game that will outlast us all. 
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EDITOR'S INTRODUCTION EXPLANATORY NOTES 

EDITORS INTRODUCTION 

Well. here it is, LEGENDS & LORE, the latest addition to the series of 
ADVANCED D & D  volumes. But what exactly is it? Let's see, it has a nice 
cower- open it up. inside there are lots of pictures next to sets of stacked 
statistics. . . it must be just like the MONSTER MANUAL! There. that was 
easy. Now that we know what it is. we know what to do with it. right? 

Wrong. 

L&L (for Short) may resemble MONSTER MANUAL, and in fact does 
include some monsters. However. the purpose of this book is not to 
provide adversaries for players' characters, The Information listed herein 
is primarily for the Dungeon Master's use In creating, intensitying or 
expanding his or her campaign. No fantasy world is complete without the 
gods, mighty deities who influence the fates of men and move mortals 
about like chesspieces in their obscure games of power Such figures can 
be perfect embodiments of the DM's control of the game. They are one of 
the Dungeon Master's most important tools in his or her shaping of 
events. 

The gods serve an important purpose for the players as well. Sewing a 
deity is a significant part of AD&D", and all player characters should have 
a patron god. Alignment assumes its full importance when tied to the 
worship of a deity. The possibility of the invocation of divme wrath, should 
the player make a serious misstep, makes alignment conduct a much 
more vital concern. 

01 course, serving a deity is of greatest importance to clercs. This book 
should help that sometimes-neglected class come into its own. Players 
whose characters are clerics will find much more range and many more 
posSlbilitieS in their roles when the information herein is used to flesh 
them out completely. Clerics can and should have a great influence on the 
course of an AD&D"'campaign. They are prominent members of society 
(much more so than the common fighters or the recluswe magic-users 
and thieves): they o fkn  have a close relationship with the populace. and 
are usually well-acquainted with local leaders. They are looked up to as 
masters of ritual and keepers of knowledge. In addition to thls special 
relationship with men, a cleric has a special relationship with his or her 
deity, an affinity usually denied to other mortals. This makes clerics a 
special class indeed, a class with a lot of room for creative innovation on 
the part of experienced players. 

At first glance, Dungeon Masters may well find the profusion of gods and 
goddesses in this work conlusmg. The DM will have to consider with care 
before choosing which pantheon or pantheons to use In his or her 
campaign. The DM should consider the flavor of the campaign: is it 
medieval, ancient. oriental. or different from all of these? Which 
pantheon@) will be most appropriate to the milleu? (It is possible to 
imagine a campaign where all the gods in this book - and perhaps more 
- areco-existent. This would require a trulyvast world. one large enough 
to contain all of the worshipers necessary to Sustain such a multlplicity of 
gods! Perhaps. as in the ancient world, such different pantheons are 
worshiped in dilferent regions.) 

The most important thing to remember about this book IS that, unlike the 
other A D & D  volumes. everything contained withln this book IS  
guidelines. not rules. L&L is an aidfor the DM. not mstructlons. We would 
not presume totell a Dungeon Master how to set u p  his or her campaign's 
religious system. Probably no facet of A D 8 D  varies more from campalgn 
to campaign than this, and that's the way it should be. Many DMs will 
choose to use pantheons or systems other than the ones included herein, 
or will alter the information presented. Feel free. 

In our research and compilation of this book, we ourselves have altered 
many facts. either for reasons of game balance and consistency or 
because sources conflict. LEGENDS & LORE IS  not a scholarly work or 
reference - it is a game accessory. After choosing which pantheon(s) to 
use, the best thing you can do as Dungeon Master is to take a trip to the 
libraryor bookstoreand read upon the backgroundofthechosen mythos. 
There you will discover the fascinating stories behind these lmmortal 
characters. and get a really solid feel for how to play them. 

Theother half of Heroic Fantasy is Mythology. With LEGENDS 8 LORE as 
an introduction, you can open up whole new realms 01 wonder. AS 
someone else has said. the possibilities are limitless!. 

LJS 

EXPLANATORY NOTES 

FREQUENCY: This refers lo the likelihood of LI particular creature being en. 
countered in 0 region or area where it might be an inhabitant. Very rore 
indicates a 4% chance of occurrence, rare indicoter an 11% chance, un- 
common indicates o 20% chance. and common indicates a 65% chance. 
Unique indicates that there is only one of the creature in existence. 

NUMBER APPEARING This indicates o good average spread. The RANGE 
is furnished (1s CI guideline only, and it should be altered to suit the circum- 
stances particular 10 ony adventure as the need mise$. I t  is not generally 
recommended for use in establishing the population of dungeon l e ~ e l ~  or 
similar encounter o r e m  

ARMOR CLASS: This is o meowre of haw difficult it is  to hit o creature, and 
subsumes the general type of proteciion worn by humans or humon- 
shaped beings, protection inherent to the creature due to its phyrical struc- 
ture or magical nature, or the degree of difficulty in hitting o creature due 
to in speed, reflexes, etc. Occorionolly, a god's or hero's armor class may 
not iibe with the being's stoted armor and dexterity, but this is due to the 
mogicol noture of the being, 

MOVE: This shows the ielotive speed of o creature on o constant basis. 
Higher speeds may be possible for short periods, but os this is  generally 
applicable lo  0 1 1  sorts of beings, a conitmi is  shown. It con be scaled to 
whatever time period is desired by adiusting ground scale occordingly. A 
standard time scale is inches per turn. The number might be double, and 
this indicates that the creature can travel in two mediums or modes: 

/ # " = flying speed 
/ / # "  =swimmingspeed 
( ff " ) = burrowingspeed 

= speed in web t # I, 

Infinite indicates that the en ti^ can travel to any point desired with no 
time lapse, and this is the being's preferred mode of movement. Infinite 
movement is0 sort of continvous no-errorleleport ability. 

HIT POINTS This indicates the omount of damage a creoture can with- 
stand before being killed (or, in the case of deities, temporarily banished 
back to their plone of origin). Ii i s  not used os CI memure of the attack 
ability of the being, 08 that is determined by using the entity's most ad- 
vantageous character class ability. 

HIT DICE: This indicates the pclrometers of the number of hit points a mea- 
lure can withstand befare being killed. Unless sided otherwise, hit dice 
are 8-sided (1-8 hit points). The indicated number of dice are rolled, and 
the numbemshown on eoch areadded together to arriveata total number 
of hit points. Some creatures have hit points which are less than o full 8- 
sided die, ond this is shown by rtoting their hit dice as D point spread. 
Some creclture~ hove odditionol points added to their hit dice; this i 4  

indicated by a plus sign followed by CI number shown ofter ihe number of 
hit dice they have, i.e. HIT DICE 4 + 4 (which equolr 4-32 hit points +4  
points, or 8-36 hit points). Creatures without character C I C I S S ~ I  use hit dice 
~ l s a  measureoftheirattackobility. 

% IN LAIR: This indicates the chance of encountering the creature in 
question where it domiciles on the Prime Material Plane (if it ever does). If 
a creature encountered is not in its lair it will not hove any treasure unless 
it carrier "individual" treasure or some form of magic. Whether or not an 
encounter is  occurring in the creature's lair might be totally unknown to 
the person or persons involved until ofter the outcome of the encounter is 
resolved. 

TREASURE TYPE: This refers to the table of treasure types on page 105 of 
ADVANCED DUNGEONS 8 DRAGONS, MONSTER MANUAL. The der- 
cripiion of the table's use i o  on page 5 of the aforementioned book. 

NUMBER OF ATTACKS: This shows the number of physical ottockr the 
being is able to meke during (I given melee round. This number can be 
modified by hit$ which sever members, spells such CIS haste or slow, and so 
forth. I t  doer not usually consider U ~ U L U O ~  or rpeciol ottock forms. Multiple 
attockr usually indicate the use of several members, such as multiple 
heads, or two E I C ~ W I  and o bite, or multiple attacks due to a being's high- 
level fighter or monk obility. A listing such 01 "3/2" indicates 3 strikes per 
every2 rounds. 
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EXPLANATORY NOTES 
DAMAGE PER ATTACK This simply indicates the amount of damage CI 

given attack will cause when it hits expressed as CI spread of hit points. In 
the case of intelligent beings who can use weoponr, the damage from the 
primary weaponjs) of employment is listed, but this may vary if other 
weapons are substituted. Magical weopon bonuses arenot included. 

SPECIAL AITACKS: This notes such attack modes CIS breath weapons, 
poison, mogic we, inherent abilities, special weopon powers, etc. A full 
explanation of the mode is detailed in the body of the description below. 
This listing only includes special abilities above and beyond character 
clorrabilities(if suchare listed in thestatirtics). 

SPECIAL DEFENSES: There ore simply what the term implies and are de- 
tailed in the material describing the being. 

EXPLANATORY NOTES 
the alignment of the deity's clerics. which must be identical with their 
patr0n'S. 

SYMBOL: Fairly self-explanatory, this is the symbol by which the deity and 
his or her faithful followers are known. I t  will be found engroved upon 
most holy items. 

PLANE: This refen to the deity's plone of origin. Usually this will be an 
outer pione corresponding to the deity's alignment, but sometimes it varies 
due to the being's particular rphere of influence, os with those deities 
originating on the elemental plclnei or clctuolly existing on Ihe Prime 
Materiol Plane. Also, some deities may be located on o plone which seems 
to conflict with their alignment because other deities of the same pan. 
theon with whom he of she is associated are also located there. 

CLERIC/DRUID: This refers to the being's obility to function CIS CI &riC 
and/or druid. Wisdom spell bonuses opply to the number of spells thot 
being can have. Note that u divine being need not be of neutrnl alignment 
to hove levels of druidical ability. Furthermore, nothing prevents deities 
from functioning in ~everal different apporently-lnconsirtenf cicIs5.s at 
once. 

FIGHTER: This refers to the being's ability to function as o fighter, poladin 
or ranger. Note that alignment doer not necessarily preclude inconsistent 
classing here,either. 

MAGIC-USERIILLUSIONI: This describes the level of the being's general 
magical spell ability, if any. Simultoneour classification in both areas is 
possible. 

THIEF/ASSASSIN: This refers to the being's level of obiiity in regard to the 
thief and/or ( I S I C I S S ~ ~  CILISSBI.  Once again, alignment does not preclude in- 
ConEistent closing. 

MONK/BARD: This refers to the being's abilities CIS o monk or bord, if any. 
Note that alignment is not n e c e ~ ~ ~ i i l y  o consideration here for either of 
there cloiies. and thot bordic ability indicates only that (1 being has the 
corresponding bordic powers, and does not ntcessorily imply abilities in 
the fighter and thief C I C I S J ~ ~ .  

PSlONlC ABILITY: Where prionic abilities ate indicoted for heroes or 
monsters, they are listedasa strength point valve, with attackanddefense 
modes noted. However, the gods' prionic abilities ore somewhat rtand- 
ardized,and fall into the following six cIa5ses: 

Ps1onic Attack D&"*e 
Class StFrngth Dirdplines Modes Modes 

I 326-365 5 minor, 2 major All All 
iI 276-3 15 4 minor, 2 rnaior All All 
ill 236-265 3 minor, 2 maior All All 
IV 181-210 3 minor. 1 maior All All 

MAGIC RESISTANCE: This indicates the percentage chance of any spell ab- 
solutely foiling to affect the magic-resistant creature. It is  bared on the 
spell being cast by c( spell-cooter of 11th level. and it must be adjusted up- 
wards 5% for each level below 11th or downwards 5% for each level 
obove 1 I th of the spell-carter -sting the spell. Thus 0 rnogic resistonce of 
95% means thot o 10th level spell-cclster has no chance of affecting the 
creature with o spell or spell-like effect, while (t 12th level yell-corter has 
c1 10% chance. Even if o spell does affect CI magic-resistant creature, the 
creature is entitled to normal roving throws (if applicable). A creature's 
magic resistance extends only to its immediate possessions, i.e. anything 
carried or worn. Area-effect rpellr will still function if targeted with o 
magic-resistant creature within their oreo; the creature itself might not be 
affected, though ali others in the spell oreo will be subiect to spell effects. 
(A fireball, for example, moy wipe oui o cluster of orcs, and a devil rtond- 
ing in their midst might be totally unaffected due to its magic resistance). 
The magic resiftonce of a creature has an effect on certain existing rpellr 
such os hold pomd,  where it indicates the probability of the magic resist- 
ancerhottering the existing spell. 

Speciol Note: Certain deities hove special abilities (of CI magicd origin) 
tho1 "never fail", e.g. a weapon that never misses, or on ability against 
which there is no SCIYB. Creatures with magic resistance moy still ovoid the 
effects of there abilities if they make a successful magic resistonce roll. To 
determine level of the deity with the magic ability. use the deity's highest 
level character class ability. unless it ii less than 15th level for demigods, 
20ih level for lesser gods, or 25th level for greater gods, in which core the 
oforementioned levelrrhould be used. 

INTELLIGENCE In monsters, this indicates the boric equivalent of human 
" I Q .  Certain monsters are instinctively, or otherwise, cunning, and such is  
accordingly noted in the body of the descriptive material. The ratings cor- 
respond roughly to the following character intelligence scores: 

0 Non-intelligent or not ratoble 
1 Animol intelligence 
2-4 Semi-intelligent 
5-7 Low intelligence 
8-10 Average (human) intelligence 
11-12 Very intelligent 
13-14 Highly intelligent 
15-1 6 Exceptionally intel ligent 
17-18 Genius 
19.20 Supra-genius 
21 + Godlike intelligence 

SIZE This is abbreviated os: "S", s m d e r  thon a typic01 human; "M", clp- 
proximately man-sized [S  to71 toll ond of approximate human build); and 

, iorger tho" man-sized in one way or another and generally having 
greater mass. 

ALIGNMENT: This shows the characteristic bent of a monster 01 hero to law 
or chaos, good or evil or towards neutral behavior possibly modified by 
good or evil intent. It is important with regord to the general behavior of 
the being when encountered. 

The above i s  also true 05 regards the alignment of divine beings, except 
that deities are not always constrained to follow their alignment to the 
letter. Their motive3 ond purposer are for obove the mortal, and though 0 

deity will generally follow his or her alignment, the being's specific 
octionr may sometimes seem to contradict this. 

WORSHIPERS ALIGN: This refers to the general alignment of those who 
worship, odore or propitiole the deity This does not necessarily apply to 

V 91-110 2 minor, I maim A,B,C,E F.G.H 
VI* Nil Nil Nil Nil 

* Beings listed as C I D I S  VI cannot use prionicr and ore invulnerable to any 
type of prionic mock. including prionic blast. 

Prionic disciplines function ot 0 minimum level of 15th for demigods, 20th 
for lesser gods and 25th for greater gods. 

S: I: W 0 C CH: There ore the abbreviations for the being's obilities. 
They are followed by the entity's scores. Ability scores that exceed 18 are 
explained below. 

STRENGTH: This score i s  always followed in parentheses by the being's 
bonus "to hit" and damage, if any. These correspond to the following 
toble,fw thosexores above 18: 

"To Hit" Damage Weight Open 
Score Bonus Bonus Allowance Doors Bend San/Llh Odes 

19 + 3  +7 4SW 7 in 8 (3) 50% (as hill giont) 
20 f 3  + 8  5,030 7 in8 (3 )  tO%(asrtonegiant) 
21 +4 c 9  6 . W  9in l044)  70%(onfrostgiont) 
22 f 4  +10 7 . W  I l i n l Z ( 4 )  80%(orfiregiant) 
23 +5 + 1 1  9.020 1 1  i n I Z ( 5 )  P0%(asclovdgiont) 
24 +6 +I2 12,ooO 19in20 lW%(arrtormgiant) 

25 +7 + I 4  15,033 B i n 2 4  lWJ%{(astitan) 
(7 in 8) 

(Pin 10) 
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EXPLANATORY NOTES 

The numbers in porentheser under OpQn Doon indicate the chance of 
forcing open a locked, barred, magicolly held or wizard locked door, but 
only one attempt ever (per door) may be made. and if it foils no further at- 
temptscansucceed. 

INTELLIGENCE The following tobieopplier to intelligence f cores over 18: 

EXPLANATORY NOTES 

Chance to Minimum 
Know Each Numberof 

Score Listed Spell SpeIIs/Level 
19 95% 11 
20 96% 12 
21 97% 13 
22 98% 14 
23 99% I5 
24 1 00% 16 
25 1 W% 17 

Spell Immunltles 
first level illurion/phantosm spells 
second level illusion/phontarm spells 
third level illurion/phcrntorm rpellr 
fourth level illuriodphontosm spells 
fifth level illurion/phontorm spells 
sixth level illusion/phantorm spells 
seventh level illvrion/phontasm spells 

Beings of very high intelligence will not be fooled by illurion/phontoam 
spells; they will note some inconsistency or inexactness which will prevent 
their belief in fhe illusion. A being with CI 19 intelligence will never be- 
lieve a l t  level illurion/phontorm spell, even if cast by a high-levelspell- 
corter, and will thus avoid 0 1 1  effects. Beings with greoter intelligence can 
also ignore higher level illusions, 01 indicated. All effects noted m e  
cumulative (e.g. o 20 intelligence gives immunity 10 firsf and second level 
illusions). 

DEXTERITY: The following toble opplier to dexterity score$ over 18: 

WISDOM The following tableapplies to wisdom scores over 18: 

Score Spell Sonus Spell Immunities 
19 

20 

One 4th 8 one 1st 

One 41h & one 2nd Forget, hold perron, roy of enfeeblement, 

Come fear, charm perron, commond, 
friends, hypnotism 

score 
21 One 5th 8 one 3rd Beguiling, dominotion, fear 
22 One 5th 8 one 4th Charm monster, confusion. emotion. 

23 Two 5th levels Chaos, feeblemind, hold monster, mogic 

24 Two 6th levels Gem, moss suggestion, rulership 
25 

fumble, suggestion, teiempathic projection 

jor, mass domination, quest 

One 6th 8 one 7th Antipathy/rympothy, finger of deoth, mors 
chorm, om's irrerirtable donce 

&Or* 
19 
20 
21 
22 
23 
24 
25 

Re.mCtimIAHc~cking 
Adlustment Defmrlve Ad/ustment Picking Pockets Open Locks 

+3 4 + 15% + 20% 
+3 -4 20 25 
+4 -5 25 30 
+4 -5 30 35 
+4 -5 35 40 
+ 5  d 40 45 
+5 d 45 50 

Beings of very high wisdom ere immune lo the effects of certdn charm- 
type rpellr, psianic abilities and spell-like effects. These immunities are 
cumulative with higher wirdom. Beings with high wisdom are simply oble 
to outomatically throw off the effects of fhese $Delis. 

Locate/Remove Traps + 10% 
15 
20 
25 
30 
35 
40 

Note: The lost five columns (Plcklng Pockets, etc.) apply only to beings with thief, aimisin or monk abilities 

CONSTiTUTION: The following tableapplies toconititution fcores~ver  18: 

Score Hit Point Adjustment* 
19 +5(nolrrol led/ 
20 +5(nalrroi led) 
21 +6(no l ro r2 r )  
22 +6 (no 1 s or 2s) 
23 +6 (no l s ,  2s or3r) 
24 +7 (no li, 2s or3r) 
25 +7 (no Is, 2% oc 3s) 

Poilo" SO". 

+ I  
+ I  
+ 2  
+2 
+ 3  
+ 3  
+ 4  

Regenemtlon 
Nil 
1 poinV6turnr 
1 point/5turnr 
1 point/4 turns 
1 point/3 turns 
I point/? turns 
1 point/l turn 

* The additions to each hit die are for fighter, polodinr ond rongers only; 
0 1 1  beings without one of there clasier can receive no more than 2 bonus 
points per die. The other modifications to the dice me opplicoble to any 
class. The notalion "no 1s r o l l e d  iodicoter that ony Is rolled when hit 
points ore being figured should be counted os 2s. At 21 and 22 comtitu- 
tion, lsand25clrecountedar3r,ondsoon. 

CHARISMA: The following lobleapplies tocharismorcores over 1 8  

hximum No. 
Score of Henchmen 

19 20 
20 25 
21 30 
22 35 
23 40 
24 45 
25 M 

Loyalty Bar. 
+ SOYO 

6a 
70 
80 
90 

100 
100 

R WJ Ct i 0" 
Adlustment + 40Yo 

45 
50 
55 
MI 
65 
70 

Awe Power 
Up to 1 HD/level 
Up to 2 HD/levelr 
Up io 4 HD/levelr 
Up to6 HD/levelr 
Up to 8 HD/ievels 
Upto lOHD/levels 
Up to 12 HD/levels 

Awe Power is defined os the reverential fear or dread or overpowering 
desire to worship caused by the mere fight and presence of 0 divinity. In 

Move Silently 
+12% 

15 
18 
20 
23 
25 
30 

Hldlng InShmdows 
+12% 

15 
18 
20 
23 
25 
30 

every cole dealing with the levels listed, creatures thot gaze upon o divine 
being will be stunned into inoction so that they will be aware of nothing 
but the presence of the deity until the deity disappears from right (no IOV- 

ing throw). This works through m y  control up to and including CI mogic [or 
spell. Stunned ~reoture i  cannot initiate any other mtion than physical 
defense i f  attacked while under the influence of theawe power. Note thot 
theawepoweiappiiesonly todivine beings (gods and demigods). Mortal- 
born persons who somehow acquire godiike charisma will not radiate this 
CIUIO. 

In certain instances, some divinities ore IO loathsome and repellent os to 
actually have negative charisma. This applies only to the truly ghastly 
divine beings. The horror which their appearance and presence inspirer 
causes creatures in the hit dice or level range noted below to be stunned 
with feorand detertotion until the being is no longer in sight. While in this 
condition a creature con do nothing but defend itself physically agoinst 
ottockr. Ar with awe power, even if a perron were to be given negative 
charisma through some terrible curse or chonge, he or she would not 
acquire the horror ability. The reaction of the average creature to a hypo- 
thetical non-divine being with CI negative chclrismo would be o desire to 
ki l l  i t  immediately. 

Charisma Score Reoction Adjustment Horror 
-1 -40% Up to 1 HDilevel 
-2 45 Up to 2 HD/leuels 
3 50 Up to 4 HDilevelr 
4 55 Up to 6 HD/levels 
-5 69 Up lo 8 HD/leveIs 
d 65 Up to 10 HDilevels 
-7 70 Up to 12 HD/levelr 

Beings with negative charisma will never hove henchmen of (I normal 
nature. 
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STANDARD DIVINE ABILITIES DUNGEON MASTERING DIVINE BEINGS 

STANDARD DIVINE ABILITIES 

Unless otherwise specified, a11 gods and demigods hove the following 
special abilities, above ond beyond whotevet otherabilities are listed: 

Commond: CIS the spell, but losting 2 rounds f w  lesser gods and 3 
rounds for greoter gods. There is no roving throw VI. this divine 
ability. 

Comprehend languages: CIS the spell, except the deity also gains the 
ability to rpeok or write the longuage in querfion. 

Detect olignment: this ability enables the deity to detect the alignment 
of objects or creatures with no error. 

Gate: the deity can only attempt to gofe in other beings of the some 
mythos. 

Geas: arthespell. butwitharangeof9" 

Quest: (IS the spell, but with a ronge of 9", and no raving throw 

Telepoit: this is on inherent ability which allows the deity to teleport 
from place toplace or from plane to planewith noerror. 

Truereeing: os thespell 

The obove abilities all function instantaneously and at will, bui not con- 
tinuously. The gods sometimes manifest surprising abilities that ore not 
otherwise noted, such os the power to change charocterd ability scores, 
grant wishes (or their opposites), or teleport others wherever they wish. 
Exercise of wrh bonus powerr falls entirely within the reolm of the D M s  
iudgment. 

Saving Throws: All gods and demigods hove 0 raving throw in 011 
categories of 2 (i.e., only on a I on o d20 will they miss their rave). This is 
in addition to any other mogic resistance, of C O U T E ~ .  All heroes delineated 
in this book hove $ w e $  in 0 1 1  categories of 3. Gods' and heroes' saving 
throw numberr ore irreducible regardless of magical aids and odiust- 
ments. 

DUNGEON MASTERING DIVINE BEINGS 

In ADID. when the deities deign to notice or interfere with the lives of 
mortal men, i t  is the Dungeon Master who must assume their roles. DMing 
CI divinity presents o far greater challenge than playing the role of o 
merchant, a sage, or an orc. Players will quite naturally pay specid ot- 
tention to the words and deeds of the gods, IO the DM must make (I special 
effort to understond how to present them. 

First and foremost, deities and divine beings are not merely super-power. 
ful humans. They have powers. abilities. ond qualities totally unavctilable 
to the mortal-born. (%e Explonmiory Notes.) Even if o human should, 
through some ultra-potent mogic, hove his or her abilities raised into the 
20's (unlikely and inadvisable), that person would not goin those powers 
reserved for the gods. The source of a deity's godheadr is in some way 
connected to his or her earthly worshipers, though in what monner the 
gods derive this power is  LI mystery totally beyond mortal (or immortol) 
comprehension. However, it is true that o god's power often increaser or 
decreases CIS the number of his worshipers varies. Thus deities, and clerics 
os their agents, constantly try to increase the quantity and quality of their 
worshipers. 

The stcltistics given in this book can be of great aid to DMr, but they do not 
tell how a deity should be played. The gods ore not lists of armor clorrer, 
hit points and attack forms; treating them CIS such reducer them io  the cole 
of mere monsters. They are, rother, beings whose verypresence profound- 
ly affects the course of events. Many of them represent elemental or 
natural f o rcs  that man con barely influence, let &ne conquer. 
Introduction of a deity into octive play in D game i s  CI step that cannot be 
taken lightly. Players m u d  understand who they ore deoling with, and that 
improper behavior toward o god can bring swift and dire consequences. 

Gods generally hove egos proportionate with their power and importonce. 
Mort deities simply will not stand for mere mortals behaving beyond their 
station, e.g., treating gods CIS equals, or not showing proper respect in 
other ways. Attempting to coerce or intimidate CI god in some way will 
nearly olwoys result i n  divine punishment. Mortals who meddle with the 
gods are uavolly dealt with harshly in order to provide examples for others 
who may contemplotesuchoctions. 

Most gods enjoy flattery, but any god with o wisdom score above 15 will 
knowitforwhatitis,andwillgenerallynotollow hiror heropinionofthe 
flatterer to be altered by the flattery. Deities will usuolly be able to guess 
ot the flatterer's motives. 

In any encounter between characters and CI divine being, thereare several 
things that the DM must continuolly keep in mind. The first is the divine 
owe [or horror) inspired in mortok by most deities' extroordinary 
charisma. Even if characters are of sufficient level to ovoid the direct 
results, the deity's pronouncements should corry great weight. l h e  second 
thing to remember is that most gods' intelligence and wisdom far exceed 
that of mortds. They can rorely (if ever) be fooled or tricked by mere 
humans. Their great wisdom ~ s u o l l y  enables them to tell when 0 mortal is 
lying. In foct, os DM, you can vruolly assume that if you know why a char- 
acter is saying or doing something, the deity would know i t  as well. This 
should help to Simulate the deity's superior intellect and wisdom, and im- 
press the characters. Gods with intelligence scores above 20 can often tell 
what kind of action a mortal is about to attempt just from CI few prepora- 
tory motions, and knowing this, o god (with his or her superior dexterity) 
can often react to the action before i t  is completed! 

If o god enters combot (willingly or unwillingly), he or she will always at- 
tempt to ovoid any situation where the god con be physically defeated. A 
little reflection will show that the ideo of a deity fighting mortals "to the 
deoth" is absurd. The eosiest avoidance of combat is the god's innate tele- 
port ability, which mobles him or her to leave combat entirely, or ''blink" 
away to a convenient distance and resume combat in o manner of the 
god's choosing (spells, special abilities, etc.). This telepott ability takes no 
time or concentration during bottle- thedivinity just wills i t  to happen. 

If engaged in combot, deities will almost always c d  upon whotever aid 
they can. Some gods hove specific aids or ottendantr listed in the text. 
Those who do not hove creotures listed can s t i l l  usually summon o retinue 
of oppropriate beings from the Prime Material or the god's plane of origin. 
After summoning aid, many gods will depart the field, leaving their 
retinue todo thefightingfor them. (That is, after all, their function-gods 
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hove better things to do than fight with mortals.) This summoning of aid 
takernomoretimeoreffortthon theteleportobility. 

Unless they have Q history of mutual  antipathy. deities will always be un- 
willing to fight other deities. They will back off from confrontation situo- 
lions whenever possible. preferring to work through underlings or chosen 
champions. For example, if o meddling party of choracters accidentally 
summoned on evii god, they might wish to attempt to gote in 01 good god 
to protect them. They are olmost sure i o  be disappointed. In oil probability, 
the most aid they will receive through the gote is one (or more) of the 
god’rrervants, ora  quickteleport too safe lo~otion. 

In foct,gate spells i ngenedore  more likely to result in theappearonceof 
one of the gods  followers, rother than the deity itself. A gote spell cannot 
compel a deity’s appearance - 0  god will come only if he or she chooser. 

Thegodrore not unwilling tooid theirworrhiperr.Thefact is,gods haveso 
many worshipers ihoi they prefer to give oid of o less specific and more 
generol nature-subtle aid thatwill help theirworrhipersara whole.This 
type of oid uruoily goes unnoticed in the short run (except by high level 
clerics, who know what to expect). Specific aid to individuals is extremely 
rare, despite the fact thot this is the kind of aid deities are mort frequently 
requested to supply. If the supernoturol powers of the various Outer Planes 
could and would continuolly and constantly involve themselves in the 
affairs of the millions upon the Prime Mclteiiol Plane, they would not only 
be so bury os to get neither rest nor relaxation, but these deities would be 
virtually handling 011 of their own offain and confronting eoch other 
regularly and often. If on entreaty far aid were heard one time in 100. 
surely eoch and every deity would be CIS bury CIS CI switchboard operator 
during some sort of notum disaster. Even if each deity had a nominal 
number of servants whose purpose is to supply aid to desperate ad- 
venturers, the situation would be frenzied at best. It if obvious thot inter- 
vention by o deity is no trifling matter, and it is not to be allowed on CI 

whim, even if characterrarein extremis! 

This is not to dictate that deities will never come to characters. The mighty 
evil gods, demons, and devils ore prone to appear when their name is 
spoken - provided they stand the possibility of gaining converts to their 
cause. The forcer of good might send some powerful creature of like align- 
ment to aid charocters on 0 mission in their behalf (e.g., a ki-rin, couotl, or 
good dragon). Certainly in the case of some contest between opposing 
deities all 6orts of intervention will take ploce - but olwayr so os not i o  
cause the deities themselves to be forced into direct confrontotion! Other- 
wise, the (Iccumulalim of hit points and the ever-greater abilities and 
better roving throws of characters represents the aid supplied by super- 
natural forces. This i s  particulariy true when characters odvance to high 
level and become prominent. Deities often regord such characters os 
important omong their mortal worshipers, ond the characters themselves 
may be asked to (or be given no choice but to) take part in the maneuver- 
ingr of the gods’ forcer upon earth. Charocterr are vruolly totally without 
knowledge of the part they play. In these cares, rather than being re- 
questers of divine intervention, characters may actually become part of 
the intervention itself! 

As Dungeon Master, you will hove to determine the ornount of involve- 
ment of deities os you develop your campaign. Spur o i  the moment inter- 
vention can be hondled os follows: If the character beseeching help hor 
been exemplary in foithfulnesr, then ollow a straight 10% chance that 
some creoture will be sent to his or her aid if this is the first time the 
charocter has orked for (not received) help. if 00 is rolled, there is o per- 
centage chance equal to the charocter‘r level of experience that the deity 
itself will come, and this chance is modified CIS follows: 

Each previous intervention in behaif of the character 

Alignment behavior only average -5Yo 

Alignment behavior borderline -10% 

-5% 

Direct confrontation with another deity required by thesituation 

Choracteropporing forcer of diometricolly apposed alignment 

Character serving deity proximately (through direct instructions or 

-10% 

+I% 

by means of some intermediary + 25% 

The obove applies only to activities on the Prime Materiol Plane. Deities 
will not intervene on the planes which ore the hobitotions of other deities, 
!.e. .  the Outer Planes. They will neither venture to involve themselves in 

CLERICS AND DEITIES 

the Positive or Negotive Materiol Ploner. Intervention in the Elernentol 
Ploner is aubiect to DM option, bared upon the populotion he or she has 
placed there. (If there ore elemental gods, the deities from the Outer 
Planes will NOT go there.) Intervention occurs only on the Prime Material 
Plane in mostcases, with occosiond intewention in the Astral ond Ethereal 
Planer. 

CLERICS AND DEITIES 

When a DM if deciding which gods will be commonly worshiped in his or 
her campaign, he must be aware of the fact thot not oi l  gods are equally 
powerful, and that this affects their ability to grant spells to their clerics. AS 
is explained in the DUNGEON MASTERS GUIDE, 1st  and 2nd level spells 
are gained through the cleric‘s knowledge and faith. All other spells are 
gained through prayer. Third. fourth and fifth level spells are granted by 
the supernatural SBWLIII~S or minions of the cleric’s deity. These servants 
range up todemigod level. Clerics whose patrons aredemigods (and not 
lesser orgreatergodr) will receive their3rd through 5th level spellrdirect- 
ly from their deity. A demigod connot gront spells obove 5th level, so 0 

cleric of c1 demigod could never receive 6ih or 7th level spells. 

Sixth and seventh level rpeilr are granted to clerics directly from their 
deities. Onlyihegreotergods moygront7th level spellr. 

In each mythos included here, the deities have been divided into demi- 
gods, lesser gods and greoter gods. The DM moy carefully consider olter- 
ing there designations if they do not suit his or her campaign or concept of 
the deity. 

Deities of oil types, from the highest to the lowest, expect a great deal of 
work from their clerics in return for the power to perform miracles. Clerics 
ore expected to behave in CI manner exemplary of the teachings of their 
faith. Even common everyday concerns must be viewed in the light of their 
beliefs. Clerics must stand out from the common foid CIS role models of 
correct behavior. exhibiting greater wisdom and thoughtfulness, ond 
living out the precepnof their religionrondaligomentr. 

The DM must also make sure thot the cleric is owwe of his or her ploce in 
the community and the church hierorchy. Cleric “odventurerr”, which in- 
cludes nearly all ADLD player character clerics, are often greatly re- 
spected and admired (or feored) by the populace. However, due to their 
romewhai unorthodox behavior, they rorely have any important place in 
their religion’s hierarchy. They are required to mointclin appearances and 
perform the proper rituals essential to their faith and alignment, regardlens 
of their special mission in life. 

A cleric, no matter where he or she is, c c c  os on ogent and representative 
of his or her deity. The cleric should miss no opportunity to explain and 
show to others, through both ward and deed, the truth ond rightness of his 
or her religion. When clerics rise to high level, they are often expected to 
be judges, interpreters and orbitrotors of the congiegalian’s needs. 

One of the more dangerous functions of any cleric is that of pawn of the 
god he or she server. Clerics ore sometimes required to attempt to block 
the pions of the servants of other deities, and they may even be sacrificed 
for the ultimate goals of the god they serve. 

In oddition to the obove. there ore other requirement% which a cleric must 
fylfill if he or she is to remain in good standing with the patron god. De- 
pending upon the religion (and the D M r  decision), certoin rituals and 
services must be performed, sometimes at precise and regular intervals. 
The cleric should also freely undertake the performance of exceptionol 
duties in the form of quests, heroism, and even (if necesrory) volunfary 
martyrdom. 

One important and sometimes expensive duty of CI cleric is the creation of 
places of worship for his or her deity. This could mean the building of 
simple roadside shrines 01 low level, while at a high level o cleric might 
finance the construction of on entire temple. These structures or orear must 
be put in placer of relative security, for the desecration of a temple is a 
terrible blow to CI religion’s honor. 

There may come a time in the campaign when a cleric moy foll owoy from 
the path of the deity he or she serves and need to be corrected or punished 
in some way. Clerics using only first and second level spells usually need 
fear little direct retribution from their deity; the god expects higher level 
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mortal servants to be oware of transgressions and to take the proper 
CICtiO". 

In the cme of higher level clerics, if the offenre is minor, he or she will 
often receive D warning of some kind, typically an unmistokable omen of 
some sort. These ore usually sent by one of the deity's servonts. If (I cleric 
once agoin commie a minor tranrgrerriao or dereliction of duty, the 
sewanti of the deity (ond the DM) may require that he or she appease 
them by engaging in one or more of several types of penances. If the 
questionable act was unknowing or unwilling, simple receipt of anatone- 
ment spell may be rufficieni. If it was not, several days of fasting, prayer 
and meditation and/or minor racrificer moy be necersory. In certain 
religions, this moy include some sori of scourging or phyricol punishment. 

Greater and repeated transgressions require greater expiation io atone for 
them. The erring cleric moy hove to make CI major sacrifice. probably 
including money and magic items, and he or she may be given a minor 
quest of some sort. Some religions may even require public degradation 
and humiliotioo for the cleric CIS recompense for his or her rim. Until the 
otonement period has been completed, use of certain spells or spell levels 
may be denied the cleric. 

Grove transgressions require grim punishments. A cleric who commits D 
grievous sin ogoinri his or her god may have to sacrifice 011 of his or her 
possessions and then go on a major quest in order to restore good stand- 
ing. During this period use of many or even all spells may be denied the 
errant cleric. Commission of irredeemable sins or terrible heresies, of 
course, will result in immediate and total excommunication of the cleric: 
that person may neverogoin use clerical spells in the nameaf thatdeityor 
hope for aid or safely from his followers. The worst of these acts may also 
invoke direct divine wrath upon the head of the offending one. Divine 
vengeance upon one who hor betrayed his gad can toke many forms, 
each one worse than the previous. 

The obove, of course, are rare cases. A faithful and true cleric doer not 
balk 01 those tasks necessary for proper worship, and doer not even 
consider commiiting actions which oppose those of his or her alignment 
ond religion. The path of truth for mort clerics is narrow but well-morked. 

MORTALITY AND IMMORTALITY 

OMENS 

Omens ore signs or indicotions from deities that display the pleorvre or 
displeosure of the gods or serve to foretell the future. This section deals 
with mony of the common omens of historical reality, but omens can be 
useful in on ADVANCED DUNGEONS 8 DRAGONS campaign CIS well. 
Whenever players transgress their alignmeni, and especially when clerics 
violote the dictates of their sect, they wiil receive o bad omen. This can 
take reverol forms, but the most common one i s  a pmtiol IOM of power: o 
magic-user might find it impossible to remember some of the higher level 
spells, a fighter might suffer constant illnes (and fhus the 1 0 s  of one- 
fourth or one-half of his or her hit points), or o cleric might be unable to re- 
new even first or Jecond level spells on o doily basis. Any of there hoppen- 
ingr should be taken os a sign to the pioyer that he or she has done some 
wrong thoi merits punishment. In short, omens are devices for iudger to 
use in correcting players that constantly do improper things in the com- 
paign. If o temporary loss of power doer not deter o player from conrtontly 
violating his or her alignment or not following the woyr of the deity, then 
more severe omens can be given or the effects of some con be mode 
permanent. 

Following this paragraph will beol istof omensomJrign~,olongwiththeir 
purported meanings. Some of there predicted happenings ore quite 
specific, others are rather vogue ("good luck"); whether specific or gener- 
01, the DM is reminded thot any or 0 1 1  powers or retulh ore entirely op- 
tionol. The some core must be token with there omens and luck symbols os 
with the alleged mystical properties of gems (see DUNGEON MASTERS 
GUILE, p. 27: "NOSE REGARDING THE MAGICAL PROPERTiES OF GEMS, 
HERBS, et al,''). Under no circumstances should o player be allowsd to 
badger o DM into, for example, giving the player o bonvr on saving throws 
simply because he or she is carrying a pouch full of four-leaf clovers! in 
the ADBD universe, such an occurrence might foretell seven yeorr of ill 
fortune to follow . . . 

Certain o m m i  are recognized os portending good luck. There include 
finding ~1 four-leaf clover, Seeing the crescent moon. and finding a toad- 
stool. Symbol8 of good luck include dice, crossed fingers, D shoe, a fish, a 
dog, o wheel, and the three apes that see, heor, ond speak no evii. The 

finding of mistletoe in the wild i$ good luck, and if boiled and combined 
with pura spring water is  supposed to be a universal cure for poisons. The 
wearing of leother from top to bottom is mid to repel demons and devils. 

Dung i s  said to hove both good and bad properties. Objects or perrons that 
are covered in dung reputedly cannot be louched or hurt by the undead. 
On the other hand, if even a smoll bit of dung is cart upon on altor con- 
secrated to good, the altar is defiled and only evil can be contocied there. 
The forces of good must go to great lengths to reronctify such o tainted 
object. 

Far more omens and sign3 prsdin ill luck tho" good. Breaking D mir- 
ror and spilling sol1 are universally recognized as bod omens. The ap- 
pearance of meteon, comeh, and eclipses portend great changer or hap- 
penings, usuoIIy not good. Meeting an old woman 01 one rets out on a 
journey is ill fortune, CIS is a bot flying in the window, or tripping os one 
enters a doorway. If CI bird percher on a holy symbol, it means horrible 
things are going to happen to thot sect in the near future. If someone 
enters a room unasked and finds knives crossed in the room, it is con- 
sidered o sure sign that that perron will be cut the very next time they are 
attacked. Thirteen of anything in one group is the height of bod luck, ond 
this should be avoided 01 oll costs. Taking obiectr from o group of thirteen. 
or especiolly removing the whole group from whatever resting place it 
hod, is  sold to invite a horrible death. The coming of CI will-o'-the-wisp is 
interpreted to m w n  thot some building is going to burn to the ground 
within seven doyr, while the wail of o banshee certoinly means thotsome- 
one is going to die that very night. 

The appearance of (1 rainbow is a definite statement from D deity. 118 ap- 
pearance means either thot the deity wants to converse with a morid, or 
that the deity wane the mortal to undertoke LI quest. In Norse legend, men 
ond women of power could trove1 to Argord merely by touching a rainbow 
(partof the bridge Bifrort) and wishing to be there. 

MORTALITY AND IMMORTALITY 

AOaD assumes fhoi the animo, thot force which giver life ond distinct 
existence to thinking beings. is  one of hvo sorts: soul or spirit. Humans, 
dwarves, holflings. gnomes, and half-elver (those beings which con have 
o raise deod orresurrection spell cost upon them) dl have souls; 011 other 
beings that worship deities have spirits. This lotter group includes (but is 
not limited to) elves. OK$, half-orcs, and the other creoturer qrdf ica l ly  
mentioned in the NONHUMANS DEITIES section of this work. The DM may 
decide on D care-by-care basis whether other crwtures hove spirits and 
worship deities; the only porometer is that monsters with spirits must hove 
ot ltost on intelligence roting of Low. Please note that the following system 
is only o suggested one. Individual Dungeon Marterr should use a differ- 
eni system if they find this one unsuitable. 

When D being from the Prime Moterial Plane dies, its soul or spirit goes to 
one of the Outer Planer. (See THE KNOWN PLANES OF EXISTENCE sec- 
tion.) Selecting which plane the soul or spirit goes to is the province of the 
DM, based upon the alignment behavior of the creature during its mortal 
life. If a human cleric died professing to be lowful good, he or she might 
expect to go to one of the Seven Heovenr. The DM might judge some of 
the cleric's acts as more neutral than lawful, and decide that CI more ap- 
propriate plane would be Elysium. If a being has been faithful to the 
teachings and tenets of its deity, however, it is  likely that the soul or spirit 
will parr into the plane where the deity resides. Moreover, the soul or 
spirit will go to that part of the plane most strongly influenced by that 
deity; for each plane is infinite, ond most ploner hove more than one deity 
residing there (Olympus,Asgord, etc.). 

Another difference between sovk and spirits lies in whot hoppens to them 
when they orrive at their destination. For IOUIS, it is the beginning of 
eternity; it is  on this plane tho1 the soul will remoin torever, enjoying the 
benefits or suffering the torments thereof. Spirits, on the other hand, may 
be but temporory residents of the plone. Their rewards ond punirhmentr 
are less than thot received by sods. At some time in the future, at the will 
of the deity, the spirit can be returned to the Prime Material Plans - rein- 
cornoted. The new creature will not have any sort of overt memories of its 
former life, nor will ih new form necessarily be the fame 01 its old. if an 
elf becomes evil during his or her life, his or her spirit would go to one of 
the evil planer 01 death. The ruler of that plane might, o century later, de- 
cide to send the being back os a Dmw, for example; this Drow would have 
the some sort of good-evil choicer during life as the elf had (albeit from L( 

different viewpoint), and conceivably could go to yet another plane upon 
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MORTALITY AND IMMORTALITY 
death if he or she did not remain evi l  and loyal 10 the master of that ploce. 
The amount of time that a spirit must spend in o plone before returning to 
the Prime Material Plane is extremely variable. It could ronge from as little 
CIS ten years too millenium or mare- timeirnotimportanttoodeity. 

(Note: The above is only c1 suggested method for dealing with character 
life-ofter-death. The DM moy, of course. use whatever system i s  most ap- 
propriote to his or her campaign.) 

There is (1 time log between death and orrivol 01 the plane of destination. 
Although time is meaningless to the soul or spirit, the long journey to the 
proper plane can take 3-30 doyr of time relative to those in the Prime Ma- 
terial Plane. Thus the rotionole for the progressive time limit on the raise 
deod spell becomer cleor: the farther the soul has travelled on its way to 
its destination plane. the more powerful the cleric needed to summon the 
soul bock to its mortal coil. The rood through the Astral Plane lo  their derti- 
notion is clearly marked for the dead, but it is not free of peril. Some 
monsters room the ethereal ond ostrol planes 01 will, which is why buriol 
chambers often include weapons, treasure. and even bodyguordr to pro- 
tect the s o d  on its journey. 

A resurrection spell functions in o different monner from o raise dead: the 
cleric literaiiy recalls the soul from the plone of its deity bock into its 
former body, where flesh and blood have been mogically restored to the 
bones. As this involves the cooperation of the deity on the plane where the 
soul was. clerics must use extreme caution in employing this spell. If a 
cleric resurrects 0 being of rodicaliy different alignment, the cleric’s deity 
(who gave the cleric this power) may be greatly offended. Similorly, if a 
cleric resurrects (I being of different alignment Simply to serve the 
purposes of the cleric or his or her deity (to extract information, for ex- 
ample), the deity on the plane where the soul was moy be highly dir- 
pleared and may tokeappropriateoction. 

The servclnts, functionaries. ond minions of some deities (demons, devils, 
couotl, ki-rin, titans, and others) w e  actually spirits put into those forms for 
the purposes of the deity. It should be noted thot the forms listed in the 
MONSTER MANUAL ore by no meoni the only ones these servants con 
take ~ some chaotic deities rule planes where no two beings have the 
same form! 

Immortality in ADED does not confer or imply everlosting existence; in 
essence what the gads enjoy is eternal youth. Many of the gods can, of 
course, alter their forms ot will and appear young or old; though this op- 
pearonce is sometimes dictated by their followers (the ruler of a pantheon 
should appear older, wiser, and more mature than, for exomple. a god of 
mischief). Any description of gods ar”young”or”old is 01 best extreme- 
ly relative and hor no bearing on their powers. A chorocter who obtains 
apparent immortolity through many potions of longevity need not fear 
death through ”naturol comes’’ (until he or she finally drinks the potion 
that reverses the effects of 0 1 1  the previous ones), but can stili be slain by 
normal means. 

When deities or their minions trove1 to planes other than their own, they 
ore myrticolly anchored to their home plane by a metophysical “silver 
cord”; this is similar to the one described for amol spell, but cannot be 
broken by the Psychic Wind or any other means. This cord is what pulls a 
spirit back to its plane of origin when its material form is deltroyed. The 
return occurs near-instantaneouriy, in contrast to the trek of a IOUI.  The 
energy expenditure of this is enormous, and will weaken the returning 
being: servants, devils, demons, ond even the deities themselves. Thus 
Type V and VI demons must rest a century before returning unaided to the 
plane where they were slain (see MONSTER MANUAL); demon princes 
and lords, and greater devils and orch-devils require 2-8 weeks lo  restore 
their energies to a point where they can plane travel or send (1 servitor to 
onother plane; and even greater deities require 1-4 weeks of rest before 
dealing with activities outside their home plane. During this dormant 
period, it will be impossible for any clerics of the rert ingdeity~acquireor 
recover ony spells of third level or higher; this may be interpreted with dir- 
may by the deity‘s earthly followers as o bad omen, but no informotion 
will be forthcoming until the dormoncy is  over (and even then it’s unlikely 
that il deify would admit to its followers !hot i t  had been defeated!). It is 
importont to remember that when o deity ”dies” on the Prime Material 
Plane, the being’s perron and possessions fade away and disappeor, 
though certoln items might remoin (at the DMsdircretion). 

If any servant or minion of a deity (or even the deity itself) is doin on its 
home plane, that being is absolutely ond irrevocably deod. No power in 
the multiverse can restore that being, including action by other deities. In 
one’s own plane a being is figuratively backed into o corner, with no- 

MORTALITY AND IMMORTALITY 

where for the spirit to 90 upon death. All creatures are most powerful in 
their own territory, IO it should be next to impossible for onything except 
onother deity to slay o deity on its own plane - and direct confrontation 
between deities isextremely rare. Should mere characters be IO brazen os 
tochallengeodeityon its homeplane, theyshould bedealtwithreverely, 
thegod bringingto bearall the powersthotthe being hor 

DIVINE ASCENSION 

As study of the various mythologies will show, it is remotely possible for 
mortals to orcend into the ranks of the divine. However, there are certain 
requirements that must be fulfilled beforesuch a thing could hoppen. 

First, the character in question must have advanced to on experience level 
that is rignificontiy above and beyond the averoge level of adventure-type 
characters in the general campaign. (This includes all such non-player 
types a$ military leaders, royal magic-users, etc.) For exomple, if the 
overage level of characters in a compign, both player and “an-ployer, is 
around 5th level, then CI candidate for ascension should be something like 
9th or 10th level. If the averoge level 8s something like 15th. then o charac- 
terwould have to be in the reolm of 25th-30th level! 

Second, his or her ability scores must hove been raised through some 
mighty world-shaking magic to be on por with the lesser demigods. 
(Should such an act be lightly considered, remember that CI wish spell is 
the most powerful magic that mankind can control, and such on overage 
increase in abilities would literally take the power of dozens of wisher! 
Each use of that spell weakens the caster and ages him 3 years into the 
bargain, so they are not easy to come by.) 

Third, the personage mud hove a body of sincere worshipers. people con- 
vinced of his or her divinity due to their witnessing of and/or belief in the 
mighty deeds and miracles which he or she has performed (and continues 
to perform). These must be genuine worshipers, honest in their adoration 
or propitiotion of the perron. 

Fourth. the perion in question must be ond hove been D faithful ond true 
follower of his or her alignment ond patron deity. It is certain that any 
deviation will have been noted by the divine powers. 

If all of the above conditions hove been met. and the character hor ful- 
filled 0 sufficient number of divine quests, then the character’s deity may 
choose to invest the person with a certoin amount of divine power, and 
bring the charocter into the ranks of the god’s celestial (or infernal) 
servants. This process of oscenrion utuolly invol~es a great glowing beam 
of light and celestial fanfore, or (in the care of those tranrmigrating to the 
lower planes), a blotting of the sun, thunder and lightning, and the dirap- 
peorance of the choracter in 0 greot smoky explosion. Characters thus 
taken into the realms of the gods will serve their patron CIS minor function- 
aries and messengers. After ~evercll centuries of ~uperior service and 
gradual advancement, exceptional servonti moy be awarded the status of 
demigod, which includes having an earthly priesthood and the ability to 
grantrpells(of upto5th level) to the demigods clerics. 

Noturolly, ascension to divinity effectively removes the character from the 
generol campaign, os the perron will became CI non-player member of the 
DMr pontheon. The section on DUNGEON MASTERING DIVINE BEINGS 
oppiies in generoi to the summoning of there choracterr CIS well, as their 
patron deity has more importont jobs for his or her servants than to con- 
t i n ~ o l l ~  rend them when called to interfere in worldly matters. 
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The gods of the lndionr of North America were os close to nature os their 
worshipers could moke them. The naturc~l world i s  the most important 
aspect of the Indianr' existence. The gods will olwoys prefer to oppaor in 
the form of c1 creature of the land. They can, if necerrory, appear in humon 
form, but such appearoncer require great energy ond may only 1.11 a short 
time. 

In 011 Indian rituals where CI cleric wants to control something, he or she 
must hove port of it olreody. If the cleric is  summoning rain he or she must 
sprinkle wclter on the ground in the process of the spell. If the cleric is ad- 
ing c1 quest upon o being for whatever purpose, he or she must have o v r t  
of that being for the spell ( 0  piece of hair, article of used clothing, etc.). 
The symbolism of CI name is very important to the Indians, so important 
that no charm spell will work on on Indian priest without knowledge of 
thot priest's nome. All Indian rituds involving demons or devils require the 
ureofalorgefireforcontrol of thecreature. 

Ritvolr revolve around the ~easons. The ebbing of one senson intoanother 
is o time of sacrificing important possessions of the tribe. Food, finely 
made jewelry, weapons used successfully in bottle m d  the like me burned 
at there times for the good of the tribe in the upcoming reoron. Indian 
clerics ore expected to be apart from the tribe doily in meditation with the 
village's potron deity. When greot evil corne$ on the tribe, It is up to the 
cleric to protect the tribe, either by direct action or personal socrifice. 

All Indian clerics drerr with o number of magical symbols and relics that 
they have fortified with holy power. These relics ore buried with the cleric 
in the event of his deoth. The relection of there symbols is personal to the 
cleric. bored on visions he will hove received gt  the beginning of his or her 
career. One of there symbolswill olwoyrreflect the potron deity's symbol. 

Young Indian clerics enter battle alongside the rest of the warriors of the 
tribe, while the aider clerics attempt to enlist the help of the tribal gads for 
the bottle. It is the [ob of the tribal priest to moke the warpaint of the 
warriors and bless the men and weapons before battle. 

The tent or lodge of the cleric(s) i s  o ploce taboo to the rest of the tribe and 
supposedlyguorded by strong spirik. Worship of m a t  deities is  held in the 
ooen. 

SACRED BUNDLE 

With the help of CI tribal cleric and the advice of on Indian spirit that has 
been summoned for this purpose, o wwrior can moke CI sacred bundle. 
This thing could be made out of anything that the summoned spirit 
indicates is rocred to thot Indian. ltgivei the owner the following benefits: 
+ 2  on 0 1 1  raving throws; the warrior is surprised only on a roll of I in 6 ;  he 
has on armor C I O I S  of 2; and one point is subtracted from each die of 
damoge done to the being in battle 

There are always from 5 to IO items in LI bundle, and the summoned spirit 
chooses several of the items so thot they ore very dongerous to secure 
(thus proving the worthiness of the supplicant). Things like a rottle from o 
cave of giant snakes, a feather from CI high nesting giant eagle, or the hair 
of 13 enemies killed in battle are the type of items that go into a sacred 
bundle. When ail of the items hove been acquired, the priest of the tribe 
must be brought; he will demond that the last offering placed in the bag 
be of hit choosing. This thing is always something thot the priest can use CI 

port of for hirown purposes. 

RAVEN 

Greater god 

ARMOR CLASS 0 
MOVE 24" 
HIT POINTS: 400 
NO, OF ATTACKS 3 
DAMAGE/ATTACK: 3- 18/3- 16/3-30 
SPECIAL ATTACKS: Polymorph others 

SPECIAL DEFENSES: Polymorph self, 
(3 to ro"s) 

sham chonoe 
MAGICAL RESISTANCE 75% 
SIZE. M f6.1 .. 
ALIGNMiNi: Chaotic good 
WORSHIPERS ALIGN: All alignments 
SYMBOL: Lorge raven 
PLANE: Elemental Plane of Air 
CLERIC/DRUID 12th level in each 
FIGHTER: 10th level conger 
MAGIC-USER/ILLUSIONIST 16th level 

in each 

S l 9 ( + 3 , + 7 J  i 

The Raven is the great transformer-trickster who is responsible for the 
Ereotion/tranrformalion of the world. Because of his greot poly- 
morph/rhope change abilities he can appear in virtucrlly ony form he 
chooses. In addition to CI roven, he may alia appear as D fox, (I ioy or the 
moon. Hewil l f ightonlyoro lortrerortandthenonlyasagiantraven.Al- 
though known os the great provider for mankind (including the giving of 
fire) the raven l w e j  i o  ploy tricks. usuolly for the purpose of obtaining 
food to sotist, his ravenous appetite. 

He io most likely to intervene on the beholf of his worshipers when they 
ore in need of necessities. The most successful woy to appeal to him is by 
offerings of food. 

COYOTE 

Lesser god 

ARMOR CLASS 2 
MOVE 24' 
HIT POINTS 330 
NO. OF ATTACKS 2 
DAMAGE/ATTACK 3-30 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENSES Nil 
MAGIC RESISTANCE 75% 

ALIGNMENT: Chaotic nevtrai 
WORSHIPERS ALIGN: Thieves and 

SYMBOL: Coyote 
PLANE: Prime Material Plone 
CLERIC/DRUID: 14th level In each 
FIGHTER 15th level fighter 
MAGIC-USER/ILLUSIONIST: 14th level 

mogic-user/l7th level illusionist 
THIEF/ASSASSIN: 18th level thief 
MONK/BARD: Nil 
PSiONlC ABILITY: 111 
S:20(+3,  + 8 )  194 W: 19 D:24 

SIZE L (87 

chaotic neutrols 

C:21 CH: 16 



AMERICAN INDIAN MYTHOS 
Although Coyote is  responsible for teoching arts. craftsand the use of light 
and fire. he is primarily o bullying. greedy trickster. This chootic per- 
sanolity maker him difficult to understand. A r o  trickster he will usuolly be 
accompanied by 0 giant wolf or sometimes by D giant fox. wildcat, bodger 
or porcupine. Often his tricks will backfire on him. His role is primarily thot 
of a cowardly thief. His followers will most often appeal to him to improve 
their thieving obiiitier or to be granted tricks involving illusionist spells of 
fire. light or darkness. 

Coyote con polymorph himself once per doy but is limited to the animal 
kingdom. Coyote will flee combat whenever possible. but when cornered 
he will fight. He biter for 3-30 points of damage. 

Whenever Coyote is  involved in trickery. his two favorite spells ore in- 
visibility and animote object. With these two abilities he is able to make 
obiech (including himself) diroppeorand moveobout. 

HASTSELTSI (god of racing) "Red lord" 

Lesser god 

ARMOR CLASS: 3 
M O W  24"/dR" 

SPECIAL AlTACKS Nil 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 9% 
SIZE: M (6'j 
ALIGNMENT: Neutral 
WORSHIPER'S ALIGN: All olignments 
SYMBOL Running horse 
PLANE: Prime Materiol Plone 
CLERIC/DRUID: 10th level cleric 
FIGHTER: 15th level ronger 
MAGIC-USER/ILLUSIONIST: 12th level 

THIEF/ASSASSIN: 12th level osos in  
MONWBARD: Nil 
PSIONIC ABILITY: i V  
S:25(+7,+14) I:19 W l 8  D 2 5  C 2 4  CH:22 

Thir god appears os a man, 0 1 1  of whose equipment is red. When he enters 
CI tribal area it is bemuse he desires to race. with any person ond in any 
way. He never shows his godlike abilities (olwayr running just a little 
foster than his opponent). His horse is 0 giant maroon onimd (AC 5, HD 15, 
hp 70, #AT 3, D 2-20/2-20/1-12) and is  enchanted so thot it will r u n  foster 
thonanything i t  iscompeting ogainrt. 

Hastseltsi cannot be hurt by any projectile or aerial attack. His hand oxe in- 
flicts 2-12 points of damage on a hit and is  a +3 weapon; his throwing 
knifedoer 1-10pointrof damogeond isa +2weapon. 

Thir god is sometimes symbolized by CI massively-muscled running horse, 
and his priestsolways have this imoge on their lodgerandshieldr. 

in each 
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HASTSEZINI ( f i re god) "Block lord" 

lesser god 

ARMOR CLASS 3 
MOVE: 21" 
HIT POINTS: 320 
NO. OF ATTACKS: 2 
DAMAGE/AlTACK See below 
SPECIAL ATTACKS See below 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 45% 
SIZE: M (6W'j 
ALIGNMENT: Lawful evil 
WORSHIPER'S ALIGN: See below 
SYMBOL: Torch 
PLANE: Elemental Plane of Fire 
CLERIC/DRUID: 12th level in each, 

offensive rpellr only 
FIGHTER: 12th level ronger 
MAGIC-USER/ILLUSIONIST See 

helnw 

:23 C.24  CH:-1 

This being is jet block and extremely ugly. He olwayr oppeori wreathed in 
flamer (the heat of which inflicts 2-20 points of damage to all thot ore 
within 10 yards of him). He ikawore of onything that happens in any area 
that has a fire within M yards of it. The god is  very fond of destroying 
villages by fire if they do not make sacrifices to him. All tribes fearing the 
god's wroth (erpecidly in the dry searon) will sacrifice food ond fresh 
meat to him by burning there items at high noon 

He uses a 1 5  shield in bottle. ond this item connot be wielded by any 
other being. In addition, he cannot be attacked from behind. While in 
bottle he uses a bow that shoots a shaft of fire for 1.10 points of damage; 
its range i. line of sight. His hand axe does 2-20 points of damage and he 
often thmwa it at the strongest enemy he foces. His lance of fire doer 3-30 
points of damage (he never throws this weapon). 

When hard-pressed in bottle by more than 5 enemies, he will use fire 
spells of ony typeoso30th level spell miter. 

HENG (thunder spirit) 

Lesser god 

ARMOR CLASS: 2 
MOVE 12"/24" 
HIT POINTS 2 9  
NO. OF ATTACKS 3/2 
DAMAGVAlTACK: 6-60 or 3-30 

(+ 12) 
SPECIAL ATTACKS Nil 
SPECIAL DEFENSES Nil 
MAGIC RESISTANCE: 20% . . .. 
SIZE: l ( 2 0 ' )  
ALIGNMENT: Lawful good 
WORSHIPER'S ALIGN: Good 

alignments 
SYMBOL: Lightning bolt 
PLANE: Elemental Plone of Air 
CLERIC/DRUID 10th level cleric 
FIGHTER: 10th level ronger 
MAGIC-USER/ILLUSIONIST 12th level 

THIEF/ASSASSIN: Nil 
MONWBARD: Nil 
PSlONlC ABILITY: VI 
S:24(+6,+12j 1:23 W 2 3  D:22 C 2 4  CH:20 

Thir god is  favored among 011 the indion tribes because he can sometimes 
be relied upon to bring rain to those thot suffer, ond give luck to those that 
hurt. 

in each 
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HOTORU [wind god) 

lerrergod 

ARMOR CLASS: -2 
MOVE: 12"/24" 
HIT POINTS 200 
NO. OF ATTACKS: 3/2 
DAMAGE/ATrACK By weapon type 
SPECIAL ATTACKS: lightning 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE 30% 
SIZE L (20') 
ALIGNMENT: Chaotic good 
WORSHIPER'S ALIGN: Chaotic good 
SYMBOL: Clouds 
PLANE: Elemental Plane of Air 
CLERIC/DRUID: Nil 
FIGHTER: 10th level fighter 
MAGIC-USER/ILLUSIONIST: 10th level 

THIEF/ASSASSIN: Nil 
MONKIBARD: Nil 
PSlONlC ABILITY: VI 
S : 2 3 ( + 5 , + l l )  123 W:20 D:23 C:23 CH:20 

This being can sometimes be influenced by the needs of humans for 
certain types of weother or the growth of crops. On the other side of the 
coin, he can utterly destroy thore same crops ond humans for any slight to 
his priesthood. 

He casts three lightning bolts per round for 2-20 points of damage each, for 
a range of 9w yordr. If lightning does not work on his enemies, the god 
wil lureonyfol lenwe~pon hecanpickupinbattle. 

The god taker on the form of the chief of any village that he is m o r .  While 
Hotoruirinthirform, thatchiefwill havea bonusof + 1  oddedtoallofhis 
raving throw rolls. 

in each 

His bow shoots lightning bolts for 6-M) points of damage per strike, and i t  
has D ronge of 30 miles. His lance doer 3-30 points of damage, but the god 
n e v e r ~ ~ e ~  it unlesrclorelyprersed in battle. 

Heng is mode owme of the need for rain by his priests, who murtrprinkle 
large qualtities of water on the ground to attract his attention. If he 
chooser to answer the summons, Heng will appear in CI rolling thunder 
cloud os a braided warrior of the tribe that summoned him. The warrior 
that he chooser to copy for that summoning will have luck in bottle for the 
wholeyear(in theformofa f 2 t o  hitenemier). 

HIAWATHA (hero) 

ARMOR CLASS: 5 
MOVE: 15" 
HIT POINTS 2W 
NO. OF ATTACKS 2 
DAMAGE/ATrACK 2-20 or by 

weapon type 
SPECIAL ATrACKS: Nil 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: Standard 
SIZE: M (6%') 
ALIGNMENT: lowful good 
CLERiC/DRUID: 8th level druid 
FIGHTER: 15th level mlodin/lOth 

IeYel ranger 
MAGIC-USER/ILLUSIONiST: Nil 
THIEF/ASSASSIN: Nil 
MONK/BARD: Nil 
PSlONlC ABILITY Nil 

S:21 ( + 4 ,  +9) I: I8 W: I8 D: 19 C: 19 CH: I8 

Possibly the greatest of 0 1 1  Indian heroes, this worrior can be found (with 
many other names) in many of the c u l t ~ r e ~  of America. He is often 
depicted battling monsters and even gods on behalf of mankind. 

Hiawotha travels the rivers an a c o m e  that moves by itself, and the oni- 
mals of the area talk to him worning him of possible dongerr. 

He fights with bow and spear, but his favorite battle tactic is to wrestle his 
enemy and bear-hug him to death (causing 2-20 points of domoge per 
melee round). 

Hiawotha seems to be o loner. He transcends the notmol boundaries of 
tribal feuds in that he will heie all IXODI~ in trouble. He is0 great eeace- 

Attock/Defenre Modes: Nil 
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QAGWAAZ (hero) 

ARMOR CLASS 6 
MOVE 15" 
HIT POINTS: IM 
NO. OF ATTACKS: 3/2 
DAMAGE/AlTACK: By weopon type 
SPECiAL ATTACKS Nil 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: Standard 
SIZE M (6) 
ALIGNMENT Neutral good 
CLERIC/DRUID: Nil 
FiGHTER: 12th level ronger 
MAGIC-USER/ILLUSIONIST Nil 
THIEF/ASSASSiN: Nil 
MONK/BARD: 5th level bard 
PSIONIC ABILITY: Nil 

S 19(+3, +7) I: 18 W I9 D: I8 C 18 CH: 18 

This powerful warrior can be found chasing and capturing horses and 
buffalo on the plains for sport, and entering villages to test his strength 
agoinrt the best worriors there. He fights with o huge wooden club, letting 
his strength do the talking for him. A hero of the plains, he seems to exist 
to set an eromple for the best warriors of any given tribe to copy. AIWOYS 
the first in bottle. Qagwaaz iralroafovoriteamong women. 

Attack/Defense Modes: Nil 

SHAKAK (winter spirit) 

Greatergod 

ARMOR CLASS: -2 
MOVE: 12" 
HIT POINTS: 390 
NO. OF ATTACKS: 2 
DAMAGE/ATrACK: 3-30 ( + S i  
SPECIAL ATTACKS Nil 
SPECIAL DEFENSES: Cold ouro, 

MAGIC RESISTANCE: 90% versus 
regeneralion 

,,,,I" _..., 
SIZE: L (IO') 
ALIGNMENT Chaotic evil 
WORSHIPERS ALIGN: See below 

fire 

SYMBOL: Ice spear 
PLANE: Prime Moterial Plone 
CLERIC/DRUID: Nil 
FIGHTER: 121h level ranger 
MAGIC-USER/ILLUSIONIST 15th level y ,@ 

magic-user 
THIEF/ASSASSIN: Nil 
MONK/BARD: Nil 
PSIONIC ABILITY VI 
S:21(+4, +9) I: I9 W: 19 D:20 C:24 CH:6 

This white-skinned deity is oble to bring on any kind of cold weather at 
will. Those that sacrifice to him can often lessen the force of winter, but no 
one prays to this evil being for fear thot he will come. Sacrifices olwclys 
toke the form of burning precious porresrions during the deod of winter. 
While his form i i  uiually human, his face is demonic with fangs and 
blazing white eyes. 

His body rodiates cold ond those within 30 yards of him suffer 20 points of 
domoge per melee round (no saving throw). His year  is made of ice and 
doer 3-30 points of domoge per strike. When the temperoture is below 
freezing he regenerates 10 points per melee round. 

SNAKE-MAN 

Greatergod 

ARMOR CLASS: -2 
MOVE: 12"/18" 
HIT POINTS 350 
NO. OF AllACKS 0 
DAMAGE/ATlACK Nil 
SPECIAL ATTACKS: Spells 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 75% 
SIZE: M (6') 
ALIGNMENT Chaotic good 
WORSHIPERS ALIGN: Chaotic good 
SYMBOL: Snake on rand 
PLANE: Prime Material Plane 
CLERICIDRUID: 10th level in eorh 
FIGHTER: Nil 
MAGIC-USER/ILLUSIONIST 15th level 

in eoch 
THIEF/ASSASSIN: 8th level thief 
MONKBARD: 5th level bard 
PSIONIC ABILITY: Ill 
5 2 4  1:24 W:19 D:23 C:24 CH:ZO 

This god appears in the shope of CI man with rainbow-colored skin. He 0 1 -  
ways wears 75.W gold pieces worth of jewelry. He ages otwiil, and often 
visibly turns younger or older in long converaationr with other beings. He 
con control all reptiles. and no reptile type will attack him, even if they are 
mogically controlled in some fashion. This defense extends to fontortic 
reptilian beings such CIS certain devils, demons, dragons, ond the like. In- 
stantly, he can summon 5-500 random types of rnoker to serve him (once 
perday). 

Snake-Man has never been known to attack beings with other than spells; 
if orraulted by creatures that ore impervious to magic, he will Summon 
maker to fight for him instead of personally attacking. 

STONERIBS (hero) 

ARMOR CLASS 6 
MOVE: 15" 
HIT POINTS 1% 
NO. OF ATTACKS: 3/2 
DAMAGE/ATTACK: By weopon type 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: Stondord 
SIZE: M (5%') 
ALIGNMENT Lawful good 
CLERIC/DRUID: Nil 
FIGHTER: 10th level ranger 
MAGIC-USER/ILLUSIONIST Nil 
THIEF/ASSASSIN: Nil 
MONK/BARD: Nil 
PSiONlC ABILITY: Nil 

S:  19(+3, f7) I: I5 W 14 D: 18 C I9 CH: 15 

This Indian hero has o cloak that enabler him to turn into 0 holibut ot will, 
and he is also able to shrink to any size he chooses. He attacks witha bow 
orclub. 

This hero isfamedfor hisgreatrtrengthond will wander from tribe to tribe 
and fight the best eoch tribe has. Sometimes ha will lose, ond when this 
happens hewill rtaywith the tribefor one yearand fight in their battles. 

Attock/Defenre Modes: Nil 
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YANAULUHA ( f irs t  priest) 

ARMOR CLASS: 3 

HIT POINTS: 200 
NO. OF ATTACKS: 3/2 
DAMAGE/ATTACK: By weapon type 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 30% 

THUNDER BIRD 

FREQUENCY: Unique 
NO. APPEARING: I MOVE: 12" 
ARMOR CLASS: -2 
MOVE: 15"/24" 
HIT DICE/POINTS: 2W 
% IN LAIR: 25% 
TREASURE TYPE: U (X 3) 
NO. OF ATTACKS: 2 
DAMAGWATTACK: 2-20/1-10 SIZE: M (6') 
SPECIAL ATTACKS: Lightning ALIGNMENT: Neutral 
SPECIAL DEFENSES: Never surprised 
MAGIC RESISTANCE: 32% 
INTELLIGENCE: Genius 
ALIGNMENT: Chaotic good 
SIZE: L (12') 
PSIONIC ABILITY: Nil 

LEVEL/X.P. VALUE: X/22,600 

This great bird attacks by biting with its beak for 1-10 points ond bludgeon- S: 14 1:20 W Z O  D: 18 C 19 CH: 18 
ing with its wings for 2-20 points of damage. It con cart one lightning bolt 
per round 01 any target from 50 to 3W yordr away. Each bolt doer 30 points 
of damage (sow for half damage). It is never surprised becouse of the 
warning that its superb senses give the creature. When it is  ready to ottock, 
its wings beot togetharand thunder sounds. 

CLERIC/DRUID: 13th level druid/20th 

FIGHTER 10th level ronger 
MAGIC-USER/ILLUSIONIST: 9th level 

THIEF/ASSASSIN: Nil 
MONKBARD: Nil 
PSIONIC ABILITY: Nil 

l e d  cleric 

in eoch 

Attock/Defenre Modes: Nil 

Anock/Defense Modes: Nil 

Yanauluha was the first of all tribal cierics, and he is  able to summon any 
spirit (god) of this pantheon to his people. The priest is now classified CIS a 
friendly spirit and is  invoked by Indian priests whenever they need an e r  
pecially large boon from the gods. He is not worshiped as a god. but socrl- 
ficer in the form of magic items ore made to him ond there is c1 10% 
chance at each occurrence that he will appear and personally help out in 
the situation. He oppears CIS on old man in rich Indian garb and talks very The Thunder Bird warns of great disaster clod io often found fighting evil 

good tribes. This creature is  never invoked. Itdwoys comes of itsown will 
and doer not leave until the battle is done. It has been known to die in 
several battier against powerful beings, only to appear again years later 
toconfront another evil. 

creatures of great power that hove been summoned by the enemies of slowly. 

TOBADZlSTSlNl (ww spirit) 

Lesser god 

ARMOR CLASS: -2 
MOVE: 15" 
HIT POINTS: 344 
NO. OF ATTACKS: 2 
DAMAGElATrACK: I- 10/3-30 (+ 14) 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 30% 
SIZE: M (6%') 
ALIGNMENT: Nevtrol evil 
WORSHIPERS ALIGN: Woiriorr 
SYMBOL Crossed speor ond shield 
PLANE: Prime Material Plone 
CLERIC/DRUID: 10th level in each 
FIGHTER: 18th level rongei 
MAGIC-USER/ILLUSiONIST: 10th level 

THIEFIASSASSIN: 10th level ossossin 
MONUBARD: 8th level monk 
PSIONIC ABILITY: I V  
S : 2 5 ( + 7 ,  +I41 1:20 W: 19 D:25 C:25 CH:20 

in each 

This god usually appears 01 CI mosrively built male. but he can shape 
change at will. He occasionally, on o whim, enters into battles between 
tribes that inteied him, either by perronolly toking CI 

the abilities of one side or onother. 

.._ 
: 

'. . t . .  . , .  - . I *. 
His orrows strike for 1-10 points of damage and his speor Is used only for 
hand-to-hand combat and striker for3-30 points of domoge. 

Worshiping warriors promise him kills in battle, which ore burned after the 
victory. .. 

, .  I 
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Sir Thomas Molory'r Le Mone D'Anhur collected 0 1 1  the legends ond tole% 
of Arthur end his Knighk of the Round Table, ond first presented the stories 
in the forms we are fomilior with today. Arthur? knights reprerent the 
concept of chivalry to modern readers more than any other perron or 
group. Chivalrous conduct borically means playing fair. Taking odvantoge 
of your opponent's misfortune i s  dirhonoroble, 0% i s  fighting him at better- 
than-even odds. A chivalrous knight shows respect to ladies and good 
clerics, but is suspicious of sorcery, and will avoid i t  if possible. To win 
fame ond prove their virtue. knights will often undertake quests, usu(11Iy 
swearing on oath that their efforts wili be unceasing until their goal i s  
achieved. 

The knights of the Round Table moy not fit into some ADPD worlds, but 
DMs moy find it intererting to spice up their compaign with o trip to 
Arthur's Britain. More useful information can be found in TSR'r KNIGHTS 
OF CAYELOTTM Fantasy Boordgome. 

THE AVERAGE KNIGHT OF RENOWN 

ARMOR CLASS: 3 to -2 
MOVE 12" (6" in ormor) 
HIT POINTS: Vorioble with level, but 

never less thon W 
NO. OF ATTACKS: 3/2 
DAMAGE/ATTACK By weopon type 
SPECIAL ATTACKS: Nil  
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: Standord 
SIZE: M (5%-6') 
ALIGNMENT: Vorioble (but 80% law- 

CLERIC/DRUID: Nil 
FIGHTER 8th through 10th level 

ful) 

finhter 
MAG;C-USER/ILLUSIONiST Nil 
THIEF/ASSASSIN: Nil 
MONK/BARD: Nil 
PSlONlC ABILITY: Nil 

AttacVDefenre Modes: Nil 
S:Speciol* I: * W: * D: * C: * CH: * 

* These ''specials'' relate to variable numbers, which may never be below 
10,and mostaverage 15. 

Knights always have a high quality heovy war-horse, "re o lance, o 
bastard sword, o two-handed sword, or o morningstar in battle. They 
olwclyi have a lesser beast jo ride when not fighling, and CI squire of some 
type to aid them with their equipment. There if 0 5 %  chance that the squire 
is better at fishring than the knight he S W Y ~ S .  Squires cannot use rwards in 
bottle nor fight from horreback until they have been mode knighk. 
Average knighk will mort often kil l  their defeated opponenb, rother than 
gront mercy. 

KNIGHT OF QU 

ARMOR CLASS: 3 to 
MOVE: 12" (6" in art 
HIT POINTS Variable 

never less than 70 
NO. OF ATTACKS: 3, 
DAMAGE/ATTACK: B 
SPECIAL ATTACKS: N 
SPECIAL DEFENSES: I\ 
MAGIC RESISTANCE 
SIZE: M (6%') 
ALIGNMENT: Voriablm 

CLERIC/DRUID: Nil 
FIGHTER: 10th throvg 

MAGIC-USER/ILLUSIO 
THIEF/ASSASSIN: Nil 
MONKDARD: Nil 
PSlONlC ABILITY: Nil 

Attack/Defense M 
s: Special* I: * w: 
* There ''spe~i~lls" re1 

13,and mortoveros 

Knights of this type of 
at-arms to serve them 
time) gmnt mercy toc  

The following are 011 
practiced chivalry ins 

Abellius 
Ablamor 0' the Marsh 
Accolon o'Goul* 
Ag lovo le 
Agravoine (brother 03 

Alisonder 
Allordin 0' the Isles 

Bagdemagur, King 
E d " *  
Baront Le3 Aprer (Kin 
Bedivere' 
Belleus 0' the Pavilior 
Bere1 
Blamor 
Bleobeiis 
Bohart' 
Bors de Gonis' 
Brandiler 
Breunor 
Brian 0' the Forest 
Bruin le Noire (La Cot 

Cador o'Cornwoll 
Caradoc 
Caradas, King of Scot1 
Chestelaine 
Cloiremonde 
Clegir 

Dagonet (Arthur's COL 

DarKlS 
Dinadan* 
Dodinor IeSavage 

f"l) 

fighter 
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dirty tricks up their metal sleeves. The concept of chivalry means very little 
to them and i t  i s  to be used solely for the advantage it gives them over 
others. 

Andred 
BreunisSanr P i e '  
Damar 
Edward the Knight Perilous' 
Gringomore 
Heliur 
Hue the Knighi Perilous 
KingMork 
Meleagrance 
Mordred' 
Phelot 
P i O d  
Turquine* 

*Indicol-o knighi of quoliy. 

Ebel 
Ecior de Marts' 
Edward 
Elior 
Epinogrir 
EWiW 

Feldenak 
Feloto' Longdue 
Florence' 
Floridor 

Gahalotine 
Gaheris(brother of Gowoine)' 
Goinus 
Galogerr 
Gaunter 
Gilbert 
Gilmere 
Gouvernail (Trirtrom'r squire) 
Griflet 

Hector 
Helior le Preuse 
Herlen 
Hervis de Revel 
Hontzlake o' Weniland 

lder 

Kay (Arthur's seneschal)' 
Kehydivs 

L0"Ce.X 

L0"Oi"e' 
Lionel- 
Lucm de Butterlere 

Madorde b Porte 
Monaggen 
Morhour' 
Meliar 
Meliotde Logrer 
Miles 0' the Lands' 

NWom 

Ontzloke 

Patrice 
Pelleas' 
Peller, King 
Percard (knight of the block lawm)' 
Percivale- 
Psrimones (the red knight)' 
Perrante of lnde (the blue knight) 
Persides 
Pertelope (thegreen knight)' 
Priamur the Sorocen 

Sodok 
Safere 
Sagromout le Desirous* 
Segwarider 
Sorlons 

Trontrirto'the White' 

KING ARTHUR 

ARMOR CLASS. 0 ~~ ~ ~ 

MOVE: 12"(6"inarrnor) 
HIT POINTS: 123 
NO. OF ATTACKS: 2 
DAMAGEIATTACK: By weopon type 
SF'ECiAL ATTACKS: Magic sword (see 

below) 

(see below) 
SPECIAL DEFENSES: Magic rcobbard 

MAGIC RESISTANCE: Stondard 
SIZE: M (6 ' )  
ALIGNMEN?: Lowful good 
CLERIC/DRUID: Nil 
FIGHTER: 14th level paladin 
MAGIC-USER/ILLUSIONIST: Nil 
THIEF/ASSASSIN: Nil 
MONWBARD: 5th level bard 
PSlONlC ABILITY Nil 

AttacVDefenre Modes: Nil 
S 18(52J(+2, +3J I: 18 W: 19 D: 16 C: 18 CH: I8 

According to legends, King Uther Pendragon (Arthur's fother) died when 
Arthur WOI just a boy and Merlin the Prophet and Wizard took the babe 
and hid him away in the keeping of the knight Sir Ector, who knew nothing 
of the boy? royal heritage. While growing up. Arthur was trained in war 
by Ector and trained in kingliners by Merlin. Sir Ector and his son Sir Kay 
wereat0 tourneywith Arthuror theirsquire when Arthurwairentbackfor 
a sword for Sir Kay. Wanting to get back to see the action as soon as pos- 
sible, Arthur happened by a church and D sword embedded in 0 stone. He 
pulled it out, and thus identified himself CIS the rightful king of all England. 
Arthur lived on to fight all who opposed him, aided by Merlin and mony 
strong and brave men. He married his lady Gwynavere and organized the 
Knights of the Round Table to fight for all that is right and proper. Arthur 
upholds the ideo of lawful righteousness ondfoir ploy. 

He wields the sword Excalibur, (I + 5  lowful good sword ofshorpnerr, that 
has a scabbard that prevents him from being cut by any attack. Thrusting 
ond sloshing attacks agoinri Arthur do half damage (from the force of the 
blow), and bludgeoning ottocks do full damage. His shield device is a gold 
drogon. 

Ulfiur' 
Uriens, king of Gore 
Uwaine' 

Wisshord 

'Indicateso knight of quality. 

The following knights are evil through and through, ond will go io any 
length to win (I bottle. They can be counted on to have a wide variety of 
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SIR BERNLAD DE HAUTDESERT ( the magical green 
knight) 

ARIUOR CLASS: See below 
MOVE: 12" 
HIT POINTS: 99 
NO. OF ATTACKS: 2 
DAMAGE/ATTACK: By weapon type 
SPECIAL AlTACKS: Nil 
SPECIAL DEFENSES: Impervious to 

phyricoi weaponry 
MAGIC RESISTANCE: Standard 
SIZE: M (77 
ALIGNMENT: Chaotic good 
CLERUDRUID: Nil 
FIGHTER: 14th level fighter 
MAGIC-USER/ILLUSIONIST Nil 
THIEF/ASSASSIN: Nil 
MONK/BARD: Nil 
PSlONlC ABILITY: Nil 

Attack/Defenre Modes: Nil 
S 18(77J(+2, C 4 )  I: 17 W. 14 D: 13 C 18 CH: 12 

As long as he wears his bright green armor, Bernlad cannot be hurt by 
physical weopons. This wmor  i i  enchanted for Bernlad only, and is normol 
plate mail for anyone else. This knight was one of the few powerful good 
knights that would not ride with Arthur (though he also would not ride 
with Arthur's enemies) and he wos fond of baiting knights of the Round 
Tabletotest theircouroge.Hewieldso +3oxe. 

SIR GALAHAD 

ARMOR CLASS 4 
MOVE: 12" (6";" ormorj 
HIT POINTS: 170 

~~ .. 
NO. OF ATTACKS: 3 
DAMAGE/ATTACK: By weopon type 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE Standord 
SIZE: M (7'1 
ALIGNMENT: Lowful good 
CLERIC/DRUID: Nil 
FIGHTER: 20th level paladin 
MAGIC-USER/ILLUSIONIST Nil 
THIEF/ASSASSIN: Nil 
MONK/BARD: Nil 
PSlONlC ABILITY: Nil 

5: 18(00)(+3, +6) I: 15 W :  18 D: 
Attack/Defenre Modes: Nil 

18 c: le  CH: 18 

Dressed in white armor, this bastard son of Sir Lounceiot and Princess 
Elaine was the perfect representotion of knighthood in that he was o 
paragon of purity and invincibility. I t  WOI he who successfully completed 
the quest for the Holy Grail. 

SIR GARETH OF ORKNEY (knight of the many colors) 

ARMOR CLASS -2 
MOVE 12"(6"in ormor) 
HIT POINTS I05 
NO, OF ATTACKS: 2 
DAMAGE/ATTACK: By weopon type 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENSES Nii 

THIEF/ASSASSIN. Nil 
MNK/BARD: Nil 
PSlONlC ABILITY Nil 

Attack/Defenre Modes: Nil 
s: 18(52)(+2, + 3 )  I: 12 w:  I I  D: 18 c: i e  CH: 12 

AR THURIAN HEROES 
The young son of King Lot, Goreth served in the kitchens of King Arthur and 
became the enemy of Sir Koy, who called him "Beoumoinr". He woo the 
most modest of oil the knights ond used his great fighting skills to help 
many CI lady in distress, especially one Lody Lyonerr. He was noted for the 
mony colors he used on his armor and shield. 

SIR GARLON (the invisible knight) 

ARMOR CLASS I (effectively 3, 
due to invisibility) 

MOVE: 12" (6" in armor) 
HIT POINTS: 80 
NO. OF ATTACKS I 
DAMAGE/ATTACK: By weopon type 
SPECIAL ATTACKS Able to fight in- 

SPECIAL DEFENSES: Invisibility 
MAGIC RESISTANCE: Shndord 
SIZE: M (5%') 
ALIGNMENT: Chaotic evil 
CLERIC/DRUID: Nil  
FIGHTER: 13th level fighter 
MAGIC-USER/ILLUSIONIST Nil 
THIEF/ASSASSIN: 3rd level thief 
MONK/BARD: Nil 
PSlONlC ABILITY: Nil 

S: 15 I: 15 W : 9  D: I5 C: 17 CH: I5 

This knight would alw~lys fight invisibly and was only defeated by the 
combined might of several knights of quolity acting in concert. He WOI 

given !he power of invisibility by o witch of the fens for the promise to only 
"re theoowerforevil. 

visibly 

Attock/Defense Modes: Nil 

SIR GAWAINE 

ARMOR CLASS -2 
MOVE. 12" (6" in ormm at normd 

strength) 
HIT POINTS: I12 
NO. OF ATTACKS: 2 
DAMAGE/ATTACK: By weapon type 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: Standard 
SIZE: M (6') 
ALIGNMENT Neutral 
CLERIC/DRUID: Nil 
FIGHTER: 17th level fighter 
MAGIC-USER/ILLUSIONIST Nil 
THIEF/ASSASSIN: Nil 
MONK/BARD: Nil 
PSlONlC ABILITY: Nil 

S18(30 ) (+1 ,+3 )  1:16 W:13 D: 
Attack/Defense Modes: Nil 

I8 c: IS CH: 16 

Gowoine has been given a magical gift of an U ~ U S U O ~  nature. From 9 in the 
morning till 12 noon, he gains in strength. From 9-10 he hor CI 19 strength; 
from 10-1 1 he hor LI 20 strength; and from 11-12 his strength io 21. After 12 
hisstrength returns to normal. 

The favorite cousin of King Arthur, this man was o revengeful knight ond 
would trove1 to the ends of the earth to right some supposed wrong done 
to him or hisfamily. Hisrword,Golatine, is0 f2weapoo. 
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AR THURIAN HEROES 

SIR LAMORAK 

ARTHURIAN HEROES 

MERLIN 

ARMOR CLASS -2 
MOVE: 12"(6"in armor) 
HIT POINTS: 99 
NO. Of ATTACKS 1 
DAMAGE/ATTACK: By weapon type 
SPECIAL ATTACKS Nil 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: Smndard 
SIZE: M (6%') 
ALIGNMENT Neutral 
CLERWDRUID: Nil 
FIGHTER: 15th level fighter 
MAGIC-USER/!LLUSIONIST Nil 
THIEF/ASSASSIN: Nil 
MONK/BARD: Nil 
PSlONlC ABILIN Nil 

S : l 8 ( t W ) ( + 3 , + b )  1:13 W:8 D:18 C:18 CH:17 

The son of King Pellinwe, ond c constant champion at many tournaments 
held by Queen Margawse (Lamorok'r lover), this knight was the death of 
several members of the Round Table. His greatest enemy wasSir Gawoine 
and his brothers. Sir Lomorak was noted for LI bottle in which he killed 12 
renegade knights of Morgan le Foy. 

Attock/Defenie Modes: Nil 

SIR L A U N C E 1 0 1  DU LAKE I 

ARMOR CLASS: -7 ~- .. . 
MOVE: 12" (6" in omor) 
HIT POINTS 141 
NO. OF ATTACKS. 2 
DAMAGWARACK: By weapon t ype  
SPECIAL ATTACKS: Nil  
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: Smndord 
SIZE: M (6X') 
ALIGNMENT: Lawful good 
CLERUDRUID: Nil 
FIGHTER: 20th level polodin 
MAGIC-USER/ILLUSIONIST Nil 
THIEF/ASSASSIN: Nil  
MONK/BARD: Nil 
PSIONIC ABILITY: Nil  

S: 19(+3, +7) I: 14 W 13 D: 18 C: 18 CH: 18 

This mighty knight was the best of the best in the circle of the Round Table 
ondworabletoureall thepowersofoPaladin, until hefellfromgroceby 
being tricked into loving King Peller' doughter, the lovely Elaine (who 
bare him a son, the knight Sir Galahod). While he was forced to leave the 
ride of King A<thur, who had until then treated Louncelot os the king's 
champion, he would never fail toaid the king in time of need. He went on 
all of the most important quests for the king and it w m  his weapons skills 
that defended the King's side in maim bottler. 

AttackIDefeme Modes: Nil 
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ARMOR CLASS: 2 (due to bracers) 
MOVE: I S '  
HIT POINTS 175 
NO. OF ATTACKS: I 
DAMAGE/ATTACK: 1-10 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: Smndard 
SIZE: M (6') 
ALIGNMENT: Neutral good 
CLERIC/DRUID: 14th ievel druid 
FIGHTER: Nil 
MAGIC-USER/ILLUSiONlST 15th level 

-naqic-vrer/lOth level illusionist 
THI&/kSASSIN: Nil 
MONKBARD: Nil 
PSlONlC ABILITY: 300 

Attack/Defense Modes: 8, C, E / -  
All 

S: 15 I: 19 W: I9 D: I8 C 18 CH: 18 

The EO" of (I sorceress and an incubus (a succubus shape-changed into 
mole form), Merlin has o combination of powers ond abilities far beyond 
those of mortals. There is a greot deol of evidence to rvpport the concept 
that Merlin is a being os powerful os the Great Druid with magical powers 
thrown in. While he never uses armor or normal physical weoponr, his 
stoff is os a stoff of many spell rtoringr and acts CIS o staff of striking. With 
this device, Merlin can obrorb spells thrown ot him and turn the power of 
fheseintospellrtohisown needr(1ikeartaffofthemogi). 

Merlin a n  foresee the future in D random monner. There ore times when 
his inobility toseewhat lies justahead in thefuturecauser himgreotprob- 
lems. He always teleports oway from danger that could cause him a quick 
death. While he doesn't want to toke part in bottler, there are times when 
it is necessary in order to advise Arthur and others closely, and on several 
ocmsions he was attacked and suffered damage that would kil l  D moml  
mon. His demonic heritage ollows him to regenerate 1 hit point per melee 
round and his mogicol skills allow him to heal the remainder. He i s  o very 
eorthy being and o pretty face may cause him to act rother boyish in order 
to impress CI lady. 

M O R G A N  LE F A Y  

ARMOR CLASS: 4 
MOVE: 12" 
HIT POINTS: 39 
NO. OF ATTACKS: I 
DAMAGE/ATTACK: 1-4 
SPECIAL ATTACKS: Poisoned dagger 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: Smndard 
SIZE M (5%') 
ALIGNMENT: Chaoric evil 
CLERIC/DRUID: Nil  
FIGHTER: Nil 
MAGIC-USER/ILLUSIONIST 12th level 

in each 
THIEFIASSASSIN: Nii 
MONK/BARD: Nil 
PSlONlC ABILITY: Nil 

S: 10 I: 18 W:7 D: 17 C: 18 CH: 18 

The holf sister to King Arthur, this sorceress constantly user the powers of il- 
lusion io attempt to become queen of the British Isles. Arthur was owwe of 
her evil, but never acted openly ogoinst her becoure of their blood tie. As 
her name indicates (Fay = Faerie), Morgan is01 lemt portiolly nonhuman. 
She wearso +3iingofprotection. 

She is sometimes able to trick knights of the Round Table into her castle 
and either reduce them to evil woya or imprison them for D time. 

Attack/Defense Modes: Nil 



ARTHURIAN HEROES 

SIR PALOMIDES THE SARACEN 

ARMOR CLASS 2 
MOVE: 12" (9" in chain ormor) 
HIT POINTS- 01 

A R THURIAN HEROES 

.... . ." 
NO. OF ATTACKS: 2 
DAMAGE/AlTACK: By weapon rype 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: Smndord 
SIZE: M (5%') 
ALIGNMENT: Neutral 
CLERIC/DRUID: Nil 
FIGHTER: 16th level fighter 
MAGIC-USER/ILLUSIONIST Nil 
THIEFlASSASSIN: Nil 
MONWBARD: 3rd level in eoch 
PSIONIC ABILITY: Nil 

S: 17(+ I, +I) 1: 18 W: II D: 18 C: 17 CH: 18 

A bitter r i m  of Sir Tristram, Paiomider wor noted for the quickness of his 
scimitar and his cowage in battle. The man was also noted for his use of 
the composite bow (a weapon not usuoJIy used by knights of any order). 

KING PELLINORE (knight of the questing beast) 

ARMOR CLASS -2 
MOVE: 12" (6" in armor) 
HIT POINTS: 65 
NO. OF ATTACKS: I 
DAMAGE/ATTACK: By weopon type 
SPECIAL ATTACKS Nil 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: Standard 
SIZE: M (6%') 
ALIGNMENT: Lowfui ne~trol 
CLERIC/DRUID: Nil 
FIGHTER: 12th level fighter 
MAGIC-USER/ILLUSIONIST: Nil  
lHIEF/ASSASSIN: Nil 
MONK/BARD: Nil 
F'SlONlC ABILIW. Nil 

AttacklDefense Modes: Nil 

Attock/Defenre Modes: Nil 
s: m(oi )  (+ I, +3) I: 15 w: IO D: 18 c: 18 CH: 15 

This knight fought with King Arthur and almost defeated him. He later 
joined the Round Table ond became one of the Queen's Guards. Pellinore 
hunts 0 strange unique cre~ture, the Questing Beast, which his family is  
fated to pursue. though neither they nor anybody else will ever catch it. At 
the time of Arthur's court, Pellinore is ivot part middle age, though still a 
stout fighter. 

L\ SIR TRISTRAM OF LYONESS 

ARMOR CLASS: -3 
MOVE: 12"(6"inormor) 
HIT POINTS 120 
NO. OF ATTACKS: 2 
DAMAGE/AVACK: By weapon 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: Stondord 
SIZE: M (6') 
ALIGNMENT: Neutral 
CLERICIDRUID: Nil 
FIGHTER: 17th level fighter 
MAGIC-USER/ILLUSIONIST: Nil 
THIEF/ASSASSIN: Nil 
MONKBARD: Nil 
PSIONIC ABILITY: Nil 

AttocklDefense Modes: Nil 
5: 18(99) (+2, +5) I: 16 W: 

w e  

13 D: I9 C: 18 CH: 17 

Known for his skill of arms and savagery in bottle, this knight was con- 
sidered by mony to be second only to Launcelot in bottle skills. Tristram is 
well-known for his ill-fated romance with the beautiful Lady Isolde, who is  
married to the evil ond cowardly King Mark. The insanely iealous King 
searcher constontly for ways to discredit ordertroy the noble Tristram. 

t 1 
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The origins of Babylonian mythology are extremely ancient. Become of 
this, misconceptions, dvolity among the gods and goddesses, and sirnilor;. 
ties between their deities and those of other pantheons exist. In  formulat- 
ing this list for your use, we have consulted many sources, and some of 
these codlict with each other. This version i s  designed to be close to 
historically occuroteond still playable inAD&D terms. 

[NOTE If you wish to look hard enough, we are sure that you will find 
mony points of disagreement with certoin historical sources. This is  un- 
ovoidoble, when 60 many saurcesconflid.) 

The high priest of this religion is often the king of the country and must be 
o combination mogic-vser/cleric of great power. All clericol types musf re- 
main olaof from the normol populace in ternpler or shrines ond work to 
further the rtote politically CIS well as Ipiritudly. 

Through Anu and the priest-king, all money collected by the shrines and 
temples is d w l t  out. The ruler olso distributer all political pow- through 
appointments. The new moon is looked on rn ~f k ~ n e  of great ceremony, 
ond &o CI time for the people to pay m e y  to he l smpls~ os o -1 of 
tithe to oppeore the gods. Kings m e  expected to go forth occosiondly on 
quertr with other clerics of differing levels and bring bock r i b s  (usuolly 
through conquest) to further the sect. 

Punishment for foiling in duties is  olwayr severe for the cleric. The break- 
ing of minor laws requires fasting, proyerr, meditotion, and sacrifices of 
animolrand goods the cleric owns until the deity makes it known through 
the higher-level clerics that everything is forgiven. Sacrifices ore common- 
ly mode in gold or precious jewels. Major clerical transgrerrionr include 
helping the enemies of the sect, communicating with intelligent creatures 
or demi-humons (dl of whom are considered "demons") other than 
humonr, and dealing with humans of the opposite alignment. These 
crimes are all dealt with in the some manner, by complete denial of spells 
Qt 011 levels and excommunicotion from the sect, unless the erring one will 
take up o quest which will greatly aid the sect (either in terms of monetoty 
richer or loss of power to other cults). 

The traditional ottire of all Bobylonion clerics is a wropatound kilt of white 
with red cuneiform writing along the hem. They hove been known to enter 
battle, but always in the rear of theaction or support. Advancement within 
CI sect is through the payment of gold to the high priest's court. Note that 
this is not the same CIS level advancement. Increase in ability does not 
guarantee increase in temporal power. Priests of o successful nature were 
known to be given great [and highly dongerour) quests to prove their 
worthiness to stand by the King. 

ANU (god of the  sky) "Chief of all the Babylonion Deit ies" 

Greater god 

ARMOR CLASS: -4 
MOVE: 12" 
HIT POINTS 4W 
NO. OF ATTACKS: 2 
DAMAGEIATTACK 2-20 (+7) 
SPECIAL ATTACKS: Command power 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 80% 
SIZE: M (6%') 
ALIGNMENT: Lawful neutral 
WORSHIPER'S ALIGN: All dignments 
SYMBOL: Gold sun partially blocked 

PLANE: Nirvana 
CLERIC/DRUID: 20th level cleric 
FIGHTER: 18th level fighter 
MAGIC-USER/ILLUSIONIST: See 

THIEF/ASSASSIN: Nil 
MONK/BARD: Nil 
PSlONlC ABILITY VI 
S: 19(+3, +7) l:25 W:25 D:25 C:25 CH:25 

by o groy cloud 

below 

This god appears os a man. A strong breeze constantly blows in the direc- 
tion of his gaze. Beings casting things at this god must make a roving throw 
ogoinstdirintegrorion at A for both the being and the thing cast. His voice 
is the voice of 0 1 1  leaders, ondany being must make a saving fhrow versus 
mogic at -4 to resist his commands. He can summon any drclgon type 
(except for the king and queen and any other types of dragon royalty) to 
fight for him onceoweek, per dragon type. 

He uses a brass mace I O  bottle thot striker for 2 ~ 2 0  points of damage plus 
his bonus of 7 points. 

Anu is raid to hove created the heavens and the earth. All of the other 
Babylonian gods bow to hisouthority 

ANSHAR (god ofdorkness and the  night) 

Lesser god 

MAGIC RESISTANCE: 50% 
SIZE: M (6'j 
ALIGNMENT Chaotic evil 
WORSHIPERS ALIGN: Neuirol evil 

and chaotic evil 
SYMBOL: Block sphere 
PLANE: Pondemonium 
ClERIC/DRUID: 2Oih level cleric 
FIGHTER: 18th level fighter 
MAGIC-USER/ILLUSIONIST See 

THIEF/ASSASSIN: Nil 
MONWBARD: Nii 
PSlONlC ABILITY: VI 
5: 16(0, + I) 1:20 W 12 D: 18 C 2 2  CH: I8 

below 
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BABYLONIAN MYTHOS BABYLONIAN MYTHOS 

This deity olways appears os a dark-skinned human and only oppeors at 
night or in deep darkness. He casts his darkness beom for a maximum 
range of 3Wyordr,oncepermeleeround,and thisrayaffectranyflerhfor 
40 poinh of domoge per strike. Body parts hit moy never be regenerated or 
healed. Anrhor con only teleport into areas of shadow or darkness. The 
god is unaffected by m y  source of light or light reflector. The god con 
grasp spells out of the oir (IS they parr or hit him, and rave there spells (os 
CI ring of spell storing) or toss them back right away. He con alter one spell 
effect per melee round in this manner. and the chosen spell will have no 
effect on him. When preparing for bottle, he urvolly stores one of every 
ninthlevelspell(giventohim bytomeothergod)rothathertartroutwith 
something to cast. This storing or returning ability comer from o godly ot- 
tribute thot lets him reme who1 spells are parsing through his mea. There 
ira2Wspell level~toroge iimitiothisanribute. 

DAHAK (three-headed dragon spirit of death) 

FREQUENCY: Unique 
NO. APPEARING 1 
ARMOR CLASS- I or ethereal 
MOVE- '?"/IS' 

DAMAGE/ATTACK 3-30/3-30/3~30 
SPECIAL ATIACKS: See below 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 55% 
INTELLIGENCE: Average 
ALIGNMENT: Chaotic evil 
SIZE: L(72' long) 
PSlONlC ABILITY: Nil 

LNEWX.P. VALUE: X/24,000 

This monster has no corpore01 form unless it is attacking with its bite; the 
rest of the time i t  is ethereol. It oppeorr to the world as a huge three- 
headed dragon (the color of the scaler depending on its whim at the time). 
It will only eat the flesh of lawful or good creatures. and it never goes 
hungv. The monster can breathe m y  fype of dragon breath 01 any time 
(but the creature enjoys crunching things with its teeth). It iroble to negate 
any mogical device permanently with a touch of 0 1 1  three of its headrot 
the some time. 

Attack/Defense Modes: Nil 

DRUAGA (ruler of the devil world) 

Lersergod 

ARMOR CLASS -1 
MOVE: 2 I "/45" 
HIT POINTS: 230 
NO. OF ATTACKS: 2 
DAMAGE/ATTACK 35 points 
SPECIAL ATTACKS See below 
SPECIAL DEFENSES: Immune to 

MAGIC RESISTANCE: 75% 
SIZE: 119') 
ALIGNMENT: Lawful evil 
WORSHIPER'S ALIGN: Lowful evil 
SYMBOL: Ruby mme 
PLANE: Nine Hells 
CLERIC/DRUID Nil 
FIGHTER 15th level fighter 
MAGIC-USER/ILLUSiONIST: 15th level 

magic-user 
THIEF/ASMSSIN: 15th level oss~ssin  
MONK/BARD: Nil 
PSlONlC ABILITY Nil 
S : 2 4 ( + 6 ,  +12/ I: 18 W 13 D:23 C 2 5  C H : 4  

This being generally never appears to anyone the some way twice. The 
creature's reo1 form has 8 arms ending in talons, is  rcoled with ruby red 
hide, and hor 4 iegr ending in rnakey masses, while the head is that of o 
beautiful boy. The combination io so hideour that it often C O U S ~ S  enemies 
to be parolyred with fear. I t  can shape change 01 will, call on any type of 

breath weapons 

devil (except for the arch-devils) once o day in numbers from 2-20. ond it 
is notaffected by breath weaponsfrom any creature. 

Druago only fights in perron when his soul obiect (alwoys put in o living 
being) if threatened. The soul obiect is the total essence of his being. If 
Druaga'r bodily form is destroyed, the soul obiect wiii begin regenerating 
o whole new being with (111 the memories of the old devil. The human that 
has Druago's soul implanted in him or her hos no knowledge of this, and 
will die at the some time the devivr body dies, IO that when the human's 
body is buried, there will be o sofa place for the new devii to grow. 

Druogo will very occasionally send o group of devils out to aid his wor- 
rhipers, especially those that have recently sacrificed a virgin to their 
deify. 

Hirmacedoes35pointsof domoge everytimeit hilsond turnsali beings it 
hits into devils (random type) under hiscommand if they do not make their 
magicraving throw. 

GILGAMESH (hero) 

ARMOR CLASS: 6 
MOVE IS" 
HIT POINTS: 180 
NO. OF ATTACKS 2 
DAMAGE/AnACK: 2-20 ( + e )  
SPECIAL ATTACKS See below 
SPECIAL DEFENSES: Cannot be 

charmed 
MAGIC RESISTANCE 10% 
SIZE M (6') 
ALIGNMENT Neutral good 
CLERIC/DRUID: 5th I& in each 
FIGHTER: 12th level ranger 
MAGIC-USER/ILLUSIONIST: 10th l w e i  

mogic-user 

THIEFIASSASSIN: Nil . .  
MONK/BARD I Ith level monk/5th 

PSIONiC ABILITY: Nil 
level bord 

Attock/Defense Modes: Nil 
S:20(+3, +8) I: I8 W: 17 D: 18 C: I9 CH: 18 

This hero of legend was the warrior/necromancer/high priest ruler of his 
land. He is noted for going out ond getting things done when others were 
unable. 

While his + 2  mace is oble to hit with brutal force (2.20). Gilgomesh loves 
to attack by wrestling, ond stories abound of him wrestling a mighty bull or 
gad to destruction. 

Gilgamesh is  a great king, noted for his tyrannical rule. Although he 
governs weii and maintoins peace, he uses his authority to satisfy his per- 
sonal pleasures. He is a great lover of 0 1 1  types of earthly pleasure. He is 
stubborn and prefers the direct method for solving problems whenever 
possible. He is o great wrestler, using this ottock mode in preference to all 
others. 

Gilgomerh has D great fear of death. If he learns of ony way to ovoid 
death, he will do whatever is required to goin i t .  One oddity, however, is 
that his fear of death seldom occurs to him when facing o terrible foe. At 
such times, his courage will hearten him ond he will fight without waver- 
1"g. 



BABYLONIAN MYTHOS BABYLONIAN MYTHOS 

(using magic or otherwise) except for the goddess herself. The chariot 
travelsat o speed of Zl”, and when in the chariot, no metal can touch the 
goddess. 

She is able to cost 2 spells per melee round, and when facing beings that 
are nat affected by magic, she striker with a blue cryrtol rod that is able to 
transform any spell \eve1 into direct energy times ten, e.g. she i s  able to 
strike for90 points of damage when expending o ninth level spell through 
the rod and 10 points when using a first level spell through the rod. She is 
limited to the number ond level of spells she con cast os a 15th level 
cleric/25th level magic-user. 

GIRRU (god of f ire) 

Lersergod 

ARMOR CLASS -2 
MOVE: la’’ 

, , .-, 
SPECIAL ATTACKS: Poison, stunning 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 50% 
SIZE: M (6’) 
ALIGNMENT: Lawful good 
WORSHIPERS ALIGN: Lawful good 

and neutrol good 
SYMBOL: Fire-enwrapped axe 
PLANE: Seven Heavens 
CLERIC1DRUID: Nil 
FIGHTER: 161h level fighter 
MAGIC-USER/iLLUSIONIST See 

THIEF/ASSASSIN: Nil 
MONK/BARD: Nil 
PSlONlC ABILITY: Nil 
S:24(+6, + 12) i:20 W 14 D: 18 C:23 CH: 18 

Girru usuolly manifests himself OP o man. He hater all things evil and will 
destroy such whenever he comes in cont~lct with them. The god costs all 
fire spells os D 40th level magic-user, ond is himself totolly unaffected by 
fire. He con shape change and telepon (though only to placer with flome 
in the oreo). All thore that come within 10 feet of him will suffer 10 points 
of damage per melee round from heat (no saving throw). He fight3 with o 
mace that doer 1-8 plus 12 points for his strength. plus o poisoned borb 
breaks off the mace ond is embedded in the victim with each hit (save VS. 

poison at 4). His + 3  axe hits for 2-20, plus his strength bonus. plus the 
target must save YS. petrification or be stunned for 2-8 rounds. Any weapon 
that touches the god’s body will disintegrote, no raving throw applicable. 
This happenrofter the domoge has beendone by theweopon. 

ISHTAR (goddess of love and war) 

below 

Greater goddess 

ARMOR CLASS: 4 
MOVE: 12” 
HIT POINTS: 250 
NO. OF ATTACKS: 2 
DAMAGEIATTACK: See below 
SPECIAL ATrACKS: Suggestion 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: 75% 
SIZE: M (6’) 
ALIGNMENT Neutral 
WORSHIPERS ALIGN: All olignments 
SYMBOL: Female hand grasping o 

PLANE: Elysium 
CLERIC/DRUID: 15th level cleric 
FIGHTER: 20th level ronger 
MAGIC-USER/iLLUSIONiST 25th lwe i  

mogic~user 
TH!EF/ASSASSIN: Nil 
MONKIBARD: Nil 
PSlONlC ABILITY: Nil 
S 2 5 ( + 7 , + 1 4 )  i:22 W:12 D 2 5  C 2 3  CH:25 

lrhtor never oppeorr to her worshipers in ony form other than that of a 
beautiful woman. She has the strength of o titan, the ability to shape 
chonge otwill. and she uses her voice as a constantsuggestion spell. She 
wears the heoddresr of love ond wor. When she is interested in a male, 
the headdress forces him to become passionately in love with the wearer 
(no raving throw applicable), but she must really be interested in that 
male. When fighting an enemy, this headdress giver the wearer the some 
powerr her enemy(*) has. lkhtor drives a flying chariot, pulled by 7 
enchanted lions. The lions have 50 hit points each, an armor c l m s  of -2, I 1  
hit dice each, attock for 1-811-6. ond connot be controlled by any being 

blue crystol rod 

MARDUK [god of the ci ty,  wind, thunder, storms, & rain) 

Greatergod 

ARMOR CLASS: 1 I A 
MOVE: Infinite 
HIT POINTS 350 
NO. OF ATTACKS: 2 
DAMAGEIATTACK: See below 
SPECiAL AnACKS See below 
SPECIAL DEFENSES: + 3  or better 

MAGIC RESISTANCE 50% 
SIZE: L(9)  
ALIGNMENT Lawful neutrcll 
WORSHIPERS ALIGN Lawful neutrd 
SYMBOL: Silvery net 
PLANE: Arcadio 
CLERIC/DRUiD: Nil 
FIGHTER: 14h level fighter 
MAGIC-USER/ILLUSIONIST 16th level 

THIEFIASSASSIN: Nil 

weopon to hit 

mogic-user 

MONKBARD: 15th level bord 
PSlONiC ABILITY: Nil 
S 2 4 ( + 6 , + 1 2 )  1:23 W 2 4  D:20 C : 2 4  CH:23 

This god is one of the few nonhuman-appearing being3 in this pontheon. 
He is  d w o y ~  shown with four eyes. four ems, flames shooting from his 
mouth when he speaks, and a reddish tinge to his skin. He occasionolly CIS- 

wmes the leadership of the Babylonian gods when An” is  preoccupied. 
This god con borrow ony single ability from any one other deity in the pon- 
theon (no roving throw applicable) and use it or he seer fit. This ability is 
effective on anything within right of the god and can be given bock (11 ony 
time from any distance. In battle, he uses o net made out of the four winds 
that, when striking, binds the torget until Marduk releases the net. The 
strands cannot be broken, but the god must remain within M feet of the 
net at 011 times for it lo function. The god moy create any type of weather 
condition in an instclnt and summon 20 dice lightning bolts from the sky ot 
m y  time. 

Marduk is called ”the justice bringd’ond ”lord of pure incantations”. His 
battles withTiamotare legendary. 
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NERGAL [god of  the underworld) 

Lesser god 

ARMOR CLASS: 1 
MOVE 12"/12" 
HIT POINTS: 300 
NO. OF ATTACKS: 2 
DAMAGE/ATlACK: See below 
SPECIAL ATlACKS: See below 
SPECIAL DEFENSES: User o special 

shield 
MAGIC RESISTANCE: See below 
SIZE M (6') 
ALIGNMENT Neutrol evil 
WORSHIPERS ALIGN: Evil align- 

SYMBOL: Dark-skinned mon holding 

PLANE: Hades 
CLERICIDRUID 25th level cleric 
FIGHTER 12th ievel fighter 
MAGIC-USER/ILLUSIONIST 20th level 

magic-user 
THIEF/ASSASSIN: Nil 
MONKIBARD: Nil 
PSlONlC ABILITY Nil 
S:l9(+3,+7) 1:20 W 2 0  D:19 C : 2 3  CH:24 

This deity rule6 over 011 things that ore dead and never uses any form but CI 

humon one. His favorite tactic is to revive the 5 most powerful dead 
enemies of his foe or foes and have them fight for him. When he goes into 
perronol combot, he uses CI night-block shield that is both 0 weapon and a 
means of defense. The shield hos o bonus of +5; when in use, no being 
can attack the god from behind. It also costr o deoth spell our0 (raving 
throw applicable) in o 30 foot radius around the god, and no spell of less 
than the eighth level can offect the user of the shield. 

His worshipers (those that wish success in evil deeds) sacrifice good creo- 
tures on his altar of block borall. or dedicate the proceeds of evil octiom to 
the church in o iype of promised sacrifice. 

ments 

a jet black shield 

RAMMAN (god of storms and thunder) 

Lesser god 

ARMOR CLASS' 4 
MOVE 12"/48" 
UIT  PnlNT<- 775 , , . . , -. , . . -. _ _ _  
NO, OF ATTACKS: 2 
DAMAGE/ATTACK: 30 points 
SPECIAL ATIACKS: Lightning 
SPECIAL DEFENSES See below 
MAGIC RESISTANCE 50% + special 

SIZE M (7') 
ALIGNMENT: Neutral 
WORSHIPERS ALIGN: All neutrcllo + 

speciol (see below) 
SYMBOL: Lighting bolt through a 

storm cloud 
PLANE Concordant Opposition 
CLERIC/DRUID: Nil 
FIGHTER: 17ih level fighter 
MAGIC-USER/ILLUSIONIST: 15ih level 

(see below) 

in pnrh .. ... 
THIEF/ASSASSIN. Nil 
MONKIBARD: Nil 
PSlONlC ABILITY Nil 
5:?2(+4,+10) k 2 0  W 1 6  D 2 1  C 2 4  CH:I6 

This god oppeors on the earth in human form, with CI massive build ond o 
rather homely face. When anything hits him, rporks will fly doing 30 points 
of damage to anything within 3" of his body (no raving throw applicable). 
His lightning bolts are cast two per round, and do 30 poinlr of damage 
each. Spells must be of the fifth ievel or greater IO affect him. His 1-4 ring 
moil i s  made out of cloud vapor, and his mallet, ten feet long, is often 
thrown, doing 30 points of damage every time it hits. I t  returns by itself to 
Ramman's hand. This weapon i s  usually only used agoinst creatures that 
resist his lightning striker. 

His neutral worshipers always perform their services ot night, bur there ore 
mony other beings who wish rain that are not of his alignment, and they 
urvelly sacrifice expensive liquids to the god to bring on roin for their 
crops or rust to bring cooler weather. 
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The Celtic mythology is by no memr confined to the British Isles. The 
beings listed are 011 in humon form. unlike some of the other pantheons in 
this work. They ail have rpherer of influence and these spheres are ore06 
of control for the deities. Any major manipulations of these orear by 
humans or other life forms will cause the god or goddess in question to 
takeon interest(inforce)andottempttoputaItopto it. 

The ciericr of most of there deities are druids, which are fully detoiled in 
PLAYERS HANDBOOK. All religious services are performed by there druids 
in wooded orem made holy by the planting of mistletoe and holly. In 
there oreas are deep natural weils or dug pits where sacrifices ore thrown. 
Human sacrifices are mode 4 times a yeor. These humon sacrifices are 
made on November 1 (called Samoin) celebrating winter's start; Februory 

i imboic) celebrating winter's leavetaking; Moy I (colled Beltane) 
ing spring's planting; and August 1 (colled Lugnorad) celebrating 
of harvest. Condemned criminals are typical sacrifices. 

over ore the only placer where druids can use their commune with 
c ell. There placer are often guarded by a group of wild boon and 
iter. The larger and more importont the grove, the larger the pack 
mors. There onimols ore under the compiete control of the druids 
the grove. 

If the sixth ievel or less wear light blue robes, while druids of 
eveiP oiwayr wear white. Every druid wear9 a torc (ornamental 
9). and it represents the god or goddess most favored by the druid. 
ork of respect to their deity, and the more powerful the druid, the 
5 or she maker the f o x  The best ones are encrusted with precious 
I d  imparted with magical powers by their high-level owners 
,e liner of CI + 1 or +2 protection ring or o talisman of some sort). 
uid hor his or her own cauldron thot they made as CI first level 
lis is  used to catch aIi the blood or sop of CI sacrifice. The cauldrons 
level or higher druids mtas  crysml balk when filled with human 
.II druids of the eleventh, twelfth, thirteenth, and fourteenth levels 
B the symbol of the wheel with 0 crossed spiral on oli their tools, 
r,clothes,ondanythingelsethey use. 

3dr are very tolerant of the ectioni of their priests os long as such 
further the sect. Regard for nature is  their prima concern and 
with nature in any way harmful is reoson for punishment. 

:onrider themselves an elite group, reporote from dl other 
. They do not mingle with others, and are only allowed to mete 
rshipers within their sect. 

IA (dozen king) 

sod I r m i  

CLASS d 
12" 
NTS: 400 
ATTACKS: 2 

E/ATTACK: 5-50 ( + 14) 
ATTACKS See below 
DEFENSES: Nil 

RESISTANCE 80% 
(6') 

IENT: Neutral 
iPER'S ALIGN: All iyper of 
'mi beings 
.: Bubblingcauldron 
Concordant Opposition 
DRUID: 15th level cleric/l4th 
I druid 
!: 18th l w e i  fighter 
USER/ILLUSIONIST 15th level 
x h  
SSASSIN. Nil 
BARD: 20th level bard 
: ABILITY: il 
7, + 14) i: 25 W:25 D:23 C:25 CH: 25 

This god is the ruler of a very loore pantheon of gods. His two primary at- 
tributes ore the ability to separate himself into 12 distinct ond powerful 
entities. All 12 are fully aware and mobile, but 11 ore ethereal in notuie 
and room the earth with unlimited range, conrtontly supplying information 
to Dogdo. There beings hove all the qualities of the original, but they must 
stay in theethereal stofeatall timer. 

His other ottributes include unlimited use of shape change, telepathy, ond 
legend lore. He is very fond of walking the earth in the form of a shabbily 
dressed mon with 0 lorge club. 

Dogda has the strength to breclkanything in hirtwo hands. He uses hisclub 
in 0 1 1  bottlesand while itdoeJ5-Mwheortriking plus hiortrength bonurof 
1 1  paints, it is  also magical in that when the large end toucher D being it 
acts os a death spell. The m o i l  end is able to raise the dead, no matter 
how long ago the being died. Only o portion of the body is  needed. 

He con summon forth D cauldron ihot enabler him to brew any non- 
magical liquid or food, and he rings with a Ientient horp that tolkr in the 
common tongue and con control weother. 

ARAWN (god of the dead) "The Dark One" 

Greotergod 

ARMOR CLASS: 4 
MOVE: 15" 
HIT POINTS 325 
NO. OF ATTACKS 2 
DAMAGE/ATTACK 2-20 [ + I 1 )  
SPECIAL ATTACKS See below 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 75% 
SIZE: M ( 7 ' j  
ALIGNMENT: Lowful evil 
WORSHIPERS ALIGN: Ail beings 

worshiping death 
SYMBOL: A black smr on ~1 gray bock- 

ground 
PLANE: The Prime Materiel Plone 
CLERIC/DRUiD: 20th level cleridldth 

level druid 
FIGHTER: 17th level ranger 
MAGIC-USER/ILLUSIONIST: See 

below 
THIEF/ASSASSIN: Nil 
MONK/BARD: 15th level bard 
PSlONlC ABILITY Vi 
S 2 3 [ + 5 , + l l j  1:24 W 2 3  D:25 C 2 4  CH:20 

Arown appears os a normal mon and lives upon on island in the reo thot 
only the dead can find. His main attribute is the ability to flash 2 deoth 
speilsfram hireyesat any time, striking independent targets if he chooses. 
He is able to use any spell of up to the third level CIS a 20th level mogic- 
user. The god will appear if someone restorer to life 0 person he wanti to 
stay in his domain (a 2% chonce of this per level of the dead person, if he 
or she worshiped one of the Celtic gods), and he will either fight for the 
dead perron or offera substitute from the vost ranks of thedaad (there i s 0  
25% chance of this offer being made). He is immune to any magicoi or 
clerical spell causing direct domoge to the body. 

He fights with a + 3  club that striker for 2-20 poinn of domoge plus his 
strength bonur of 11 points. Any being touching him with CI magical 
weapon dies (saving throw oppliroble). 

26 



(P! +Joz-z :WJVllV/33WVa 
Z/& :S>JVllV 40 'ON 

5ZC :SlNlOd LIH 
..Zl :3AOW 

v :ssv1> aowav 



ZZ:H~ PZ:~ IZ:~ CZ:M PZ:I fz1+'9+)Pz:s 
LA :AllllW 3INOISd 

P2 :H3 st:a 

(PI + J OC-E :mvuv/3svwva 
2 :SWJVUV 40 'ON 

62E :SlNlOd IIH 
..6 3AOW 

P :ssvl3 aowav 

SOHLXW 3ILTZ3 



CELTIC MYTHOS 

Math is the greatest of all the legendary wizards in Celtic myth, He has 
given himself the power to hear anything soid in CI breeze anywhere in the 
world. He has done so much for the gods that he has been given ~1 Torc of 
the Gods (q...) . 

Whenforced tofight, heuresarodthotturnsanybeingtouched by it intoa 
pool of water (permonently), magic roving throw applicable. He also 
enjoys uringpolymorph others to turn opponents into animals. 

MORRIGAN [goddess of wor) 

Lesser goddess 

ARMOR CLASS: 4 
MOVE: Variable (see below) 
HIT POINTS 388 
NO. OF ATTACKS 2 
DAMAGEIATTACK: 3-36 (+ 14) 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: 50% 
SIZE: M (6') 
ALIGNMENT N e u t d  
WORSHIPER'S ALIGN: All beings 

living by woi 
SYMBOL: 2 crosredspears 
PLANE: Concordant Opposition 
CLERIC/DRUID loth level druid 
FIGHTER: 20th level ranger 
MAGIC-USER/ILLUSIONIST: Nil 
THIEF/ASSASSIN: 15th level ossossin 
MONKBARD: 10th level bard 
PSIONiC ABILITY VI 
S:25(+7,+14/ 1:22 W:I9 D:25 C:24 C t i 2 l o r - 1  

This goddess oppearr os o well-proportioned woman with o hideour face. 
She has the power to deprive all who face her of their courage (os thefear 
spell). She can fight invisibly, see clearly over 15 miles, and travel on land 
01 any speed she wishes when choring CI foe. It i s  raid that she will strike 
dead (5% chance) any one of her worshipers who runs awoy from CI bottle 
she irwafching(there isa 10%chanceshe iswotchingonygiven battle). 

She uses 2 spears, one with o red head and one with CI yellow head, that 
strike for 3-36 points each and never miss. She is immune to any mock by 
o magic-using being not of godlike power while she is in bottle. 

Morrigon'r servontf include four demi-goddesses of wor, Fen, Nemon. 
Badb, and Mocha, who are identical to her in all regards save hit points 
(they each hove2W). 

CELTIC MYTHOS 
This god appears as D man with on artificial silver hand. He hos the obility 
to give any weapon he holds a + 3  bonus to hit and double the weapon's 
normal damaging power. When in bottle, he detaches his hond of silver, 
and i t  will enter battle with 01 weapon os adoncing sword. hitting for 6-36 
points of damage. He commonly uses CI + 4  suit of studded leother armor 
and o +5  sword that hor the power to fend off any 3 weapons used 
against its master, no matter how powerful the weapons, and still ottock 
without difficulty. The god is immune to any type of magical control spell. 

NUADA (god of war) "god of the Silver Hand" 

Greatergod 

ARMOR CLASS: -4 
MOVE: IS" 
HIT POINTS 34) 
NO. OF ATTACKS: 3 
DAMAGEIATTACK: See below 
SPECIAL ATIACKS: See below 
SPECIAL DEFENSES: Immune to 

MAGIC RESISTANCE: 10% 
SIZE: M (6') 
ALIGNMENT Nevtrcll 
WORSHIPER'S ALIGN: Worriorr 
SYMBOL: A silver hond on o black 

PLANE: Concordant Opposition 
CLERIC/DRUID: 10th level druid 
FIGHTER: 20th level ranger 
MAGIC-USER/ILLUSIONIST Nil 
THIEF/ASSASSIN: 12th level oiiossin 
MONWBARD: 10th level bard 
PSlONlC ABILITY VI 
S25(+7,+14) 1:22 W : 1 9  D:25 C:25 CH:24 

chorm-type spells 

bockground 

OGHMA [god of knowledge) "The Binder, Patron of all 
Bards" 

Greater god 

ARMOR CLASS: 4 
MOVE: 12" 
HIT POINTS 310 
NO. OF ATTACKS: 2 
DAMAGEIATIACK See below 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENSES Nil 
MAGIC RESISTANCE: 85% 
SIZE: M (6 ' )  
ALIGNMENT Neutral 
WORSHIPER'S ALIGN: Neutral 
SYMBOL: An unfurledscroll 
PLANE Concordant Opposition 
CLERIC/DRUID: 15th level in each 
FIGHTER: 15th level fighter 
MAGIC-USER/ILLUSIONIST 18th level 

THIEF/ASSASSIN: Nil 
in eoch 

MONK/BARDI 20th level bard 
PSIONIC ABILITY: IV 
S25(+7 ,  +14/' 195 W:25 D:22 C:20 CH:23 

'See below 

Oghma looks likean aged, white-haired man. He is the best wrestler of all 
the gods and considered their chompion when fights with giontr occur. He 
is  olso patron of things creative and beautiful in man and woman alike 
His love of song, story, and poetry causer him to often visit the earth in 
humon shape and travel from hold to hold seeking especially gifted 
people. There is  D 1% chance that he is  listening toan original composition 
when it is  rung, and there is  CI 5% chance that if CI song or tale was spread 
by others hewould heoritond reward the creatorwithgreatweolth in the 
form of gold "strangely" given by the lord of the particular hold thclt the 
perron wasvisiting and performingat. 

His two main powers are the obility to answer m y  question after a short 
period of study (the more difficult the question, the longer it tokes) ond the 
fact that he knows the secret nome of ony "on-godlike creature. In Celtic 
mythology, everything has a name it gives to the world, and onother 
secret nome that links it to its soul. If m y  being knows the secret name, he 
or she can control the creature or being or simply make them die (sow YS. 

death applicoble). 

In battle he wears +4  choinmail and demands that all his enemies wrestle 
(grapple) with him. If they win, he leaves the bottle. If he wins, they are 
forced to leave the battle. His strength is such that when facing ony being. 
hewill hoveequal tothot being'rrtrength plus his own. 

Oghmo is known os The Binder for hir obility to successfully force demons 
and devils into a special prison of hir making where they stay imprisoned 
until he wisher to bringthem out. 
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CEL TIC MY THOS 

SILVANUS [god of the forests and nature) 

Greoter god 

CELTIC MYTHOS 

ARMOR CLASS: -4 
MOVE: 18" (48" through foreris) 
HIT POINTS 333 
NO. OF ATTACKS: 3/2 
DAMAGE/ATTACK: 5-50 (+ 14) 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENSES: Wolfhound (see 

below) 
MAGIC RESISTANCE: 30% 
SIZE M (7') 
ALIGNMENT: Neutrol 
WORSHIPER'S ALIGN: Dwellers of the 

SYMBOL: Arummeroak tree 
PLANE Concordont Opposition 
CLERIC/DRUID: 14th level in eoch 
FIGHTER: 13th ievei fighter 
MAGIC-USER/ILLUSIONIST: !hh level 

THIEF/ASSASSIN. Nil 

forest 

illusionist 

, : 2 5 ( + 7 , + 1 4 )  1:24 W 

Silvanur looks like a man with very long legs. He can control any number 
of animals and creot~rer  of the forest with the round of his voice. He hor 
the power to moke plontr grow and/or shrink ot any rate he wills. He 
wears armor made of leoves thot act like + 5  plate mail and his mallet is 
constantly with him. This + 5  wooden weapon strikes for 5-M points in his 
hondr.AgiantwolfhoundfightrathisJide(AC3.HD10. hplCO,#ATI,D2- 
20; regenerates 5 hit points per melee round). It is so fost that no mntter 
howmany beingrstrikeathirmorter, thedogwill takethedomage. Itcan- 
not blockrpellr. 

Silvanur is worshiped by druids and their followers, and he is a protector of 
the placer of the druids: their groves, their villages and colleges, and their 
paths through the woods. There is a I% chonce that he will appeorwhen- 
ever harm is done too high level druid or his or her grove. 

TATHLUM 

This weopon of war with magical properties can be mode by anyone of the 
Celtic religions. First, cut off the heod of an enemy and coat it with lime 
gotten from a lime pool in the former territory of the dead person, allow- 
ingreverolcootrtodrytoarock hardboll. Ittokesoneday todoeachcoat, 
ondeochcoottakesonew~~k todry. When thrownatfriendrof theformer 
owner of the head under bright sunshine, it will have the effect of doing 
damage up to 1% of the originol hit points of the perron hit. If the perron hit 
is CI reiotive of the heod, one-half of the hit points ore taken away. This 
weopon is "roble only once. 

TORC OF THE GODS 

This magical device mode by Goibhnie allows the holder torhape chonge 
or polymorph others. This is similor to the other druidical toms, but it is 
mode of rare metair and bearro loge gem (of CI random type) ret into the 
front. 

THE WILD HUNT 

The Wild Hunt exists in 0 1 1  the lands where Druidrand theirdeitiesdwell. It 
is o physical manifestation of "life force" thot always taker on the same 
form. The Hunt if made up of one huge black-skinned man with antlers 
growing from his head and his pack of hounds. 

The Hunt appears whenever there io evil in the land ( L I S  in the core of an 
evil temple or on evil priest of the 12th level or greater coming into the 
orea,orwhottheDMdeciderisogrorrly evilact). 

When the Hunt posses, the noire of the howling dogs or the Hunt Moster'r 
horn can be heard for milei in the night. If this noise isactively pursued by 
any being, they will become part of the Hunt when they right the pock and 
its master! If the Hunt passer by any given being they must make CI magic 
raving throw (on o 25% chance they will look at the pock) or join the Hunt. 
When any given being becomes port of the Hunt they may toke on one of 
two roles: they will be the huntersor the hunted! 

The Hunt always begins ten miles from the source of evil that "summons" 
it. and for each mile nearer the source of evil when the Hunt is spotted 
there is a 10% chance thot the observing being will be the object of the 
Hunt instead of the hunter. The Hunt will always parr close by the source 
of evil that has creoted it (never going into a building, but going within 
inches of the building and parsing by). After passing by, it will t r o d  on in 
CI rondom direction for ten more miles. 

There will only be one Hunt on the Prime Materiol Plane on any given 
nighi, and it will always be drawn to the greatest evil in the Celtic ore0 
(decided upon by the referee). If the Hunt finds o being to hunt before 
finding the source of evil, i t  will ottack thot being to kill it, ond then disop- 
pear as it reaches its summoning source. If the Hunt does not find CI victim 
before it reocher the source, it will travel on for another ten miles ond 
every being that sees it and does not make their saving throw VI. magic 
will haveaW%chclnceofbecoming the hunted! 

If after ten miles, no being becomer the hunted, the entire pock will turn 
on the newest big game creature around (deer. stag, bear or onything 
partially dangerour ond "on-intelligent). All during this hunt, the beings 
that have come along with the Hunt must trove1 with the Master, ond they 
must attack whatever becomes the hunted. even if it goes against their 
alignment! Thus, paladins might hove to attack helplerr women or the 
like. All beings that have been taken in CIS hunterr will ottack the quarry 
(whatever it may be) and if they do not succeed in killing the being, the 
Masterond his houndswill takeover(butonlywhenal1other hunters hove 
been incapacitated) and they wili either kill or be killed. 

The magic of the Hunt will cotch up and sweep along any who become 
port of it, IO that, whether mounted or on foot, they will be oble to keep up 
with the fort pace that the hounds ret. 

The Hunt generolly pursuer on the ground. but it has the ability to run right 
into theairtoflyoverobstaclerorerpeciallydifficulttermin. 

When the hunted being has been run down, there is on instant melee to 
the deoth. Ail participants must fight on to the death to the best of their 
abilities (no holding bock). 

The only ways to prevent being killed as the object of the Hunt are to run 
out of the I O  mile rodivr of the source of evil, to elude the pock until morn- 
ing, or to slay the Master and his pock. 

All beings that hove been in any part of the Hunt have CI 50% chonce of be- 
coming ensnared ogain with every sighting of theMortwand his pock. 

There hove been legends of epic bottler between the Master and his 
hounds and some of the greater heroes of the part. In these legends. the 
Morter ond his pack hove been slain, only to diroppeor in the darkness 
and oppeor somewhere else the next night, proving thot the force that 
creates the Hunt is eternal. 
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I E  HUNT 

Nil 

Nil 
W 18 D: 18 C 18 CH: I5 

nand glowing green eyer. His head is  crowned 
3 he wears a suit of block leather. The Morier 

his pack of hounds and will round his horn at 
rchore.Heusera +3rpeorinbcrttle. 

CELTIC MYTHOS 
THE PACK OF THE WILD HUNT 

FREQUENCY Uncommon 
NO. APPEARING: 20 
ARMOR CLASS: 5 
MOW lnl, ," 
HIT DICE1POINTS: 30 hp 
% IN LAIR: 0% 
TREASURE TYPE Nil 
NO, OF ATrACKS: 1 
DAMAGEfATTACK: 2-8 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: 15% 
INTELLIGENCE: Averoge 
ALIGNMENT: Neutrol 
SIZE: L (4'otshovlder) 
PSlONlC ABILITY: Nil 

LEVEL1X.P. VALUE: VV95Oper hound 

There huge block hounds have licks of green fire for tongues and green 
fire for eyer. There flamer do no damage but they make the whole Hunt 
cost on eerie green glow. The beasts will never ottack the hunted until oil 
the beings that have drawn themselves into the Hunt have hod their 
chance io  kill. If the pack is  killed, the Master will then bottle the being. 
The death of any member of the pack goes unnoticed by the rest and itdir- 
oppeorrofterthe battle is over. The houndraitockor8 hit dice monsters. 

AitacVDefenre Modes: Nil 
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The ,Aztec ond Maya presented the world with on interesting set of closely 
reloted gods, goddesses and creolurei *hot have CI morol background $mi- 
lor to that of other ancient mythoi. The beings ore just os evil or ius1 os 
good: the difference seems to be that they ore not moved by anything re- 
sembling humon thoughts and feelings, unlike the deities of other mythoi. 
They act only upon their own inscrutable motives. 

There beings are raid l o  have come from the stars, and their "plane of 
origin" is not the some os other mythologies. For the purposes of this work, 
we will assume that there gods come from the Prime Material Plane of CI 

parollel universe. Commune or gate spells used by the clerics of there 
deitier will only connect with this pclr~llel universe and the plane where 
their gods dwell. There is  no woy that others can summon there deities if 
they do not know the special ceremonies used in contacting them. Also, 
there deities' u n u s ~ a l  nature moker it impossible for them to travel on any 
planer but the ones that they have worshipers on. 

The clerics of this mythor ore the elite of the populoce, and even the low- 
est levels hove obrolute outhority over any of the pearontr. Along the 
some lines, ony cleric of a higher level may give orders to lesser clerics of 
the some deity with complete freedom. Though 011 sects m w t  uruolly work 
together, there is much clandestine infighting between groups for fol- 
lowemamong the richandpoorolike. 

Rituals are performed every 2Qdcrys. ond rocrificei take many forms, from 
food in the spring and fall s e ~ m n s  to humans before and after battler and 
during the rainy winter months. The public isforced toottend theseritualr, 
and theyareolways heldot the temple of theappropriote god. All temples 
are built on the step pyramid design, with entrances at the bottom 01 the 
fourcompasspointrandeastof thealtoratthe top. 

Divine punishment of erring clerics isrwift. Small mistakes, like the break- 
ing of cleficol lows or defeats in personal combat (duels) result in im- 
mediate lois of some wealth ond/or experience points Mojor failures, in 
the form of lost battler, foiled quests, or alignment changer, will cause a 
cleric to be stripped of 0 1 1  possessions and levels ond require him or her to 
start again from the first level of experience. 

First level clerics must choose (I compass direction for their own (east, 
west, north or south), and this is  the direction that they pray to, meditote 
towordr, and *tort their quem towards. From then on, any attacks they 
make or ~pells ?hey mst i n  tho! direction will hove +I odded to their 
chance of IUCC~SS,  i.e. LI +I chance to hit, or-1 subtracted from CI target's 
saving throw. When in combat or other situoiions where the direction is 
not chosen or dictated by circumstances, the DM should roll CI 4-sided die to 
determine which compass point the cleric is  facing. Clerics of the east must 
weor red clothes ot oli times, clerics of the south must wear yellow, clerics 
of the west must wear block, and clerics of the north m u s  weor while. 

QUETZALCOATL (god of the air) "Law Giver" 

Greaterqod 

ARMOR CLASS: -2 
MOVE: Infinite 
HIT POINTS: 400 
NO. OF ATTACKS: Variable 
DAMAGE/ATTACK: Variable 
SPECIAL AlTACKS: See below 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 75% 
SIZE: L (15') 
ALIGNMENT: Lawful neutml 
WORSHIPERS ALIGN: All alignments 
SYMBOL: Feathered serpent 
PLANE: A parollel Prime Moteriol 

CLERICIDRUID: 25th level cleric/l3th 

FIGHTER: 20th level palodin 
MAGIC-USER/iLLUSIONIST: 20th level 

Plane 

level druid 

in eoch 
THIEF/ASSASSIN: 20th level thief 
MONKIBARD: 20th level bard 
PSlONiC ABILITY: I 
s:25 r t 7 ,  + 141 1:25 w:z5 D : Z ~  c:z5 CH:ZS 

Also known 0% Kukulcon, or (in his capacity CIS wind god) Ehecatl, this god 
oppeorr in a bewildering number of forms, and while he u ~ u o l l y  octs CIS 

per his alignment, there ore timer when he works in chaotic or evil woyr 
(making it very hard to align him). He appeorr occasionally on our plane 
and works closely with his worshipers against other gods. When in battle, 
the godwill usuolly ow,mea monsterform and use that toottock with, but 
if he suffers a great loss of hit points, he will toke the form that he had 
assumed at the beginning of the bottle ond quadruple its powers and re- 
attack. He fights until his side has won the battle or until he has been per- 
sonally defeated in combat. 

He cannot be hurt by creatures of the same form he is using; in other 
words, when he is in the form of CI drogon, he connot be hurt by any 
dragon type, and when he is in the form of ~1 magic-user, he connot be 
hurt by magical spells. 

Quetrolcoatl wos the mightiest god of the mythos, though his claim is dir- 
puted by the followers of Tezcatlipoca, his orch-enemy. QW~Z~COOI~ if 
patron of the arts and the founder of metallurgy. 



CENTRAL AMERICAN MYTHOS 

CAMAXTLI (god of fate) 

Greoter god 

ARMOR CLASS: -2 
MOVE: 15"/24" 
HIT POINTS: 350 
NO. OF AlTACKS: 0 
DAMAGE/ATTACK: Nil  
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 50% 
SIZE: t (15') 
ALIGNMENT: Neutral 
WORSHIPER'S ALIGN: All alignments 
SYMBOL: Humon figure holding the 

PLANE: A parallel Prime Material 

UERG'DRUID: 20th level cieric 
FIGHTER: 12th levelpaladin 
MAGIC-USER/ItLUSIONIST 18th level 

magic-user 
THIEF/ASSASSIN: Nil 
MONK/BARD: Nil 
PSlONlC ABILITY: I 
S:23 1:24 W:23 D:23 C:23 CH:23 

This human-oppeoring god i s  able to see the part and future of ony being 
and put this informotion to use in his own way. He is not allowed to kill any 
being, but he can look into that being's past and discover what force 
caused the most physical domoge to thot being, and then recreate that 
forceexactly toagoindo theIameamountofdamage. 

If Ihe proper rocrificer are made In preclour metals in on amount of 
500,wO gold piece3 or more. there is  a 25% chance thot the god will look 
favoroblyupontherocrificeranddowh~t hecan to helpforarhortperiod. 
The sacrifice i s  always cast into the beyond by the most powerful means 
ovailoble (i.e. a random feleportspell, o limited wish, or the like). 

In the presence of any light, Camoxtli regenerates 5 hit points per melee 
round. 

sun 

Plone 

CAMAZOTZ (bot god) 

Lessergod 

ARMOR CLASS: -2 
MOVE: Infinite 
HIT POINTS 362 
NO. OF ATTACKS 3 
DAMAGVATTACK 2-20/2-20/3-30 
SPECIAL ATTACKS: Poralyrir 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE &l% 
SIZE: L (15') 
ALIGNMENT Chootic evil 
WORSHIPERS ALIGN: Chootic evil 
SYMBOL: Giant bot 
PLANE A parallel Prime Moteriol 

CLERIC/DRUID: 15th level cleric 
FIGHTER: 10th level fighter 
MAGIC-USER/ILLUSIONIST: 20th level 

THIEF/ASSASSIN: 15th level osoo~sin 
MONK/BARD: Nil 
PSlONlC ABILITY: I 
S: 19(+3, +7j 1:20 W: I8 D:20 C:24 CH:-2 

Thirgodappeorrara hugebatand irolwoyrfoundwith 1,wO normol bots 
flyingaround him. He may be tempted tocomply toarummom bya being 
that offen many insects for his followers. Priertr can c~ctuoIIy appease this 
deiiy by offering him insect plagues 

His claws do 2-20/2-20 and o rave is necessary versus (paralytic) poison; 
his bite doer 3-30 with thesame rave. Any weaponscoit in thedarknerrat 
him will not touch or harm him. 

Pione 

in each 

CENTRAL AMERICAN MY THOS 

CHALCHIUHTLICUE [goddess of running water and love) 

terser goddess 

ARMOR CLASS: -2 
MOVE: Infinife 
HIT POINTS: 200 
NO. OF ATTACKS: 3/2 
DAMAGE/ATTACK: 1-4 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: 95% 
SIZE: M (6%') 
ALIGNMENT Chaotic good 
WORSHIPERS ALIGN: All alignments 
SYMBOL: Jade fish 
PLANE: A parallel Prime Moterid 

CLERIC/DRUID: 20th level cleric 
FIGHTER: 12fh level palodin 
MAGIC-USER/IttUSIONIST: 20th level 

THIEF/ASSASSIN: Nil 

Pione 

magic-user 

MONK/BARD: 15th level bard 
PSlONlC ABILITY: I 
S: 15 1:24 W:25 D:25 C:23 CH:25 

Also known or the ''goddess of the jade petticoat", this godderr is not only 
Q water deity, she is the goddess of life and choste love. In any of these os- 
pectr, she uses her power for the good of the beings thotrhe is favoring at 
the time. Those that socrifice to her (of any alignment) con expect her help 
if the proper forms are observed. She i. especiolly eoger I o  aid when 
healing or love ore the foctors to be dealt with. She clloo has the U ~ U I U O ~  

ability to transform 3-300 beings into any single form she wisher (usuolly 
firh).Thirability i s ~ ~ e d o n l y  tosovethe lives of devoutworshiperr. 

The proper ritual sacrifice to her requires the tossing of jade (the higher 
the quolity the better ihe response) into CI botlomless pool of water i n  one 
of several such areas in the mountclins. This is done by the light of the full 
moon, and there must be no other being within CI mile of the areo. Clerics 
that perform this ceremony for the needy hove (I 25% chance of IUCCBIS, 

while normal worshipers hove only CI I % chonce. I t  may be ottempted four 
timesoyear. 

Chalchiutlicue is the wife ofTlaloc. 

HUHUETEOTL [fire god) 

Greoteigod 

ARMOR CLASS: -2 
MOVE: 18"/24" 
HIT POINTS: 373 
NO. OF ATTACKS: 0 
DAMAGE/ATTACK: Nil 
SPECIAL ATTACKS: Light beam 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: 80% 
SIZE: L (15') 
ALIGNMENT: Chaotic evil 
WORSHIPERS ALIGN: Chootic evil 
SYMBOL: lmoge of the god 
PLANE: A parallel Prime Material 

CLERIC/DRUID: 15th level cleridI0th 
Plane 

level druid 
FIGHTER: 10th level fighter 
MAGIC-USER/ILLUSIONIST: 15th level 

in each 
THIEF/ASSASSIN: 15th level oss~.zsin 
MONK/BARD: 10th levelmonk 
PSlONlC ABILITY: I 
3 2 3  193 W:23 D 2 3  C 2 3  CH:9 
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CENTRAL AMERICAN MYTHOS 
fother'r harsh dealings with man. If Itmmna is  ever in o desperate fituo- 
tion he will call upon his father for help. The god of medicine is by ~ C I  

meania weakling and if battle isforced upon him he willstrikewitheither 
his staff or with scintillating beoms of light (depending upon his form) for 
3-24 points of domoge. Whenever he IS ottocked he will become sur-. 
rounded by D nimbus of light which m t i  os aprotection from evil 6" radius 
and ar CI robe of scintillming colors. In light form, ltmmna is intangible, 
and it requires +2 or better magical weoponr to strike him. He is also 
capableofdrawinganyonasymbol perroundin theair. 

Clerics of Itzamno will deal only with spells to bless and heal (abjuration 
and necromancy) or spells of D written nature (symbols). They ore friends 
to all good creatures ond are loath to do combat unless there is no other 
recourse. These Clerics weor few gclrments or just o coarse robe and m i r y  CI 

rtoff and medicine pouch. Often they may be identified bya necklacewith 
0 red hond ornclment. They ore usually excellent scribes. 

Ceremonies to Itramno are held throughout the year, portiwlarly in relo- 
tion to the planting of crops. Sweet balsam is burned and squirrels ore sac- 
rificedto him. 

MICTLANTECUHTLI (god of  death) 

Greater god 

ARMOR CLASS: -2 
MOVE: Infinite 
HIT POINTS: 339 
NO. OF ATTACKS; 2 
DAMAGE/ATTACK See below 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: Deoth o.vm 
MAGIC RESISTANCE: 95% 
SIZE: L (15') 
ALIGNMENT: Lowful evil 
WORSHIPER'S ALIGN: All alignments 
SYMBOL: Dog totem [itzcuindi) 
PLANE: A wrallel Prime Moterial 

Piane 
CLERIC/DRUID: 14th level in eoch 
FIGHTER: 15th level ranger 
MAGIC-USER/ILLUSiONIST 18th level 

THIEF/ASSASSIN: 15th level o~osossin .W' 
in each 

MONKiRARD: Nil  
PSlONlC ABILITY: I 
S:25(+7,+14) 1 2 4  W I 9  D:23  C:24 C H : 4  

The god uruolly appeon in 0 lich form, and no vndeod is oble to resist his 
commands. At any given time, he can instantly summon 20-2W skeletons, 
10-1W ghouls, 6-36 wights, ond 2-5 spectres. He con be summoned only 
offer ot least 50 live humon sacrifices have been given the god in worship. 
The god demands there liver during the dark of the moon and requires 
them from the ronkr of his worshipers. 

In battle, touching his body with anything COUJBS the toucher to make c1 

raving throw veous death. The god will usually attack with fpells when 
perranolly in battle, but if enemies dare touch him, he will draw out o red 
iode rod thot acts 01 CI hammer of thunderbolts CIS per the DUNGEON 
MASTERS GUIDE. 

CENTRAL AMERICAN MYTHOS 
TEZCATLIPOCA (sun god) 
Greotergod . .. 

ARMOR CLASS: -2 
MOVE: Infinite 
HIT POINTS: 400 
NO. OF AnACKS: 2 
DAMAGE/ATTACK: 3-30 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: 85% 
SIZE Vorioble 
ALIGNMENT Chaotic evil 
WORSHIPER'S ALIGN: Chootic evil 
SYMBOL: Joguor 
PLANE: A parallel Prime Material 

CLERIC/DRUID: 9th l e v e l ~ l e r i ~  
FIGHTER: 20th level fighter 
MAGIC-USER/iLLUSIONiST: 15th level 

THIEF/ASSASSIN: 15th level ossosin 
MONK/BARD 6th l w e i  bord 
PSlONlC ABILITY: I1 
S:25(+7,+14/ 1:25 W:24 D:25 C:25 CH:25 

Plone 

magic-mer 

Tercotlipoco (which meom "the smoking mirror") is the god of the r u n  
who ripens the crops butalso bringrdroughtand famine. Conversely, he is 
also the god of the moon ond the night. Tercatlipoca ond his followers ore 
always plotting the overthrow of Quebalcootl, and this god is the patron of 
treacherous schemings and betrayals 

Tercatlipoca rarely tokes on physical form, preferring to remoin invisible 
and ethereal, but when he doer it is uruolly CIP CI giant joguor or bear. In 
there forms he strikes with his CIOWI for 3-30 points of domoge eoch. He 
occorionally tokes humon form to morquerode os someone else in the 
furtherance of one of his schemer. 

Once a year. at a greot religious gathering, Tezcatlipoco? priests sacrifice 
c1 young. perfect human mole and offer the god his heort. These sacrifices 
(uruoily war prisoners) are pampered and feted for 0 full yeor before the 
ritual. Though they are given cdmoif anything they might desire during this 
period, theyolwayrend uponthealtar. 

Tezcatlipoca is a spreader of disorder and WOI, but atso on originator of 
wealth. 

TLALOC (rain god) 

Greoter god 

ARMOR CLASS: -2 
MOVE: 12"/24" 
HIT POINTS: 377 
NO, OF ATTACKS 3/2 
DAMAGE/ATTACK: See below 
SPECIAL ATTACKS See below 
SPECIAL DEFENSES: Nil 
MAGiC RESISTANCE: 50% 
SIZE: L (15') 
ALIGNMENT: Lawful evil 
WORSHIPER'S ALIGN: All who need 

SYMBOL: Deer totem (mozatl) 
PLANE A porollel Prime Materiol 

CLERIC/DRUiD: 20th level cleric 
FIGHTER 10th level fighter 
MAGIC-USER/ILLUSIONiST 20th level 

mi" 

Plane 

mogic-user 
THIEFIASSASSIN Nil 
MONK/BARD: Nil 
PSlONlC ABILITY: I 
S 20 (+3,  +8) 1:24 W :  23 D:24 C 24 CH: 19 
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CENTRAL AMERICAN MYTHOS CENTRAL AMERICAN MYTHOS 
When this gadders is under stress, rushed, m being mocked. she appears 
as an incredible monster, with a humanoid body, demonic face with fangs 
and blaring eyes. talons for the ends of her feet and hands. ond a block 
warty skin with o slick. greasy look. This is  on illusion, however. When she 
is at ease, before her worshipers. working on (I victim, or in front of many 
strongerr for one reclmn or another, she oppearr 00 a beautiful woman 
capable of inspiring desire in ony mole ond jeolow respect from any 
female. She tries very hard to ruin lowful good beings all over the Prime 
Moterial Plane, by tempting them and then destroying them when they 
succumb. 

Though she may oss~sinote. she will never fight physicolly, and if me! 
with beings that cannot be hurt by 5pell1, she will teleport oway. Her 
favorite attack is  to use chorm spells of oll  fort^. No evil being can even 
think of harming her, even if they are mclgicolly controlled. 

XOCHlPlLLl (god of gambling and chance) “Lord of 
Flowers” 

Lesser god 

ARMOR CLASS: -5 
MOVE: Infinite 
HIT POINTS: 381 
NO. OF ATTACKS: 3/2 
DAMAGE/ATTACK: 3-30 
SPECIAL ATTACKS: Never misses 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 25% 
SIZE: l ( l6 ’ )  
ALIGNMENT Neutrol 
WORSHIPER‘S ALIGN: All alignments 
SYMBOL: Monkey totem (ozomohtli) 
PLANE: A pamllel Prime Moteriol 

CLERIC/DRUID: 12th level in each 
FIGHTER: 12th levelpolodin 
MAGIC-USER/ILLUSIONIST 12th level 

Plane 

in each 

With his great lurks and goggle eyes, Tloloc’s oppearonce is quite impres- 
rive. Hewearroll black butfora garland of white feathers. 

At eoch full moon, a priest of Tlaloc rocrificer a child or baby to Tlaloc. 
Once o yeor, there is c1 great festival held in his honor. Numerous babies 
ore bought or token from the populace. There bobier are sacrificed to 
Tlaloc, after which the priests cook and eat them. If the babies cry during 
the sacrifice. this is taken os c1 good sign that rain will be obundant during 
the coming yeor. 

If the proper rituols ond sacrifices hove been followed lo the letter, Tloloc 
will u ~ u d y  grant his worshipers the rain they need. However, if he thinks 
his requirements hove not been met, the people will be punished. Tloloc 
has four pitchers of woter: one filled with good water to moke crops grow 
properly, one filled with water that contains spiders’ eggs and webs and 
muses blight, one filled with water that turns to frost, and one with water 
that ratroll fruit. 

If pressed hard in battle. Tloloc will summon 0 bolt of lightning. and he 
will fight with thisagainrtoll comers. The bolt of lightning will do40points 
of damage to 011 those in armor, 30 points of damoge to 0 1 1  those wearing 
clothes, ond 20 points of damage to all naked flesh it hits. He uses the 
lightning boltari f  itwereaweaponinsteadoforpell. 

TLAZOLTEOTL (goddess of vice) 

Lesser gwlderr 

ARMOR CLASS: 3 
MOVE: Infinite 
HIT POINTS: 211 
NO, OF ATTACKS 0 
DAMAGE/ATTACK Nil 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 25% 
SIZE: L (75’) 
ALIGNMENT: Chaotic evil 
WORSHIPER‘S ALIGN: Chaotic evil 
SYMBOL: Ocelot totem (ocelotl) 
PLANE A parallel Prime Moteriol 

Pione ~. 
CLERIC/DRUID: 14th level in each 
FIGHTER: Nil 
MAGIC-USER/ILLUSIONIST. 15th level 

mogic-user/25th level illusionist 
THIEF/ASSASSIN: 15th level assassin 
MONK/BARD: 15th level bard 
PSIONIC ABILIN: i 
S: 10 125 W: 18 D:25 C:25 CH:24/-5 

THIEF/ASSASSIN: 12th level thief 
MONWBARD: 12th level in eoch 
PSIONIC ABILIN I 
S:24(+6, + 12) 1:24 W:20 D:25 C:24 CH:25 

Xochipilli olmortolwaysoppeorsos oyoung man, and con often be found 
wondering ornong the people bestowing good and bad luck in the form of 
lost or granted saving throws. He is  predominantly a peaceful being that 
gives a great deal of happinerr to his followers. The god is  mort pleased 
with beings that toke CI large colculated risk. 

His hond axe cau6ei 3-30 points of damage per strike and he doesn’t miss. 
Anyweapon that hasochanceof missing him will miss. 
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The title of this section is  somewhat misleading, as the mythology of the 
Chinese is  $0 vast ond wried that it is  impossible to cover it adequately 
and remain within our sire restrictions. We hove chosen the deities we 
feel most appropriote for inclusion. 

The Chinese image of the Heavens is  that of (I great bureaucracy. Many of 
the deities exist to perform a special task and wotch over CI special area of 
life. Each god is supervised by a more important deity, who is responsible 
for seeing that things are done correctly. Every baing is accountable to the 
Emperor of the Heavens. Every year the gods rend reports to their super- 
visors, and it is not uncommon to be promoted or demoted for work done 
during theyear. 

Clerics play sever01 roles in thir master plan. They rupport the existing 
mortal government and preach the divinity of their emperor. The emperor 
in every care i s  not only the head of the state, but O I S O  the heod of the 
church (thus gifted with high priest powers by the gods). The atonement 
for oll sins by both the clerical rtaff and mortal worshipers is o motter of 
sacrificing items of value commensurote with the improper act. If the deed 
was severe enough (fudge's option os to this in ADLD terms) the atone- 
ment might even be death. Clerics must travel about the countryside 
preaching to rich ond poor alike. 

CANON OF CHANGES 

This is  CI book of the gods that deals with redistribution of matter and 
motion. It OIIOWI the reoder to create any nonmagicol obiect instantly 
when the command words are spoken. It tokes 72 hours of constant read- 
ing to learn the words for any one given thing, and ofter uttering them it 
tokes another 72 hours for another creation of even the same thing to toke 
place. Only immortals hove the constitutional stamina to reod the par- 
sages for the length of time required. 

DANCING SWORD OF LIGHTNING 

This weapon behoves (IS (I dancing sward as per the DUNGEON MASTERS 
GUIDE, except that its powers include shooting one lightning bolt from the 
tip per melee round which does 30 points per strike (raving throw ap- 
plicable). It has unlimited chorgerond is thefovorite wwpon of thedemi- 
gods of the air (when they con use it in their turn), It performs as a normal 
sword when held bv mortols. 

FIRE GEMS 

These are extremely rare and mogicol hand-rired gems that shoot flame, 
doing 6-60 points of damage per strike. They have CI maximum range of 50 
yards and fire once per turn when the commond words ore spoken. Each 
gem hor2-12charger. 

GIANT BLACK PEARL 

This 3 foot sphere negates 011 wind and earth turbulence in CI one mile 
radius. It does this of its own accord and connot be controlled to make it 
stop. 

IRON WAND 

This device maker 011 invisible things appeor if within CI 3 0  radius of the 
wand. It can make one object diroppeor ordurt of dirappeoiance; it also 
acts as a rtoff of  striking with unlimited chorges, and wil l glow to CI length 
of Ioo'upon command and become roughened for easy climbing. 

JADE SCEPTER OF DEFENDING 

This device will defend the urer from any number of moterid weopons, 
not permitting ony one to strike its moster while the holder concentrates on 
defense. While thir   on cent ration is going on, no other action may even be 
contemeloted. 

WIND FIRE WHEELS 

There ore 25 of there devices and they are used in large bottler where the 
gods fear that they might bedefeoted. They ore honded out by Shang-Ti to 
the demi-deities and their s e r v ~ n t i .  They shoot fire ond/or wind CIS a rtoff 
of the mogi. For every 5 charger expended one hit point is drawn from the 
using being. They are 1 foot circular fans and ore started by o commond 
word from the holder. 

SHANG-TI (supreme god of the heavens, god of the sky 
and agriculture) 

Grenternorl =-- . 

ARMOR CLASS -7 
MOVE 2 4 / 2 4 "  
HIT POINTS: 4M) 
NO. OF ATTACKS 7 
DAMAGWATTACK 3-36 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 50% 
SIZE: M (5X') 
ALIGNMENT Lawful neutrol 
WORSHIPER'S ALIGN: Aii olignmentr 
SYMBOL Shoft of yellow iight in o 

PLANE: Nirvana 
CLERIC/DRUID: 13th level cleric 
FIGHTER: 15th ievei poiadin 
MAGIC-USER/ILLUSIONIST 70th level 

THIEF/ASSASSIN: Nil 
MONK/BARD: 15th ievei bard 

fist 

in each 

PSlONiC ABILITY: I 
S:20(+3,+8/ i:25 W:25 0 2 5  C:25 CH:20 

Shang-Ti con sometimes be found travelling among mort& On these oc- 
casions he appears to be on aged man with a long white beard, dressed in 
tattered robes. He also likes to float in the air ethereally, viewing cities 
ond towns and the manner in which he is or isn't being worshiped. 

Al l  physical weopon attacks sent through the air at the god will turn and 
strike therender. He U B ~ B C ~  rhoft of light as a weapon that does3-36 points 
ofdamage perstrike. Itsrange irsight. 

In his aspects os god of the sky and agriculture, Shang-Ti has complete 
control over weather. He can instantly summon or banish any 'ype of 
weather he desires. 

Shang-Ti is  the head of the Celestial Bureaucrocy, and 0 1 1  the other deities 
ultimately report to him. His word is low among all of the gods and 
goddesses, regardless of their alignment, and he is the final arbitrator in 
any dispute among them. 
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CHAO KUNG MlNG (demigod of war) CHlH SUNG-TZU (lord of  roin) 

Demigod kh .. , 
ARMOR CLASS -4 
MOVE: 15" 
HIT POINTS: 195 
NO. OF ATTACKS: 2 
DAMAGEIATTACK 10-60 (+ 14) 
SPECIAL AlTACKS: Nil 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: 5% 
SIZE: M (60') 
ALIGNMENT: Neutrai good 
WORSHIPERS ALIGN: Worriors 
SYMBOL: Block pearl 
PLANE: Elemento1 Plane of  Air 
CLERICIDRUID: Nil 
FIGHTER: 17th l w e i  ronger 
MAGIC-USER/ILLUSIONIST Nil 
THIEF/ASSASSIN: 10th level assassin 
MONKBARD: 7th levelmonk 
PSlONlC ABILITY: I1 
S:25(+7,+14) I:I6 W 1 4  D:20 C:20 CH:20 

This god appears CIS a very mmculor man with bright red skin. He wears 
special +3 scale mail that doer not interfere with the use of his monk 
obilitier. He rider o giant flying tiger into battle (AC 3, MV24"/24", HD 1 1, 
hp50. iAT3, D 1-8/14/2-16). This god is to travel frorn plane to plane 
with however many beings he wisher. ~ ~ ~ t ~ i k ~ ~ ~ i t h ~ ~ ~ ~ ~ ~ ~ f ~ ~ ~ ~ ~ f ~ ~  
10-52 points of damage. 

This god O F r s  Os O very muscular war 
helm, giving him the power of ~onstont hoste and flying ot twice the speed 
he could attain by himself (i.e., 48"). He prefers to ride o storm cloud that 
trwelsot24"and iroble tosupport upto 10 beingrofanysire. LikeShong- 
Ti, he can create weather of ony type upon command. 

He alwoYr WeorP 

His suit of f 3  scale mail appears to be bodly rusted, and when ony other 
metal toucher it, that metal completely rusts away (no soving throw). His 
+3  m0certrikerfor3-30 paintsper hit. 

CHUNG KUEL (god of  truth ond testing) 

CHIH-CHIANG FYU-YA [god of  archers, punisher of  the 
gods) 

Greateigod 

ARMOR CLASS -2 
MOVE: 12"/24" 
HIT POINTS 388 
NO. OF ATTACKS: 2 
DAMAGE/ATTACK: 3-30 (+ I I) 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: Smndard 
SIZE: M (6%') 
ALIGNMENT Neutral 
WORSHIPERS ALIGN: Neutral ond 

SYMBOL: Small red  bird with one 

PLANE: Elemental Plane of Air 
CLERIC/DRUID: 20th level cleric 
FIGHTER: 13th level fighter 
MAGIC-USER/ILLUSIONIST: 20th level 

oil beings needing roin 

leg 

mogic-user 
THIEF/ASSASSIN: Nil 
MONYIRbPn- Nil . . .- . . , .. -. .. ._ . , . , , 
PSlONlC ABILITY: VI 
S23(+5, t i l )  1:ZO W:24 D : 1 9  C:23 CH:Z3 

Demigod 

ARMOR CLASS: -7 
MOVE: 12"/30" 
HIT POINTS: 287 
NO. OF ATTACKS 2 
DAMAGE/ATTACK: 2-24 (+ I I) or 

SPECIAL ATTACKS Mogic bow 
SPECIAL DEFENSES: See beiow 
MAGIC RESISTANCE. 20% 
SIZE: L(8') 
ALIGNMENT: Lawful evil 
WORSHIPER'S ALIGN: Lawful evil 

and orchers 
SYMBOL: Green longbow 
PLANE: Gehenno 
CLERIC/DRUID: Nil 
FIGHTER: 18th level fighter 
MAGIC-USER/ILLUSIONiST Nil 
THiEF/ASSASSIN: Nil 
MONKIBARD: 10th level in eoch 
PSlONlC ABILITY: VI 
S:23(+5, + l l )  1:22 W:22 D 

2-20 

:25 C:22 CH:-2 

This god hor fiery red skin resembling s m l e ~ ,  o block demonic head with 
tusks, elephant ears, CI large ret of leathery wings with CI span of 40 feet, 0 

humanoid body, ond cloven hooves. With his bow he can hit any torget 
within sight, and is able to reverse any weapon thrown through the air at 
him and rend i t  back (11 its caster. 

His bow is magicked 50 thot use of it by onyone else will cause the orrows 
to fly at the mer. The god can shape chonge at will and weom green + 4  
plate moil in battle. His orrows inflict 2-20 points of damoge when they hit 
ond hirrword rtrikerfor2-24 points in hond-to-hond combat. 

it is the duty of Chih-Chiang Fyu-Yo IO avenge offenses against the gods, 
porticulorly desecration of temples. 

Greotergod 

by weapon type) 
SPECIAL ATTACKS See below 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE. 80% 
SIZF. M / A ' )  . > -  , 
AUGNMENT: lawful  good 
WORSHIPERS ALIGN: Lowfui good 
SYMBOL: Open book 
PLANE Seven Heovens 
CLERIC/DRUID: 20th level cleiic/l4th 

FIGHTER: 20th level ionger 
MAGIC.USER/ILLUSIONIST 15th level 

THIEF/ASSASSIN: 15th level Cismssin 
MONK/BARD: 10th level in eoch 
PSlONlC ABILITY: 11 
S20(+3,+8) 1:25 W:25 D:20 C:20 CH: I 9  

This god is  always dressed in costly robes, and his primary ability is to draw 
from o well of knowledge so that he can meet any test with success. if 
given time to visit his well. In any physical contest, if hir normal powers 
will not let him immediotely win (and he will know if this is possible), he 
willolwaysrunondsecurethematerialsthotwillallow him towin,ond he 
wil ldo nothingelreuntil hedoeswin. 

Hecotriesa +-3rword ofshorpnerr ond orod of Concellotion at all times. 

This god occasionally travels around the Prime Material Plane dressed as 
old pot-bellied mon with o long grey beord. He asks beings riddles, and 

if they onswer correctly, he may gront them a reward, perhaps even a 
limited wish. The more difficult the riddle, the greater the reword. 

level druid 

in each 
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mortol dedicotes the lost tan slain enemies to him he may (on o 1% 
chance) destroy utterly the very next enemy that being faces. Slain 
enemie dedicated to Huan-Ti must hove their heods token off ond 
burned, or the sacrifices will not be received. Clerics of this god must 0 1 -  
woyr weor red armor or clothes 

FEI LIEN 8 FENG PO "Countsofthe Wind" 

Demigods 

ARMOR CLASS: -4 
MOVE: 24"/24" 
HIT POINTS. I v )  

MAGIC RESISTANCE: Stondord 
SIZE: M (6'j 
ALIGNMENT: Neutral good 
WORSHIPER'S ALIGN: Nevtrol good 

SYMBOL: lightning bolt on o block 
and formers 

PLANE Elemental Plone of Air 
CLERlC/DRUID: Nil 
FIGHTER: 10th level ranger 
MAGIC-USER/ILLUSiONIST: Nil 
THIEFIASSASSIN: 10th level thief 
MONWBARD 5th l w e i  monk 
PSIONIC ABILITY: V 
S: 14 I: 14 W 14 D: 19 C:20 CH:9 

There man-shaped beings weor C2 plclte mail into battle. They eoch ride 
a piece of the wind; these toke 10 melee rounds to coniure up and ore 
easily negated by ony spell offecting weother or wind. They eoch have o 
large rack of leather; when opened. there sacks blow whirlwind$ like 
those of the djinn. These whirlwinds last two rounds, and con only be 
conjured uponce perdoy. 

There beings figure prominently in all major bottles of the gods, and are 
often uredorgo-betweenr for godrand men. 

They oppear to be demonic creatures in that their skin is  jet black, their 
eyes blaze fire and they are tusked. Their rwordr not only strike for 2-20, 
they do an odditionol 6 points of electrical damoge per blow (no roving 
throwl. 

HUAN-TI [god of war) 

Lesser god 

ARMOR CLASS: -7 
MOVE: 18'' 
HIT POINTS 380 
NO. OF AllACKS: 2 or 4 
DAMAGE/AllACK: 3-30 (+ 14j 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 50% 
SIZE: M (7' ) 
ALIGNMENT Chootic good 
WORSHIPER'S ALIGN: Chaotic good 

and woriiors 
SYMBOL: Black-winged chariot 
PLANE: Limbo 
TIERIC/DRlIII). Nil 

~ 

FIGHTER: 20th level ronger 
MAGIC-USER/ILLUSIONIST: Nil 
THIEF/ASSASSIN: 15th level osscmin 
MONK/BARD: 12th l w e i  monk 
PSIONIC ABILITY: VI 
s:z5(+7, +14j 1:23 w IS 0:25 c 2 5  cn: io  

Hum-Ti appears os a heavily-muscled man in red -1-3 plate mail. When 
pressed by more than one enemy, he will simultaneously uie both his C2 
halberd (doing 3-30 points of damage) ond + 3  sword (which also does 3- 
30 pointaof damage) 

When flying in his chariot, pulled by 4 Pegasi at 24"/40. no magic spell 
con affect him or the steeds. 

He watches every bottle in which his worshipers toke part, and when any 

KUAN YIN (goddess of mercy and child bearing) 

Greater goddess 

ARMOR CLA55: -3 
MOVE: 12"/12" 
HIT POINTS: 376 

SIZE: M (5 ' )  
ALIGNMENT Lawful qood 
WORSHIPERS ALIGN- towfui goad 

and d l  suffering beings 
SYMBOL: lmoge of the goddess 

holding D child 
PLANE Seven Heavens 
CLERIC/DRUID: 25th level cletic/l4th 

level druid 
FIGHTER: Nil 
MAGIC-USER/ILLUSIONIST See 

below 
THiEF/ASSASSIN: Nil 
MONKBARD: 15th level bord 
PSlONiC ABILITY VI 
5 8  1:25 W:25 D: 12 C:22 CH:25 

Kuan Yin appears LIS a slim young womon wearing a green satin dress. Her 
main ottribvte is the ability to negate ony single oct of violence directed at 
anyone, once per melee round. When o being accomplisher a good act 
offecting 50 or more worshipers of Kuan Yin, and i f  the goddess is near, 
that being may be granted a wish (5% chance). 

No act of violence can be directed towords her by any being in the 
universe. For exomple, she could wolk safely through 500 different types 
of demons and devils ond never be homed. 

She hos the powers of o 20th level magic-user, though she wili never use 
herrpeilrtocaure harm. 

Her main following is with the common folk ond 011 moywork in her muse 
and expect to be reworded someday. Her clerics ore the peacemakers of 
the world and work diligently for the end of violence. 
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LEI KUNG (duke of thunder) 

Greotergod 

ARMOR CLASS 4 
MOVE: 12"/24" 
HIT POINTS: 354 
NO. OF ATTACKS 2 
DAMAGE/ATTACK: 7-42 or speciol 

SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 5% 
SIZE: M (6') 
ALIGNMENT: Lowful evil 
WORSHIPERS ALIGN. Lawful evil 
SYMBOL: Storm cloud with lightning 

PLANE: Acheron 
CLERiC/DRUID: 70th level druid 
FIGHTER: 14th level fighter 
MAGIC-USER/ILLUSIONIST: 14th level 

THIEF/ASSASSIN: Nil 
MONKBARD: Nil 
PSlONlC ABILITY: VI 
S : 2 3 ( + 5 ,  +li) 1:23 W:17 D:20 C:23 CH:7 

Lei Kung clppearr os o mon with smoking black skin ond eyes with pupils 
like lightning bolts. He hor 2 large tusks and (1 huge nose. He has red 
spotted wings with o span of 40 feet. When battling large numbers of op- 
ponents he uses o set of green drums that act CIS o horn of blasting and 
drurnrofponic combined. In hond-to-handcombat heuser hisfistsfor7-42 
poink of domoge. When not using his fists, he uses CI +4 hammer that 
striker for25 pointsof electrical domage per hit (no roving throw). 

Anything touching his + 3  plate mail suffers 10 points of electricol 
damage, no roving throw. 

Lei Kung exists to make foul weather of one type or another at the request 
of the other gods of the pantheon. There gods will request such when they 
feel that thelr worshipers need CI iesron. Lei Kung porticulariy delights in 
creating wind storms that destroy fragile things of beauty or value. 

(see below) 

bolt through it 

in each 

LU YUEH (god of  epidemics) 

Lessergod 

ARMOR CLASS: -2 
MOVE: 12"/12" 
HIT POINTS: 367 
NO. OF ATTACKS: 6 
DAMAGE/ATTACK: I -  i o  each 
SPECIAL ATTACKS: Disease 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE Standard 
SIZE: L (IO') 
ALIGNMENT: Chaotic evil 
WORSHIPERS ALIGN: Chaotic evil 
SYMBOL: 3 demon heads 
PLANE: Abyss 
CLERIC/DRUID: 20th level cleric 
FIGHTER: i5fh level fighter 
MAGIC-USER/ILLUSIONIST 19th level 

THIEF/ASSASSIN: 19th leve l  thief 
MONK/BARD: Nil 
PSlONlC ABILITY: VI 

in each 

S : 2 0 ( + 3 ,  +8) 1; 17 W:5 D: 17 C 2 5  CH:-3 

This gad hos 3 demon-like heads, 6 W ~ S  ending in CICIWS, ond green 
scaled skin. He hos CI look of death about him and an odor of putrescence. 
His main attribute is the ability to cost a roning sickness OJ c1 spell that will 
k i l l  his enemies who foil to make their saving throw versus poison i n  2 
melee rounds. Besides his damage done by clawing, his touch C O U I ~ S  the 
Red Fever that will subtract 3 hit points from those hit every melee round 
untii cured. 

He neverwears armor became dl wounds inrtontly close themselves ofter 
being made (i-e., t u  Yueh regenerotes, ot a rote of 25 points per round), 
and those hitting him from less than 10 feet away will suffer the rowing 
r i ckwr r  ( n o  roving throw applicable). 

He con wove his hand and cost a sickness in .a cloud 3" x 3" x 3" thot will 
cause the Red Fever to 0 1 1  who breathe it. 

tu Yueh bestows gifts on those he deems evil enough. This is decided 
whenever an evil act affects more than 500 people. If the god is watching 
(on o 1% chance) there is a 5% chance he will give the evil being a 
direare-coming present with no strings attached. 

M A  YUAN (killer of the gods) 

FREQUENCY: Unique 
NO. APPEARING: I 
ARMOR CLASS: d 
MOVE: 24"/24"//24" 
HIT DICE/POINTS: 300 hp 
% IN LAIR: 10% 
TREASURE TYPE: A (X 5) 
NO. OF ATTACKS 5 
DAMAGE/ATTACK: 3-30 (X 4J/S-40 
SPECIAL ATTACKS See below 
SPECIAL DEFENSES: +3 or better 

weopon to hit 
MAGIC RESISTANCE 65% 
INTELLIGENCE: High 
ALIGNMENT: Chaotic evil 
SIZE: L (70') 
PSIONIC ABILITY. Nil 

LEVEL/X.P. VALUE X/32,300 
Attack/Defense Modes: Nil 

This monster has 3 eyes in his tyrannosaurus-rhoped head, and has 4 large 
humanoid orms. He has the strength of a storm giant, but rarely relies on 
this in battle. He also has LI powerful magical device shaped in the form of 
a ma11 triangular piece of stone thot has the power to turn into any 
weapon the holder wisher, mogicai or otherwise. This monster's favorite 
tactic is to make CI weopon from his stone thot is double the power of the 
one being used agoinst him. The creature is known to have killed at least 
10 minor deities. It attacks os CI 16+ hitdice monster. The existence of Ma 
Yuon prevents complacency m o n g  the gods. 

NO CHA (demigod of thieves) 

Demigod 

ARMOR CLASS: -2 
MOVE: i5"/48" 
HIT POINTS 239 
NO. OF ATTACKS 8 
DAMAGEIATTACK: Variable 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: 10% 
SIZE: L (60') 
ALIGNMENT: Neutral evil 
WORSHIPER'S ALIGN: Thieves 
SYMBOL Silver bracelet 
PLANE: Nine Hells 
CLERIC/DRUID 10th level druid 
FIGHTER: 12th level fighter 
MAGIC-USER/ILLUSIONIST: 17th level 

illusionist 
THIEF/ASSASSIN: 20th level thief 
MONK/BARD: Nil 
PSlONlC ABILITY Vi  
S:25[+7,+14) 1:25 W:7 D:25 C:20 CH:10 

The god oppears CIS o three-headed, eight-armed man, with silvery scaled 
rkin,eyeathat blore likefire,and theobil itytogroworrhiinkinrira. 

He often fights with o + 3  flaming spear that hits for 30 poinh of damage 
plus o disintegrate spell (sow applicable). He also uses 0 small brick of 
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gold that he throws for 5-50 pointr of domoge up to 100 yards away. Hc 
has 0 panther skin bag that blows a whirlwind iike that of o diinni. He uses 
a bracelet which, if i t  is thrown and striker an enemy, attaches itself to the 
neck of ib target and strangles him or her in 5 melee rounds unless they 
ore able to alter their form or teleport themselves to another plone. He 
also has the power to throw one 30 pointfireball per round. 

SPIRITS OF THE AIR 

FREQUENCY: Very rare 
NO. APPEARING: 1-100 
ARMOR CLASS: 4 
MOVE: 17"/24" 

CHINESE MYTHOS 

~ ~~ 

No Cha is the patron of thieves, and there are many tales of his famous 
thieving expioits. 

HIT DICE/POINT 
% IN LAIR: 75% 
TREASURE TYPE: 

SHAN HA1 CHlNG (god of wind & sea) 

Greatergod 

ARMOR CLASS: -2 
MOVE: 6"/48" 
HIT POINTS: 366 
NO. OF ATTACKS: 2 
DAMAGEIATTACK: 3- 18/3~ 18 
SPECIAL ATTACKS Hurricanes, sum- 

SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 35% 
SIZE: L (60' + wingspread) 
ALIGNMENT: Lawful neutral 
WORSHIPERS ALIGN: Lowfvl 

moning 

neutral, those who depend on 
the seo 

SYMBOL: Three huge wove5 
PLANE: Nirvana 
CLERIC/DRUID: 10th level cleric 
FIGHTER 15th level fighter 
MAGIC-USER/ILLUSIONIST: 10th level 

THIEF/ASSASSIN: Nil 
MONK/BARD: Nil 
PSlONlC ABILITY: Vi 
S:24(+6,+12) 1:21 W.23  D:17 C 2 4  CH:19 

This god hos CI roc's body with the oversized head of o man.  He has 2 main 
attributes: the power to mise up CI hurricone wind (doing 5-50 points of 
damage per melee round) ond the power to call forth ony creature of the 
rea (of non-divine nature) to do his bidding. His wind force if raid to be 
able to lost CI full day when "great wrath is upon the deity". His summon- 
ing power will seem to m o t e  beings from the very woter. 

One spell attack against Shon Hoi Ching per round will be turned back 
upon the caster. If multiple spells me caot, the one turned is  chosen ot 
rondom. 

The god ond his cleric serve 0 1 1  beings "ring the rea, and any trip out into 
the oceans requires o sacrifice to this deity for good winds ond the like. 

in each 

NO. OF ATTACI 
DAMAGE/ATTAC 
SPECIAL ATTACL 

S: 50 hp 

Nil 
:s: 2 
:K: 2-20/2-20 
:S: Nil 

SPECiAL DEFENSES: + I or better 

MAGIC RESISTANCE: Standord 
INTELLIGENCE: Average 
ALIGNMENT Neuirol 
SIZE: L (S ' j  
PSlONlC ABILITY: Nil 

LEVEL/X.P. VALUE: Vil/3.650 

These minions of the wind gods can be summoned by them in numbers of 
up to 100 every day. They have black skin, large bat wings, clawed feet 
(which they use in battle), and a tusked mankev's head.Thav exist fofiaht 
for the gods, attacking os I I hit dice monsters. 

weopon to hit 

AttacVDefenre Modes: Nil 

TOU MU (goddess of the north star) 

Lesser goddess 

ARMOR CLASS: 3 
MOVE: 24"/24" 
HIT POINT<, 7 l X  . . . .  . _II 

NO. OF ATTACKS: 8 
DAMAGE/ATTACK: Vaiioblg 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 25% 
SIZE: L (2O'j 
ALIGNMENT: Chaotic evil 
WORSHIPERS ALIGN: Evil beings 
SYMBOL: Lotus and bow 
PLANE: Abyss 
CLERIC/DRUlD: 20th level  cleric 
FIGHTER: 15th level ranger 
MAGIC-USER/ILLUSiONlST 6th level 

THIEF/ASSASSIN: Nil 
in eoch 

MONK/BARD: Nil 
PSlONlC ABILITY iI 
S:23(+5,+II j  195 W:3 D:25 C: 19 CH:5 

To" Mu oppeorr on the earth with 16 massive arms, 3 eyer in her b o d y  
humon head, ond red scaly skin. She uses many weapons in battie: CI 
magical bow that never misses anything within 100 yards, the arrows of 
which do 1-10 points of damage per strike; CI + 3  rpeor that hits for 3-30 
points per strike; a +3 dancing sword; o lorge red flog !hot projects 3 
deoth spells from its folds every melee round; 0 living red dragon's heod 
that breather fire OI o normal dragon with 80 hit points; o piece of the 
moon that is able to block any single hit directed ot her person in any 
given melee round; and c1 lotus flower that heals 0 1 1  wounds at o touch. 
Her free claws do 1.10 points of domoge per hit. She may make up to 8 
attocks per melee round. 

She has 5 chariots at her disposal that f l y  through the air at 24" and move 
ot her command even though there is no visible force to pull them. The 
chariots are all of odamont with gold figurer of dragons decorating the 
rides of each. The chariot tongues appear to be mode of solid diamond 
and are 32 feet long. The wheels are of unbreakable green iode and 
sparks fly from them whenever they ore used to run over beings in battle. 
This overrun inflictr2-12 points of domoge. 
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WEN CHUNG (minister of thunder) 

Demigod 

ARMOR CLASS -2 
MOVE: I7 ' ' /71"  ~~ - 
HIT POINTS 213 
NO. OF ATTACKS: 3/2 
DAMAGEfATTACK: 3-30 (+ 12) 
SPECIAL ATTACKS See below 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE 15% 

ALIGNMENT: Chaotic neutrol 
WORSHIPERS ALIGN: Chaotic 

SYMBOL: Crorred sword and thunder 

SIZE l ( 8 7  

"evtral 

hnlt 

PLANE: Elemenid Plone of Air 
CLERIC/DRUID: Nil 
FIGHTER: 10th level ,onger 
MAGIC-USER/iLLUSIONIST: 15th level 

in eoch 
THiEF/ASSASSIN: Nil 
MONK/BARD: Nil 
PSlONlC ABILITY: Vi 
% 2 4 ( + 6 ,  +12) 1:20 W:22 D:21 C I9 CH: I5 

Wen Chung has 3 eyes in his head and CI massive dark-skinned body. He 
summons weather for Lei Kung and for his chaotic worshipers. 

His third eye can cost a 20 point lightning bolt t o o  range of 180 yordt or 
clorer(1en timesodoy) and his t3rwotddoer3-30point~ofd~mage. 

Wen Chung is totally immune to lightning, cold, or light ottackr 

YEN-WANG-YEH (judge of the dead) 

Greatergod 

ARMOR CLASS -5 
MOVE: 12"/12" 
HIT POINTS: 349 
NO. OF ATTACKS 2 
DAMAGE/ATTACK: 2-20 
SPECIAL ATTACKS Deoth roy 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 75% 
SIZE: M (6') 
ALIGNMENT: Neutral 
WORSHIPERS ALIGN: Neutrol 
SYMBOL: Red helm wropped with 

PLANE Concordant Opporition 
CLERIC/DRUID 20th level cleric 
FIGHTER: 18th level fighter 
MAGIC-USER/ILLUSIONIST 15th level 

orange ribbons on o yellow bock- 
ground 

mogic-mer 
THIEF/ASSASSIN: 15th level osso~oin 
MONKBARD: 12th level monk 
PSlONlC ABILITY: VI 
S: 14 1:24 W:20 D:25 C:23 CH: I9 

Yen-Wong-Yeh oppeors os (I warrior with black skin. When in bottle, he 
likes lo shape change into on oriental dragon ond use i ts powers for deai- 
ing out death. His eyer cost 2deoth rays every melee round and his + 3  
broodrworddoer2-20 points perrlrike. 

Anyone touching his body with anything will become paralyzed (raving 
throw applicable). 

This god collecb dl the souls and spirits of the dead ond makes sure that 
they are transported 10 the proper plane and do not roam the earth at will. 
He tracks down spirits that do and maker them suffer for eternib. He has 
no power over the dead who hove risen to D higher plane through their 
good deeds. 
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The ancient Egyptians developed a culture lasting over 3,003 years. it is 
only natural thot their foith would undergo CI change in thot time. Their 
deities aged, with Ra Starting CIS the ruler ond growing senile and Oririr 
toking over after being killed by Set and being brought back to life. The 
pantheon presented is one with Ro in prominence only because there ore 
more beings of power in this early grouping. 

Temples were many in Egypfion society, but each city hod only one moior 
deity. All the other deities could be worshiped, but only in on inferior pod- 
lion. Temples olwoys follow the same design and differ only in size and 
splendor. They ore rhoped in o large rectangle, and enclosed with high 
walls. The entrance (only one obvious one, though lhere are sever01 yemet 
ones) is supported by 2 large pylons that are marked with the symbol of 
the god of the city. There is aiwayr (I large public hall whose walls are 
covered with hieroglyphics depicting the story of the deity of the temple, 
but no image of thot being is permitted here. There is always on inner 
sanctuary where the deity's image is presented in the best materials the 
sect can afford (marble, alabaster, silver, gold. and the like). Near the 
temple is a cultivoted garden where the priests and priestesses of the 
lemple have to bathe every day. 

This area is holy, and if desecrated, the entire temple it rendered urelerr. 
Offerings are always obiectr thot me pleasing to the eye and made to 
dres up the dtm, either in the outer hall or the inner court. Only priests 
and priestesses are allowed in the inner ranctuory. 

Clerics of less than the fourth level are expected to serve their deity by 
serving the people with their knowledge, healing, or the like. Clerics of 
the fourth through the Sixth level serve the needs of the temple, either by 
being messengers, using their powers to fight for therect, or whatever else 
the higher clerics need. Female clerics can rise no higher than the 9th level 
in ability, but it is  necessary for dl 1 tth level males 05 higher to toke on o 
female cleric os Q consort and advisor, and there women often rule in the 
stead of their mole counterparts when the moles have to be away from the 
temple. The female clerics keep all official temple records. All clerics wear 
whiteinramepartoftheirdress,onditiragreatsin tobertrippedofwhite 
for any reason and if come for going on o mclioi quest of redemption if it 
happens. Otherwise, clerics m e  as other humans, save that the males 
shave their headr upon attoining the fourth or higher ievels, while the fe- 
moles weor long hoir mo i l  times. Egyption clerics can only rise in levels by 
donating large sums to the sect for its use (in ADaD terms it is necessary to 
donate the equivalent of the needed experience points in gold in order lo 
rise in levels). 

RA ( sun god) "Pharaoh to the Gods" 

Greater god 

ARMOR CLASS 2 
MOVE: 24"/24" 
HIT POINTS 400 
NO. OF ATTACKS 0 
DAMAGEIATTACK: Nil 
SPECIAL ATTACKS Heot rays 
SPECIAL DEFENSES: Anti-magic shell, 

MAGIC RESISTANCE: 80% 
SIZE: M (6') 
ALIGNMENT Neutral good 
WORSHIPERS ALIGN: Neutral good 
SYMBOL: Solar disk encircled by o 

PLANE: Prime Moterial Plane 
CLERIC/DRUID: 2Oih level cleric 
FIGHTER: 16th level fighter 
MAGIC-USERIILLUSiONIST: 19th level 

magic-user 
THIEFIASSASSIN: Nil 
MONK/BARD: Nil 
MlONlC ABILITY: VI 

+ 3  or better weapon to hit 

rerpent 

S:20 1:25 W 2 5  D:20 C:25 CH:25 

Ra uruolly oppeors with the body of a man and the head of CI hawk, sur- 
mounted by a soim disk. Often he can be seen in the shape of o hawk. He 
can shape change at will, and has D permanent onti-mogic shell which 
prevents the entrance of others' spell effects but allows Ro to cost his own 
spells. He con cost the light of day into ony area he wisher. He rider 
throughtheairino hugeworgolleymaded partoftherunandcolledthe 
Matet (this galley chonges into a simple barge at night called the 
Semktet). It travels at o rate of 24". is surrounded by flomes (which inflict 
40 points of zwring domoge on contoct), and i s  never affected by magic. 

In battle, Ro hos the powat to shoot royr of intense heat from his hondi. 
two ot a time, to o range of 500 yards. There rays inflict 4-40 points of 
damage, and cannot be negated by any power in the universe. 

This god prevents fighting among the other beings of the pantheon and is 
able to reduce all conflict to ci state where only the clerics of each sect o m  
able to do battle, with their respective gods never toking a hond, unless Ra 
himself is  out of commission. 

ANHUR (gad o f  war) 

Lesser god 

ARMOR CLASS -5 
MOVE: 15"/24" 
HIT POINTS l d 5  . 
NO. OF ATTACKS 2 
DAMAGEIATTACK 6-60 (+ 14) 
SPECIAL AlTACKS: See below 
SPECIAL DEFENSES Ability negation 

(see below); f 2  or better 
weapon to hit 

MAGIC RESISTANCE 20% 
SIZE: M (7') 
ALIGNMENT Chaotic good 
WORSHIPERS ALIGN: Warriors 
SYMBOL: A cord 
PLANE Prime Material Plane 
CLERIC/DRUID: Nil 
FIGHTER: 20th level ranger 
MAGIC-USERIILLUSIONIST 8th level 

THIEF/ASSASSIN. 10th level ossosiin 
MONK/BARD: 7th levelmonk 
PSlONlC ABILITY: VI 
S : 2 5 ( + 7 , + 1 4 )  1:19 W:12 D 2 5  

in each 

C 2 5  CH: 12 

Anhur is UIIUSMII~ tall ood always oppeors CIS a humon. He shape 
chonges, but oniy when attocked by more than one being. He will some- 
times take forms with more than two arms to d o w  him to use more 
weapons. He commonly fights in t 4  sc& mail and hir lance (the tip of 
which is made out of o port of the sun) i o  CI f 5  weapon that hits for 6-60 
points of damage plus his strength bonus of 14 points. it destroys 011 un- 
dead within 50 yards, no motter what is shielding them. In combat, Anhur 
always magically negates his enemy's strongest ability (no raving throw 
applicable). 

A worshiper of Anhur offerr sacrifices to him in bottle, in the form of 
powerful enemies. If a follower of Anhur promises the god a foe's lifs (13 o 
sacrifice, and the foe is  at ieost twice CIS powerful CIS the worshiper (con- 
sidering levels, hit points, special abilities, etc,), then if the worshiper i% 
successful, there is o 1% chonce thot Anhvr will immediately grant him or 
her sufficient experience to mise one level of experience. 
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EGYPTIAN MYTHOS 
This greot serpent noi only ha3 a poisonous bite (330 points domoge and 
save at 4 or die), he can breothe 6-60 points of flame every other melee 
round in 0 IO" long by4" wide cone. Apep ottockr as o 16+ HD monster, 
with the ability to constrict for 4-24 points of damage. His rcoly hide is PO 
tough that C 3  or better weopons me required to hit him, and nonmagical 
weopons shatter when they strike. 

EGYPTIAN MYTHOS 
ANUBlS (guardian of the dead)  

Lesser god 

ARMOR CLASS: -2 
MOVE: 12" 
HIT POINTS 300 
NO. OF ATTACKS: 3/2 
DAMAGE/ATTACK 3-30 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: Blink abiliy; + 2  

or better weopon to hit 
MAGIC RESISTANCE: 80% 
SIZE: M (6') 
ALIGNMENT Lawful good 
WORSHIPERS ALIGN: All alignments 
SYMBOL: Black i x k d  
PLANE Astral Plane 
CLERIC/DRUID 20th level cleric 
FIGHTER: 12th level paladin 
MAGIC-USER/ILLUSIONIST 20th level 

mogic-user 
THiEF/ASSASSIN: Nil 
MONKBARD: Nil 
PSIONIC ABILITY: Ill 
S:24(+6, C12) 1:24 W 2 4  D: 19 C:22 CH: 19 

Anubis appears (1% 0 mon with the head of D jockal. He can onimate any 
rtotue of himself, cost 2 charm monster spells at the some time, shape 
change atwill. andrhorirongeteleport l ikea blinkdog.Thegod hotesall 
thieves, and if o tomb with his imoge within i o  being robbed. there is o 5% 
chancethat hewill comeand killtherobber(r). 

If this tomb has been conrec-roted especially to Anubis, there is (I 10% 
chance that he will come, but this iovolves the intercession of o 10th level 
priest ond the sacrifice to Anubis of 50.W gp worth of precious gems. 

In his role os the collector of souls for transportation to the house of the 
dead, there is a 20% chance that o dead being (worshiping ony Egyptian 
deity) will, while in the process of being raised from the dead by o cleric, 
attract the anger of the gad, and os (1 result that cleric will be forced to go 
onoquestforthepurporeof increasing thepowerofthecultofAnubir(no 
saving throw: judge'aoptionosto thequest). 

While the god is perfectly oble to use spells or the like on his enemies, he 
porticulorly likes to bite them to death and doer 3-30 points of domoge 
when heattocks. 

APEP (king of serpents) 

FREQUENCY Unique 
NO. APPEARING: I 
ARMOR CLASS d 
MOVE: IS" 
HIT DICE/POINTS 250 hp 
% IN LAIR: 70% 
TREASURE TYPE: H (X 3) 
NO. OF ATTACKS: 2 
DAMAGE/AnACK: 3-30 (bite)/4-24 

(constriction) 
SPECIAL ATTACKS Poison, breoih 

weopon 
SPECiAL DEFENSES C 3  or better 

weopon to hit 
MAGIC RESISTANCE: 40% 
INTELLIGENCE: High 
ALIGNMENT: Chaotic evil 
SIZE: L (3W' long) 
PSlONlC ABILITY: Nil 

LEVEL/X.P. VALUE X/28,350 

This creoture of the Abyss is the deadly enemy of the gods, particularly 
Odrir. Apep is the physicol embodiment of chooiic evil in the Egyptian 
mythor. He is uwcllly attended by 5-93 flame snakes (q.v.), who act (11 his 
Will. 

Attack/Defense Modes: Nil 

APSHAI (god of insects) 

Demigod 

ARMOR CLASS: 3 
MOVE: 2 I "/2 I " 
HIT POINTS 289 
NO. OF ATTACKS: I 
DAMAGEIATTACK: 6-60 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: +I or hewer 

WORSHIPER'S ALIGN: Formers 
SYMBOL: Proving montis 
PLANE: Prime Moteriol Plane 
CLERIC/DRUID: Nil 
FIGHTER: 15th level fighter 
MAGIC-USER/ILLUSIONIST: Nil 
THIEF/ASSASSIN: Nil 
MONK/BARD Nil 
PSlONlC ABILITY: VI 
S:20(+3, +e) I: 17 W 2 5  D: 18 C: 19 CH:-3 

Aprhai is o greot praying mantis, oble torhape change atwil l  and call an 
insect plague on a person, town, or couniry. He con control any type of 
insect (of o non-divine nature). 

His bite doer6-60 points of damoge and he never mioses his prey. 

BAST (cat goddess) 

Lesser ooddesr 

ARMOR CLASS -2 
MOVE: 24" 
HIT POINTS: 3W 
NO. OF ATTACKS: 2 
DAMAGEIAUACK: 5-50/5-50 
SPECIAL ATTACKS: Shape change 
SPECIAL DEFENSES: C 2  or better 

weopon to hit; olso see below 
MAGiC RESISTANCE 45% 
SIZE: M (6') 
ALIGNMENT Chaotic good 
WORSHIPERS ALIGN: Chooticr of  011 

SYMBOL: Cot 
PLANE: Gladsheim 
CLERIC/DRUID: 15th level cleric 
FIGHTER 10th level fighter 
MAGIC-USER/IUUSIONIST: 15th level 

THIEFIASSASSIN: Nil 
MONK/BARD: Nil 
PSlONlC ABILITY I1 
S:25/+7,+14/ 194 W:10 D 2 3  C:20 CH:22 

types 

in each 

Bods bitter enemies ore Set and his minions. When fighting evil with her 
claws, she often telepolto about ond shape changes so that she can use 
more claws in battle. She can senre evil within 1M) yards. She is  the 
protector of 0 1 1  cot kind, and there iroZ%chance thatrhe will seea being 
killing one of the cat race. When this hoppens, she may (5%)  do one of the 
following: come and kill the slayer. or demand that he or she devote one- 
half of the rest af his or her life to Bast. 
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All of her priests have a special power VI. snakes of 0 1 1  types. They gain 
+I whentrying tostrike them,and theygoinabonusofonepointioevery 
die of damage they do to them. All snakes save 01-2 YT. theirsnoke charm 
spells, but the priests may never summon them in o spell. 

Weapons striking at Bart's body hove o 75% chance of shattering with 
every attempt. before they do domoge. The goddess is  a110 never 
surprised by anything. 

BES [god of  luck) 

Lersergod 

NO. OF 
DAMAGE/ATTACK: 4-24 
SPECIAL ATTACKS: Never misses 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 100% 
SIZE: S (4')  
ALIGNMENT: Neutrol 
WORSHIPER'S ALIGN: Beings 

wishing for luck 
SYMBOL Dwarf wearing o ponther's 

skin and mil 
PLANE: Concordant Opposition 
CLERIC/DRUID: Nil 
FIGHTER 10th l e d  fighter 
MAGIC-USER/ILLUSIONIST 15th level 

THIEF/ASSASSIN: 15th level thief 
MONK/BARD: 8th level bard 
PSlONlC ABILITY VI 
S:24(+6,+12J 1:25 W:IO D 2 4  C:25 CH:15 

Ber oppeors os a mwntoin dworf (IS described in the MONSTER MANUAL. 
He is often foundshape changing to watch and aid oil types of creatures. 
Ber looks favorobly upon dl gombler ond the greater the risk (excepting 
foolhardy ones) the better he likes it.  There is o 5% chonce that the god 
will, if rwlly pleosed (judge's option), give the being o luck stone, no 
stringsottached. (DMr must exercisediscretion with this.) 

His sword is  o +2  weapon and does 4-24 points of damage, and i t  always 
hits. He olwoys maker his saving throws; any weapon striking him needs a 
score of at least CI notum1 17, no motter what the pluses are; and he often 
fights whileinvisible (not oppeoring for the rtrikeas athersdo). 

in eoch 

FLAME SNAKE 

FREQUENCY: Rare 
NO. APPEARING I 
ARMOR CLASS: 2 
MOVE: 3" 
IHIT DiCE/POINTS I HD 
% IN LAIR: 80% 
TREASURE TYPE: H 
NO. OF ATTACKS: I 
DAMAGE/ATTACK: 1-2 
SPECIAL ATlACKS Breath weopon 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: 85% 
INTELLIGENCE: Low 
ALIGNMENT Chaotic evil 
SIZE: S (I ' long) 
PSlONlC ABILITY: Nil 

Attock/Defenre Modes: Nil 
LEVEL/X.P. VALUE: 11/45 + 1 per hp 

This c r ~ t ~ r e  is on enemy of the gods, and is related to the great serpent 
Apep. It oppeors 0.5 o smoll hormlerr gross moke and is most often found 
sitting coiled on the highest p ~ l e  of treasure in o tomb. 5 timer in LI 24 hour 
period it con blast flame up to 3 ,  inflicting 15 points of fire damage (sove 
VI. breath weapon for half damage). The Egyption hells rworm with flame 
maker. 

GEE (god of the e< 

Greater god 

ARMOR CLASS: 3 
MOVE: 12" (48'') 
HIT POINTS: 339 
NO. OF ATTACKS: 2 
DAMAGEIATTACK: 6-60 
SPECIAL ATTACKS See 1 

SPECIAL DEFENSES: +3 
weapon to hit; also : 

MAGIC RESISTANCE: 30 
SIZE: L (70'J 
ALIGNMENT: Neutral 
WORSHIPER'S ALIGN: N 
SYMBOL Earth hieioglyj 
PLANE Elemental Plane 
CLERIC/DRUtD Nil 
FIGHTER: 17th level fig) 
MAGIC-USER/ILLUSIONII 

magic-user 
THIEFIASSASSIN: Nil 
MONK/BARD: Nil 
PSIONIC ABILITY: VI 
S:25(+7,+14) 1:22 

Geb appears as o heovil 
weapon while he is stop 
negclte m y  spell having 
element& to fight for h 
he is never without. Th 
monrlers lo fight for him 
1051 hit points for the holi 
energy levels per strike 1 
for6-60 points of domag, 

HORUS (son of Osir 

terser god 

ARMOR CLASS: -2 
MOVE: 15"//15" 
HIT POINTS 359 
NO. OF ATTACKS: 2 
DAMAGEIATTACK: 3-36 

spearJ/3-30 (+ 14: BY 

SPECIAL ATTACKS: See t 
SPECIAL DEFENSES: See 
MAGIC RESISTANCE: 75' 
SIZE M (6%') 
ALIGNMENT Lawful neu 
WORSHIPER'S ALIGN: La 

SYMBOL: Howk 
PLANE Nirvona 
CLERIC/DRUID: Nil 
FIGHTER 19th level pok 
MAGIC-USER/ILLUSIONIS 

magic-user 
THEF/ASSASSIN: Nil 
MONWBARD: Nil 
PSlONlC ABILITY: VI 
S:25(+7,+14) 1:25 

Horur appeorr on the eor 
main attribute is the obi 
item he uses. He uses o \ 
fireball, and he con ca 
project image ot will. Hi 
used against him and is 
His 30 foot spear strikes 
any being that is  in shop 
effects of these weapons 
be +I, do 1-10 points 01 

spells; the lance will do 1 

and onyone seeking 

Ah 
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Nephthys is  also a goddess of weolth and the protector of the edge of civi- 
lizotion, where fields meet deserts Nephthys’ clerics ore expected to 
protect her worshipers ond diligently roof out evil. In return, they expect 
monetary support from the worshipers to enable them to continue their 
crusader. 

Horur is not offected by the first blow of ony given weapon used agoinsi 
him. 

This god is very aware of any avenging humon. When a “good” person 
reeks righteous revenge, there is a 5% chance that the god will aid by 
increasingallof the being’sobility scorer to 19until thedeed isdone. 

lSlS (goddess of magic and fertiliy) 

Greater goddess 

ARMOR CLASS: -2 
MOVE: 12”/24” 
HIT POINTS 300 
NO. OF ATTACKS: 3/2  
DAMAGE/ATTACK I- 10 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: c3 or better 

MAGIC RESISTANCE: 90% 
SIZE M [5K’) 
ALIGNMENT: Neutml good 
WORSHIPER‘S ALIGN: Neutrol good 

SYMBOL Ankh ondstor 
PLANE: Elysium 
CLERIC/DRUID: See below 
FIGHTER 10th level fighter 
MAGIC-USER/ILLUSIONIST: See 

THIEF/ASSASSIN: Nil 
MONK/BARD: Nil 
PSlONlC ABILITY: I 
S 10 1:25 W:25 D 2 0  C: I9  CH:25 

weapon to hit; a100 see below 

and beings dealing with magic 

below 

Isis uruolly appears os a beautiful well-proportioned female She con use 
any spell os o 20th level spell-caster on unlimited number of times. She 
wears a magicol headdress that puts her in contact with any Egyptian god 
any time she wills. She understands the fashioning of mogical charms 01 
no other being. ond is  able to form these so that each resists the effects of 
one spell only. She giver there to beings she particularly favors of the 
goad or neutral olignmentr. The giving of these charms often doer not de- 
pend on actions, just her whims. They ore usually given (5% chance) upon 
the creation of a new spell or mogic item not known before. 

NEPHTHYS (goddess of wealth and protector of the deod) 

Lerrer goddess 

ARMOR CLASS: 2 
MOM: 12”/12” 
HIT POINTS 200 
NO. OF ATTACKS 3/2 
DAMAGE/ATTACK: By weapon type 
SPECIAL ATTACKS: Deoth my* 
SPECIAL DEFENSES: 1 2  or better 

WORSHIPER’S ALIGN: Chootic good 
SYMBOL: Horns around o lunar dirk 
PLANE: Olympvs 
CLERIC/DRUID: 15th level cleric 
FIGHTER: 8th level fighter 
MAGIC-USER/ILLUSIONIST: 17th level 

magic-user 
THIEF/ASSASSIN: Nil 
MONWBARD Nil 
PSlONlC ABILITY: VI 
S:17(+1,+lj 1:21 W l 8  D:23 C : Z O  CH:22 

Nephthys is the twin sister to Isis, and appears as a beautiful woman. She 
protects chaotic good souls (of the Egyptian cults) after death. She hater 
evil of any sort, and will attempt to destroy it by means of the twindeath 
rays she con project from her eyer (rove at -6 opplicoble) to o ronge of 
12”. Nephthyr wos once married to Set, but she left him when that god 
turned to evil. 

OSlRlS (god of nature and the dead) 

Greatergod 

ARMOR CLASS: -2 
MOVE: 24”/48” 
HIT POINTS 400 
NO. OF ATTACKS 2 
DAMAGEIATTACK 3-30 (+ 12) 
SPECIAL ATTACKS See below 
SPECIAL DEFENSES: + 3  or bener 

MAGIC RESISTANCE 80% 
SIZE: M (7’) 
ALIGNMENT: Lawful good 
WORSHIPER‘S ALIGN: Lowfvl good 

SYMBOL: White crown 
PLANE: Prime Moterid Plone 

weopon to hit; also see below 

ond formers 

CLERIC/DRUID: 20th level cleric/l4th 

FIGHTER: 16th level ranger 
MAGIC-USER/ILLUSIONIST: 20th level 

level druid 

magic-user 
THIEF/ASSASSIN: Nil 
MONK/BARD: 15th level bard 
PSlONlC ABILITY: V 
s:24(+6, + i z )  1:25 w 2 5  D: 19 c:25 C H : Z ~  

Osirii usuolly appears CIS c1 muscular green man. He i s  the lord and pro- 
tector of the deod. Vegetation or anything mode out of vegetotion hat no 
effect on the god. His also i s  the power to raise the dead, no matter how 
long in that condition. 

Anyone touching his body in bottle instantly dies (raving throw VI. death 
opplicoble). At will, he shape chonger, controls all forms of vegetation 
(making it shrink or grow), and he can use m y  weapon even if that 
weapon is magically tied to its owner. He has a crown with the power to 
see 011 invisible objects and illusions for what they are. and negate all 
fourth or lower level spells cast at him (no roving throw). He uses o scepter 
in battle that mi$ os CI rod of can~ellation with unlimited charge$. and 
rtrikerfor3-30 points of damage. 

This god is very owore of his clerical worshipers, and if one does o great 
deed for the religion (iudge’s option), that cleric may (5%) be given a 
wish. Oriris if second only to Ra in power and ruler in Ra’s absence. 

PHOENIX 

FREQUENCY Unique 
NO. APPEARING: 1 
ARMOR CLASS 3 
MOVE: 12V24” 
HIT DICE/POINTS: 50 hp 
% IN LAIR 50% 
TREASURE N P E :  H (X  2) 
NO. OF ATTACKS: 3 
DAMAGE/ATlACK 3- 18/3- 18/4-24 
SPECIAL ATTACKS Flome 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: See below 
INTELLIGENCE: Low 
ALIGNMENT: Neutral 
SIZE: L (60’ + wingrpreodj 
PSlONlC ABILITY: Nil 

LEVEL/X.P. VALUE: IX/not applicobie 
Attock/Defense Modes: Nil 

The phoenix was said to exist and be watching at the time of the creotion 
of the universe, and it stands for everlasting life beyond even the power of 
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Set is a scaled humanoid with the heod of a fierce iackal. He is totally 
dedicated to the spreading of evil and hor ottributer to match. He can 
chonge any being's alignment from neutral or good to lowful evil with CI 

touch (roving throw applicoble); these changed beings become Minions 
of Set (see below). Heuse~aSpearof Darknesz that iso jet black fdspeor 
that hits for 7-70 points of damage. Hir skin is  olso deadly poisonous to the 
touch. 

There is o 5% chance thot Set may be watching when one of his worshipers 
doer cs highly evil act. and if IO, Set will lend that being 2-20 Minions of Set 
for 12 weeks. 

Set i s  the implacoble enemy of Oririr ond Horus, and will attempt to thwart 
them through others whenever possible. 

EGYPTIAN MYTHOS 

Minions of Set 

FREQUENCY Uncommon 
NO. APPEARING 1-20 
ARMOR CLASS: -2 
MOVE: 12" 
HIT DICE/POINTS: 25 hp 
% IN LAIR: 0% 
TREASURE TYPE Nil 
NO. OF ATTACKS: 3/2 
DAMAGE/ATTACK 1-12 (bite), by 

weapon type. or by form 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: Sove os 10th 

level fighters 
MAGIC RESISTANCE: 10% 
INTELLIGENCE High 
ALIGNMENT lawful evil 
SIZE: M (6%') 
PSIONIC ABILITY Nil 

1EVEUX.P. VALUE: V/500 

Minions are able topolymorph themselves into giant snakes that bite for 1- 
12 points of domoge. They fight ond $ w e  CIS 10th level fighters. They 
oppeor in black scaly plate mail ond use broadswords. They ore fully intel- 
ligent and oct os go-betweens for Set and mankind. These beings never 
need to check morale. 

Some minions ore also oble to polymorph themselves into cove bears, 
giant crocodiles. or giant scorpions. 

Attock/Defense Modes: Nil 

SHU (god of the sky) 

Lerrergod 

ARMOR CLASS d 
MOVE 12"/48" 
HIT POINTS. RM . . .. 
hO OF All4CcS 3 2 
DAMAGE AllACc See oe J N  

SPFCIA. AlTACdS See oe o n  
SPECIA. DEFEhSFS 7 2  or oemi 

weapon to hit; also see below 
MAGIC RESISTANCE 69% 
SIZE M (6') 
ALIGNMENT Lawful good 
WORSHIPER'S ALIGN: Good beings 
SYMBOL: Ostrich feather 
PLANE Elementol Plane of Air 
CLERIC/DRUID 15th level cleric 
FIGHTER: 12th level polodin 
MAGIC-USER/ILLUSIONiST 15th level 

mogic-user 
THIEF/ASSASSIN: Nil 
MONKIBARD: Nil 
PSIONIC ABILITY: VI 
S: 16(0, + i) 1:20 W:23 D:20 C 2 3  C H  19 

Twin brother to Tefnut, this god appeors CIS CI normd man. At will he con 
h i to te ,  shape chonge, crwie ihe light of doy as Ro. and coll forth 1.10 
16 HD air elementols once per day. He ii not affected by any form of hem. 
He weom +5 scole mail made of phoenix feathers, which enabler him to 
surround himself in flamer which C O V I ~  25 points of domoge to any who 
come in contact with them (no roving throw). 

He uses a double strength staff of the magi in battle. A touch of his skin 
C O V S ~ O  things to wither (saving throw YS. spells opplicoble): metal turns 
wwkand shatters, flesh rots, and vegetable matter drier and turns todurt. 

TEFNUT (goddess of storms and flowing water) 

Lesser goddess 

DAMAGE/ATIACK: By weopon type 
SPECIAL ATTACKS See below 
SPECIAL DEFENSES f 2  or better 

weaoon to hit 
MAGIC'RESISTANCE: 695% 
SIZF: M ih ' i  ,- , . ~. 
ALIGNMENT Lowful good 
WORSHIPER'S ALIGN: lawful good 
SYMBOL: Lioness head 
PLANE: Elemenmi Plane of Water 
CLERIC/DRUID: 18th level cleric 
FIGHTER 8th level fighter 
MAGIC-USER/ILLUSIONIST 13th level 

magic-user 
THIEFIASSASSIN. Nil 
MONK/BARD: Nil 
PSlONlC ABILITY VI 
Si4(0,+1) 1:20 W 2 3  D:20 C:23 CH:E 

Tefnvt has the power to call up wind storms, shape change at will, speak 
with the dead, ondaummon water monsters (depending on whot is  in the 
one mile radiuraround her). 

This goddess will attack with 2 lightning bolts per melee round, each doing 
24 points of damoge up to o maximum range of 1,Wyords .  If there do not 
work she will teleport owoy from the scene of bottle. 

Shu is  Tefnut'r brother, and he is very proteciive of his sister. Anything thot 
darer to harm her will suffer his immediate vengeonce, and there is a 75% 
chance thot Horus will also help. 
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THOTH (godof knowledge) 

Greotergod 

ARMOR CLASS: 4 
MOVE: 72~'/24'' 

As knowledge is discovered on the Prime Moteriol Plane in  the form of 
spells, devices, natural occurrences, and the like, he is instantly aware of 
it. He is  never without his scepter which delivers a death spell at (1 touch. 
He has a ret of 3 books that detail dl clerical knowledge. all magical 
knowledge, and 011 divine knowledge. They have been stolen ~ e v e m l  
times during his existence, much lo the regret of the thieves when Thoth 
caught up to them. HIT POINTS: 389 

NO OF AlTATKC. 1 . . - . - . . . . . . . 
DAMAGE/ARACK: By weapon type 
SPECIAL ARACKS: See below 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 98% 
SIZE M (6%') 
ALIGNMENT: Neutral 
WORSHIPER'S ALIGN: Seekerr of 

knowledge 
SYMBOL: Ibis 
PLANE Concordant Opposition 
CLERIC/DRUID Nil 
FIGHTER 5th level fiohtei 
MAGIC-USER/ILLUSI~NIST: 30th level 

in eoch 
THIEF/ASSASSiN: Nil 
MONKBARD: Nil 
PSlONlC ABiLiN. I 
S:20(+3, +B) 1:25 W 2 5  D:ZO C 2 4  CH: IS 

Thoth WOS the teacher of the gods. and this role OIIOWS him full knowledge 
of everything and anything, particularly magic. His spells olwayr inflict 
moximum possible damage (raving throwlare still applicobie). 

Thoth is able to negate any known mogical or physical farce a ta  range of 
up to 1W yards. in other words. since he hat been mocked by a fireball in 
the past he negates the power of such things automatically within that 1W 
yard radius. He con negote only one such power per round. 

Worshipers of Thoth are primarily interested in the acquisition and spreod 
of knowledge. 

TRUE AMKH 

This magical device, carried by all of the gods of the Nile at one time or 
another, enables them to raise any dead creature fully (os the spell) ar 
long as 0 1 1  of the bady pieces are present at the time of the raising. The 
device will kill by fire m y  non-divine being that touches it. It is obout one 
foot long. with a cross shope. having a loop on the top. it is usually bright 
blue in color. There are only 7 of there in any given plane atany one time. 

Non-magical ankhs ore used (IS holy symbols by many clerics of Egyptian 
deitier. 

HIEROGLYPHS 

Egyptian written longuage did not use an alphabet as we know it; rother, 
ideas were conveyed by means of hieroglyphr, or word-pictures. Eoch 
hieroglyph could mean one simple word. or i t  could stand for a whale 
phrase or concept. A hieroglyph could be altered slightly with the effect of 
negating. emphasizing, or otherwise modifying the meaning of the bare 
hieroglyph; however. this practice tended to confuse meanings when 
aitish couldn't agree on their depictions. Later, archaeologists would face 
there same difficulties in trying to uncover the meanings of the hiero- 

glyphs they found. 

DMr using the Egyptian pantheon may wish to use hieroglyphr on map,, 
scrolls, temple writings, md mywhere elre runes might be found (warn- 
ing of danger oheod, etc.). These hieroglyphr can be combined to make 
phroser and sentences; for more informotion consult The Book of  the 
Deod, a translation of mcient hieroglyphrfound in Egyptian tambr. 

APSHAI 
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The stories of this mythos ore magnificently told in The Koievoio, the 
Finnish notiowl epic. These tole$ focus on the exploits of the heroes, 
rother than the gods. The heroes of The Kaievala ore very powerful; they 
posresi abilities beyond thore of mortal men, and most hove divine 
ancestors. They even hove brushes with the gods (though only Vain- 
ornoinen is powerful and skillful enough to successfully meddle with the 
gods). 

The core of the epic is  the continuing conflict between Kalevalo, the land 
of good heroes, and Pohiola, the land of evil and wizardry. All of the 
heroes ate great bards, and moke mighty magics with their songs. The 
clerics of the gods consider themselves above normal men, and are 
generally well-respected and/or feared. They have no qualms about using 
spells to chastise those who offend them or threaten their power. 

GREAT TREE 

The fragments of this tree can be used to moke various magic items. Each 
branch can be made into 1-10 magic orrows or ~1 + 1 mcrgical spear. The 
wood of this tree merely supplies the row materials for these items. It can- 
not iust be cut into the shape of magic weoponr; it still must be enchanted 

abilities of ciosrbowr of m 
started, loads ond firer i 
(much likeihewoyodanc 

In addition to his clerical, i 
can rhope change, dispei, 

properly. 

MAGIC WOOL 

Certain mighty perrons of Pohialo hove some of this materiol which, when 
rubbedogoinsttheflerh, producesoflockof 30~heeponceamonth. 

RAKE OF IRON 

This item oppeorr 3' in length but, because of its magical nature and 
purpose, it con elongate to os far as the user wisher (up to 200 yords). Thiz 
rake was used by Lemminkainen's motner in recovering his body, which 
was deep under woter. There is a IO% chance per stroke of raking out D 
specific item from under the water if its approximate location is  known. 

Voinamoinen has two spec 
horse (AC 3, MV 24". HD 
magical attacks) thot con 
weights of up to 300,oW 5 
conoe.rired boot ccln 
same manner CIS a bag of  I 
~ of 1 , 0 ~ ~ ~ b ~ ~ f ~ ~  

VAINAMOINEN (hero) 

AHTO (god o f  the sel 

Greater god 

ARMOR CLASS 4 ARMOR CLASS: -2 
MOVE: 15" MOVE: 18"/24"/ /24" 
HIT POINTS: 250 HIT POINTS: 324 
NO. OF ATTACKS: 2 NO. OF ATTACKS: 3/2 

DAMAGE/ATTACK: 2-20 (i DAMAGE/AlTACK By weopon 'ype 
SPECIAL ATTACKS See below SPECIAL ATrACKS: Wind LI 
SPECIAL DEFENSES: Immune to C " P i l C  

charm and disease 
MAGIC RESISTANCE Standard 
SIZE: M (7' ) 
ALIGNMENT Lowful good 
CLERIC/DRUiD: 12th l e d  t l e r i ~  
FIGHTER: 20th ievel polodin 
MAGIC-USER/ILLUSIONIST: 12th level 

THIEF/ASSASSIN: Nil 
MONK/BARD: 23rd level bard 
PSlONlC ABILITY: Nil 

illusionist 

AttackfDefenre Modes: Nil 
s 19(+3, +7) I: 18 w: 18 0:24 c:zo CH: la 

Vainamoinen is the Kolevalo'r greatest hero ond minstrel. His mother is 
llmatclr ( q . ~ . ) ,  LO Voinamoinen has divine ancestors (like many of the 
Finnish heroes). He ircolled"Son of the Wind" by hirfrienckond enemies 
dike. 

Vainamoinen appears os an elderly fighter wearing +5 leather armor. He 
has two weopons which he wields olternately: a +5 bottle axe and an in- 
telligent + 3  sword of shorpners. This sword talks, ond it con cast a fear 
spell once per day. He weors o girdle of cloud gianf strength (which giver 
him 0 strength of 23) .  He has two magical crossbows: one combines the 

--- - 
SPECIAL DEFENSES: f 3  or 

MAGIC RESISTANCE: IW% 

SIZE M (7') 
ALIGNMENT: Neutral gooa 
WORSHIPER'S ALIGN: Neu 
SYMBOL: Rippling woter u 
PLANE: Elemenld Pione 01 
CLERIC/DRUID: 10th level I 
FIGHTER 12th level fighfei 
MAGIC-USER/ILLUSIONIST 

THIEF/ASSASSIN: Nil 
MONK/BARD: 10th level b< 
PSIONiC ABILITY: IV 
S : 2 4 ( + 6 , + 1 2 /  1:22 W 

Ahto appears to the world 
himself to mortals. When o 
( q . ~ . ) .  He can use a n y  spe 
caster. He fights with o +. 
Sacrifices are mode to Aht 
calling on him. 

weapon to hi? 

50% otherwise 

in eoch 

52 



FINNISH MYTHOS 

KIPUTYTTO (goddess of sickness) "Mother of the Pfague" 

Demigoddess 

ARMOR CLASS: 2 
MOVE: 12"/24" 
HIT POINTS: 189 
NO. OF ATTACKS: I 
DAMAGEIATTACK: By weapon type 
SPECIAL ATTACKS: Diseore 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 25% 
SIZE M ( 5 ' )  
ALIGNMENT: Chaotic evil 
WORSHIPERS ALIGN: Chaotic evil 
SYMBOL: Botfered metal bowl over 

PL4NE: Tonerur 
CLERICIDRUID: 14th level in each 

FIGHTER: 4th level fighter 
MAGIC-USERIILLUSIONIST: 15th level 

THIEFIASSASSIN: Nil 
MONK/BARD: Nil 
PSIONIC ABILITY: Nil 
S: 19(+3, +7) I: 19 W 19 D 19 C: 19 CH:6 

Kiputytto is oble to cast o sickness (raving throw applicable) thot will toke 
away 5 hit points from its victim per turn until dead or cured. Anything thot 
toucher her will rot o w q ,  including swords, armor, clow, or fong. She is  
veryfond of floating obove a battle inviriblyond affecting those thot hove 
minor woundsondare forced to retreat. 

She appears to the world most often os LI black skinned, twisted old crone 
with a scarred face. The members of her cult seem to have 011 suffered 
from some wmting direare ond bear the marks on theirfoces. 

KULLERVO (hero) 

0 flame 

(homing spells only) 

in each 

ARMOR CLASS I 
MOVE: 15" 
HIT POINTS I i 9  
NO. OF ATTACKS 2 
DAMAGE/ATTACK 1-10 (+7) 
SPECIAL ATTACKS See below 
SPECIAL DEFENSES: Impervious to 

fire 
MAGIC RESISTANCE: Standord 
SIZE: M (6%') 
ALIGNMENT: Chaotic neutral (evil) 
CLERICIDRUID Nil 
FIGHTER: lPlh level fishier 
MAGIC-USERIILLUSIONIST: 8th level 

THIEFIASSASSIN: 10th level thief 
in each 

~ ~~ ~ 

MOMK/BARD: 5th level bird 
PSIONIC ABILITY: Nil 

Aitack/Defense Modes: Nil 
S: 19(+3. f 7 )  I: 15 W:6 D: 18 C: 19 CH: 14 

Kullervo i s  the foil of the good heroes of Kalevala. He is doomed to 
eventually betray Kolevolo and become evil, and acts os if he knows it. 

Kullervo wields o +2  axe of  sharpness (os the sword of the same nome) 
that strikes for 1-10 points of domoge. In addition to his other spell 
obilitier, Kvllervo canshape change. He is  immune to fire-bored attacks. 

LEMMINKAINEN (hero) 

ARMOR CLASS -2 
MOVE: 12" 
HIT POINTS: 149 
NO. OF ATTACKS: 2 
DAMAGEIATTACK: By weopon type 
SPECIAL ATTACKS See below 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE Standard 
SIZE: M (6S'j 
ALIGNMENT Neutral good 
CLERICIDRUID: 8th level druid 
FIGHTER: 18th level fighter 
MAGIC-USERIILLUSIONIST 10th level 

mogic-urei/l5th level illusionist 
THIEFIASSASSIN. Nil 
MONKIBARD: 15th level bord 
PSlONiC ABILITY: Nil 

Attock/Defense Modes: Nil 

FINNISH M YTHOS 

S 18(09) (+  I, +3 j  I: 18 W 18 D: 18 C:20 CH: 18 

Lemminkoinen is ioviol and reckless, constontly getting himself into seri- 
ous scrapes. He has mastered the ort of s h o p  changing, and beorr and 
wolves will notottack him. He is immune to poisonsofall types. 

In combat he has use of the following weapons: CI +3 iovelin of  distance 
with o ronge of 36"; c1 +3 bow with a quiver of animal sloying arrows; 
ond his + 5  sword is both o sword of sharpness ond a flaming sword. He 
has o + 3  dagger, uses a girdle of  frost giant strength, ond weorr +4  
chainmail. 

He has been known to weor a pair of snowshoes of  speed and traveling 
that enabler him to proceed ot CI rate of 24" on snow-covered ground. He 
has CI magical brush which he leove~ ot home when he goes on on ad- 
venture. This brush sheds blood when Lemminkoinen is  in trouble, by 
which token his mother (a mighty magic-user in her own right) knows that 
she shouldrendaid. 

Tiero (Lemrninkainen's shield monj 

ARMOR CLASS 4 
MOVE: 12" 
HIT POINTS. 66 . . . . . . . . 
NO. OF ATTACKS 3/2 
DAMAGEIATTACK: 1-10 (+I/ 
SPECIAL ATTACKS Nil 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: Standord 
SIZE: M (5%') 
ALIGNMENT Lawful good 
CLERICIDRUID: Nil 
FIGHTER: 9th level ranger 
MAGIC-USER/ILLUSIONIST: Nil 
THIEF/ASSASSIN: Nil 
MONKIBARD: 5th level bord 
PSIONIC ABILITY: Nil 

S l 7 ( + l , + l j  1:17 W:17 D:17 C : l 8  CH:17 

This fighter will always oid his master to the best of his obility. He uses c 
+ 3  spear tho: does 1-10 points of damoge and glows when CI lie I S  told in 
its presence. 

AttockIDefenre Modes: Nil 
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LOUHI (oldcrone ofPohiola) 

ARMOR CLASS: 8 
MOVE: 9" 
HIT POINTS: 110 
NO. OF ATTACKS 1 . .. 
DAMAGUATrACK: By weapon ype 
SPECIAL AlTACKS: See below 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: 15% 
SIZE: M (5') 
ALIGNMENT: Lawful evil 
CLERIC/DRUID: 10th level in eoch 
FIGHTER Nil 
MAGIC-USER/ILLUSIONIST: 15th level 

mogic-vrer/lOth ievei illusionist 
THIEF/ASSASSIN: Nil 
MONWBARD: Nil 
PSlONlC ABILITY: Nil 

S:8  I: I9 W: 14 D: 18 C 19 CH:7 
AttocVDefeore Modes: Nil 

Louhi rules the evil land of Pohjolo with an iron hand. She opposer all of 
thegood heroes of Kalevalo, and workrconiinuourlyfor theirdownfall. 

MlELlKKl (goddess of nature) "Mistress of the Forest" 

Lesser goddess 

ARMOR CLASS 4 
MOVE: infinite 
HIT POINTS: 322 
NO. OF ATTACKS: 312 
DAMAGElATTACK: By weapon 'ype 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 20% 
SIZE: M ( 5X ' j  
ALIGNMENT Neutral good 
WORSHIPERS ALIGN: Good align- 

SYMBOL: Evergreen 
PLANE: Prime Moterial Plane 
CLERIC/DRUID: 14th level in eoch 
FIGHTER: 10th lwe i  ronger 
MAGIC-USER/ILLUSlONIST: 72th level 

ments 

in each 
THIEFIASSASSIN: Nil 
MONK/BARD: 12th level bard 
PSlONlC ABILITY: I 
5: 15 I: 22 W 25 D 19 C:23 CH: 23 

Louhi con summon four invisible fighters (AC 7/effectively 3 because in- 
visible, LVL 6, hp 27 eoch. armed with spwrt) 01 will to defend her; two 
will guard her while huo attack the enemy. tauhi is veryadepiotihe C,ea. 
iion of poison and sleep potions, which she uses on guests she wants to 
eliminate. 

The goddess is always dressed in o green gossamer gown, even in the 
coldest of winters, ond is cllwoys surrounded with summer songbirds. She 
watches Over rangers and 011 CreOtUref of the forerl (especially dryads). 
Thereira l%chancethatrhewillaidherdryadswheniheyoreinextreme 
danger within the bounds of the forest. There is e 5% chonce that she will 
attack those that try to destroy her domain, for whatever reason. ~ecouse 
of this, men like woodcutters must plant two trees for every one that they 
cutdown. oreventuollyfaca her wrath. 
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Water Dwarf (Ahto's shield man) 

ARMOR CLASS -2 
MOVE 12" 
HIT POINTS 99 
NO. OF ATTACKS 2 
DAMAGE/ATTACK By W ~ O ~ W  type 
SPECIAL ATTACKS: Mogicol crossbow 
SPECIAL DEFENSES: Regeneration 
MAGIC RESISTANCE: Stondard 

ALIGNMENT: Lowful good 
CLERIC/DRUID Nil 
FIGHTER: 16th level fighter 
MAGIC-USER/ILLUSIONIST: Nil 
THIEFIASSASSIN: Nil 
MONK/BARD: Nil 
BIONIC ABILITY: Nil 

S 18(37) (+ I, +3) I: 16 W: I5 D: 18 C: I8 CH:7 

This dwarf is  often rent on missions for Ahto. and at there times he is core. 
fully observed by the god. There is o 25% chance that Ahto will aid him in 
any difficulties he encounters and I@% chonce that the god will appear if 
thedworf iksloin 

He uses CI crossbow of occvrocy at twice the UIUOI rate of fire. Far haod-to- 
hand combat he user 0 + 3  moce. Ahto has given him the ability to regen- 
erate 5 points per melee round when within Mfeet  of 0 body of woter. 

SIZE s ("7 

Attock/Defenre Modes: Nil 

FINNISH MYTHOS 

HllSl (god of evil) 

Greater god 

ARMOR CLASS: 2 
MOVE 18" 
HIT POINTS 333 
NO. OF ATTACKS: 2 
DAh4AGEIATTACK 4-40 (+ 12) 
SPECIAL ATTACKS Nil 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 45% 
SIZE: M (7') 
ALIGNMENT: Chootic evil 
WORSHIPER'S ALIGN: Chootic evil 
SYMBOL: Lightning bolt in the night 

PLANE: Prime Material Plane 
CLERIC/DRUID 15th level cleric 
FIGHTER 15th level fighter 
MAGIC-USER/ILLUSlONIST: 15th level 

sky 

ill, .lin"ilt ,,,-=,",,,~, 
THIEFIASSASSIN: 15th lwei a ~ so s~ in  
MONKBARD: 15th level bard 
PSlONlC ABILIN VI 
S : 2 4 ( + 6 ,  +I?) 1:22 W: IO D:21 C:22 CH:23 

This god alwoyr appeors as a huge,richly robed man with coone features. 
His giontclubdoer4-40 points per strike. He constantlyoidr evil creatures, 
but does not like lo directly enter bottle, preferring to sit on the sideliner 
while rending in a group of 1-10 evil heroes (AC 2, 4th l e d ,  ormed with 
swords). 

Evil beings ore unable to do any domoge to him either directly or in. 

ILMARINEN (hero) 

ARMOR CLASS 0 
MOVE 15" 
HIT POINTS 167 
NO. OF ATTACKS: 2 
DAMAGE/ATTACK I- IO (+7) 
SPECIAL ATTACKS See below 
SPECIAL DEFENSES: Nil 
MAGiC RESISTANCE Siondard 
SIZE M (6') 
ALIGNMENT: Neutrol good 
CLERIC/DRUID 5th level druid 
FIGHTER: 15th level fighter 
MAGIC-USER/ILLUSIONIST 9th level 

THIEWASSASSIN: Nil 
MONK/BARD: 15th level bard 
PSlONlC ABILITY Nil 

Attack/Defense Modes: Nil 
S 19(+3,  C7) I: 18 W: 17 D: 18 C 19 CH: 17 

in each 

llmorinen is  o blockrmiih of great magicol power, with the obility to create 
mighty mogic items of many sorts. He is o morrively built m w  who weors 
+4 leather armor and wields o +4 hammer that striker for 1-10 points of 
damage. He hos a magical sledge thot pulls itself at o rate of 21" and can 
travel over land or water. When traveling incognito or omong enemies, 
llmorinen will yoke deer to the front of this sledge to conreol its mogical 
"Oture. 

ILMATAR (goddess of mothers) 

Lesser goddess 

ARMOR CLASS 4 
MOVE: 12"/24" 
HIT POINTS 2W 
NO, OF ATTACKS I 
DAMAGE/ATTACK: By weopon fype 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: 50% 
SIZE: M (5') 
ALIGNMENT Lawful good 
WORSHIPERS ALIGN: Lawful beings 

SYMBOL: Looped cross 
PLANE: Prime Moterio! P!ane 
CLERIC/DRUID: 13th level in each 
FIGHTER 10th level palodin 
MAGIC-USER/ILLUSIONIST: 20th level 

THIEF/ASSASSIN: Nil 
MONK/BARD: 9th level bard 
PSlONlC ABILITY: Nil 
S: 14 I: 19 W 2 2  D 2 0  C 2 2  CH: 19 

llmotar is Voinomoinen'r mother and is described 0s the Daughter of the 
Air. She can instantly gote in any Finnish god or goddess, and they will 
help her or her roo. CIS they 011 owe her fovorr. She has a hand-sized ball 
thot she carries in a copper box. This boll has written upon i t  all of the 
legends of creation and the spells used in that formation. She is oble to use 
this thing to know 0 1 1  of the powers and abilities of ony being ihat ever 
existed. She olso has o sledge thot moves by itself on the land, air, and 
woteratarateof24,,. 

of 011 type* 

magic-user 
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SON OF POHJOLA (evil hero) 

FINNISH M YTHOS 

TUONETAR (goddess of the underworld) 

Greater goddess ARMOR CLASS: 4 
MOVE: 15" 
HIT POINTS: 119 
NO. OF ATTACKS: 3/2 
DAMAGE/ATTACK: 2-20 (+a) 
SPECIAL ATTACKS: Nil 

ARMOR CLASS: 4 
MOVF. 17'' . . . . . . . . 
HIT P n l N T .  170 . . . . . - ,  . . . -. . , . 
NO. OF ATTACKS: 3/2 
DAMAGE/ATTACK: 2-20 (+a) 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: Standard 
SIZE: M 17') 
ALIGNMENT Lawful evil 
CLERIC/DRUID: 5th level druid 
FIGHTER: 12th level fighter 
MAGIC-USER/lLLUSIONIST: 10th level 

THIEF/ASSASSIN: 8th level o$sossin 
MONK/BARD: 5th level bard 
PSlONlC ABILITY: Nil 

S: 18jOOj(+3, +6) I: 15 W I5 D: 19 C: 19 CH: 17 

This son of Louhi was a leader of the people of Pohjola ond o savage 
enemy to Lemminkoinen and the other good heroesof Kalevalo. Hissword 
does2-20pointrofdamage perstrikeand iko t3weopon. 

His mother has given him a giont wolf (AC 5, MV 1 0 ,  HD 6,  hp 40, #AT I, 
D 1-10. immune to cold attacks) that obeys his every command. 

illusionist 

Attock/Defense Modes: Nil 

SURMA (demigod of death) 

Demigod 

ARMOR CLASS -2 
MOVE: 18" 
HIT POINTS: 224 
NO. OF ATTACKS: 2 
DAMAGE/ATTACK 3-30 (+ 14) 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENSES: + I  or bene, 

weapon to hit 
MAGIC RESISTANCE: 40% 
SIZE: M (6') 
ALIGNMENT: Nevtml evil 
WORSHIPER'S ALIGN: Evil o l ign~ 

mer'* . 
SYMBOL: Withered ook branch 
PLANE: Tarterm 
CLERIC/DRUID: 14th level in each 

(harming spells only)  
FIGHTER 15th level conger 
MAGIC-USER/ILLUSIONIST 12th level 

in each (harming spells only) 
THIEF/ASSASSIN: 15th level O S S O S S ~ ~  

MONK/BARD: Nil 
PSlONlC ABILITY: VI 
S:25(+7,+14)  1:19 W : l 9  D:23 C:22 CH:I8 

Surmo occosionolly 110veIs obout the country challenging all he meets lo 
combat, and if they refuse, he lets them go only to follow them and kill 
them in their sleep. He often oppears as CI slightly aging warrior in leother 
buckskins and red boots. He user CI club in bottle thot strikes for 3-30 points 
of damage; only Sumo con wield this weapon. 

ARMOR CLASS: 6 
MOVE: 9 
HIT POINTS: 340 
NO. OF ATTACKS: I 
DAMAGVATTACK: 4-40 
SPECIAL ATTACKS: Nil 
SPECiAL DEFENSES: Fear aura 
MAGIC RESISTANCE: 70% 
SIZE M (5') 
ALIGNMENT Chaotic evil 
WORSHIPER'S ALIGN: Chootic evil 
SYMBOL: Decapitoted head 
PLANE Pandemonium 
CLERIC/DRUID: 15th level cleric 
FIGHTER: Nil 
MAGIC-USER/ILLUSIONIST: 20th level 

in eoch 
THIEF/ASSASSIN: Nil 
MONKIBARD: 5th level bard 
PSlONlC ABILITY: I1 
5: 15 I: 18 W:21 D: 17 C:25 CH:4  

The wife of Tuoni, Tuonetar appeorr to the world as an incredibly ugly old 
crone. Any creature that comes within 30' of her must save VI. spells or be 
affected by her fear aura, fleeing until exhaustion sets in. Tuonetar'r 
meresttouch inflicts4-40poinnofdamage.Sheisan impiacobleenemyof 
V0i"amOi"en. 

TUONI (god of the underworld) 

Gieatergod 

ARMOR CLASS -2 
MOVE: le"/ la"/ /48 
HIT POINTS: 389 
NO. OF ATTACKS 2 
DAMAGE/ATTACK: 3-30 ( f  14) 
SPECIAL ATTACKS See below 
SPECIAL DEFENSES: Immune to 

charm/enchantment ond death 
spell* 

MAGIC RESISTANCE: 64% 
SIZE: L (IO') 
ALIGNMENT: Chaotic nevtrol (evil) 
WORSHIPER'S ALIGN: Chaotic align- 

ments 
SYMBOL: His club in o clenched fist 
PLANE: Pandemonium 
CLERIC/DRUID: 20th level cleric 
FIGHTER: 15th level fighter 
MAGIC-USER/ILLUSIONlST 15th level 

THIEF/ASSASSlN: Nil 
MONK/BARD: loth level bard 
PSlONlC ABILITY Nil 
S :25 ( t7 ,  +14) 1:20 W: 19 D: I8 C:24 CH: 14 

This god is usuolly dressed in dwk furs. At will he can constantly shape 
change and cartdeath andprirmotic wdl  spells. He is immune toalldeath 
and charm-type spells. The god will always oppear os if in o viiion when 0 

being who worships the Finnish pantheon is raised from the deod, and 
there is CI 1% chance that he will octuoIIy come in perron to reclaim the 
roised person's soul. 

His club (which only he con lift) does 3-30 points of domage, and always 
disenchontr one randomly-determined mogic item on the being hit (no 
raving throw). 

Tuoni'r clerics go obout the bottlefield and aid those thot ore near death to 
reach the land of the dead. They have been noted for rending the near- 
dead off a bit too soon. After they administer these rites, they take the 
dead perron's valuables (IS recompense for their aid in helping the perron 
to go to the land of the deod. 

in each 
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UKKO (supreme god of the Kalevola) 

Greatergod Lezrer god 

UNTAMO (god of sleep and dreams) 

FINNISH M YTHOS 

ARMOR CLASS: -2 
MOVE: Infinite 
HIT POINTS: 400 
NO. OF ATTACKS 2 
DAMAGE/AlTACK: 3-30 (+ 14) 
SPECIAL AT7ACKS See below 
SPECIAL MFENSES: Nil 
MAGIC RESISTANCE: 85% 
SIZE: M (7'j 
ALIGNMENT: Lawful good 
WORSHIPER'S ALIGN: Good oiign- 

SYMBOL Flaming sword 
PLANE: Twin Paradirer 
CLERIC/DRUID: 20th level cleric 
FIGHTER: 20ih ievel poladin 
MAGIC-USER/ILLUSIONIST: 25th level 

THIEF/ASSASSIN: Nil 
MONK/BARD: 15th level bard 
PSiONiC A811 ITV- VI 

rnentr 

magic-user 

~~ . ~ 

S : 2 5 ( + 7 ,  +J4) 1:24 W 2 5  D:23 C 2 5  CH:23 

Ukko is represented CIS on old man. He is very supportive of 011 Ihe good 
heroes in the mythos. While he uruoily UWP o mogic attack, when hard 
pressed in bottie he uses o floming sword that doer 3-30 poinfr of damage 
and hosthepowartosloyanyihing ithits (oradeoth rpell;soving throwat 
-6 applicable). 

This god is master of the sky and air, and supports the world. He thus is  
responsible for all weather and protectsall w ion life. 

Recoure Ukko if the supreme god he will never directly intervene in 
worldly affairs unless there is o strong porribility of the world being 
destroyed by evil (especially chaoticr). Instead, when 01 devout follower of 
his coils his name he is likely (30%) to rend a warrior maiden: first to od- 
vise, then to rescue the imperiled believer. These powerful warriors wiil 
be sent by Ukko only when his worshipers face certoin death at the hands 
of demons, devils or very powerful evil chorooerr. 

AIR MAIDEN (Ukko's warrior) 

ARMOR CLASS: -5 
MOVE: 48" 
HIT POINTS: 8.5 

SIZE: M (6') 
ALIGNMENT: Lowful Good 
CLERIC/DRUiD: 7th level cieric 
FIGHTER: 16th level fighter 
MAGIC-USER/iLLUSIONIST: 7fh level 

mogic-user 
THIEF/ASSASSIN: Nil 
MONK/BARD: Nil 
PSIONIC ABILITY: Ni' 

S:  l9(+3, +7) I: 19 W 19 D: 19 C: 19 CH: 19 

An air maiden appears as CI winged humon with o sword, garbed in fiow- 
ing robes, ond glowing wiih a brilliant light. Only one oir maiden wiii op- 
pear ot o time. Each maiden is armed with 0 + 3  frost brond sword. When 
sent by Ukko, a maiden will first advise the worrhipet as to the best course 
of action, using telepathy; if necessary, (I maiden will enter combat there- 
after. Although having few magicoi abilities, each maiden is 50% mogic 
resistant, ond may fly (at up io 48") without tiring. Should on air maiden 
be shin before her mission i5 completed, another will immedioteiy op- 
pear. If o maiden is shin,  she end 011 her posserrions (including the sword) 
will vanish. 

AttacklDefense Modes: Nil 

ARMOR CLASS: 0 
MOVE: 18"/34" 
HIT POINTS 319 
NO. OF ATTACKS: 3/2 
DAMAGE/ATTACK: 3-30 (+ 7) 
SF'ECIAL ATTACKS: Sleep clum 
SPECIAL DEFENSES: Sleep euro 
MAGIC RESISTANCE: 25% 
SIZE: M (7' ) 
ALIGNMENT Neutrai 
WORSHIPER'S ALIGN: Neutiol 
SYMBOL Closed eyes 
PLANE: Concordant Opposition 
CLERiC/DRUiD: i5th level cleric 
FIGHTER: 10th level fighter 
MAGIC-USER/ILLUSIONIST 25th level 

THIEF/ASSASSIN: Nii 
MONK/BARD: 10th i w e l  bard 
PSiONIC ABILITY: Nil 
S19(+3,+7) l:25 W:23 D:24 

iliusionist 

C:24 CH:20 

This god is very mild in all of his oction~ ond dislike3 being summoned for 
any reoson. He cannot be hurt by m y  being that has not recently slept for 
13 hours or more, as they will otherwise go to sleep insicnily in his 
presence. Those that summon him must agree to serve his needs for one 
yeor to receive his heip in any matter. 

His clubstrikesfor 3-30 points of domage and those thatdo not make their 
raving throw VI. rpellswillfoil inrtontlyarleep. 
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The Greek assembly of gods is probably more fomilior to most reoders 
than others of the groups in this work, because they were woven into o 
literature that hor lasted down through the q e r .  Many of our civil con- 
cepts can be traced from the assumed actions of the gods ond their mates. 

Many of the gods of Greece descended from the greater titans, who were 
elder beings before the time of mortals ond therefore did not need wor- 
shipers to make them strong. The worship by man gave power to the sons 
and daughters of the titons of o type that WOI not known to their elders. 
This enabled them to throw down the titans and gain mastery of the Prime 
Material Plane. 

Because of their need for hvmon worship, the Greek gods show oll the 
traits of the mortals that they claim to be so high above. The gods ore high- 
ly jealous, envious, petty, ond fly into blind rages in an instant. 

The first places of worship for the Greek gods were areas of natural 
beauty: o bubbling spring, a grove of ook trees, and the like. As large city 
stotes were creoted. large eloborote templei were built to honor the gods. 
If clerics of this pantheon live in a city, they must build 01 work in temples 
within the city. If there clerics live in the country or rporsely populoted 
areas, they must find a noturd rettingfor the worshipof theirdeify. 

Only clerics worshiping Poseidon may ride horses; all others must walk or 
ride in wagons or chariots. No cleric may hove dealings with the clerics of 
other sects for any reason (an non-hostile terms) CIS this is considered CI 

minor transgression by their deity ond punishable by the stripping owoy of 
thethirdand higherlevelrofrpellrforalunormonth. 

All clerics must permanently attach themselves to one temple, and this 
temple i s  the only place where they will be able tocommune and where 
they must be drown bock to in their word of recoll spell. While they may 
travel from this temple (or gladed clrw if they have chosen o more notural 
retting) they can only receive their sixth and seventh level spells from 
meditation in thot area. If that noturol area or thot temple gets racked or 
despoiled in any way the cleric loses his or her higher level spell abilities 
until theoreo is reconsecrated. 

AEGIS 

This magical shield con throw feor into the heart of any beings coming 
within l o  yards of it if they do not make their save vs. spells. It is o f 5  
shield and the feor ability most be activated by the desire of the holder. 
The shield also hor the power to form inelf into a dirplacei cloak with the 
some fear power 01 o ward cammond. Its primary owner i s  Zeus, though 
Atheno often has custody of it. I t  is used by Zeua in 011 of his major bottler, 
though very occasionally he lends it to mortals he favors. 

ZEUS (god of the air) "ruler of the gods" 

Greatergad 

ARMOR CLASS: -2 
MCIVF. Te"/?A'' " - 
nll PONTS 4W 
hO OF ATIACC 2 
DAMAGElATlACK 6-60 1 - 14 
SPECIAL AllAC<S L.qntn "goo15 
SPEC At DEFENSES See oe 01 

MAGIC RESISTANCE: 75% 
SIZE: M (6%') 
ALIGNMENT: Chaotic good 
WORSHIPERS ALIGN: All good olign- 

SYMBOL: A fist full of lightning bolts 

PLANE: Olympvr 
CLERIC/DRUID 25th level cleric 
FIGHTER: 17th level fighter 
MAGIC-USER/iLLUSIONIST: 20th level 

men* 

on o black background 

in each 
THIEF/ASSASSIN: Nil 
MONWBARD: 15th level bard 
PSIONIC ABILITY I1 
S:25(+7, +14) 1:25 W:25 0 9 5  C:25 CH:25 

This god vsudly  appears os a humon bearded male of powerful physique. 
He often shape chonger. He disdains the use of armor, but wilt use a 1 5  
shield, his Aegis. Zeus is able to rimultoneously ottock and cast LI 30 point 
lightning bolt eoch melee round. He wieidr CI spear tho1 does 6-60 points of 
damage. 

When his wounds spill blood an the earth, the blood forms o rondom sixth 
level monster. This can happen once per round. The monster will then fight 
for Zeus until dead or48 hours elapse. 

A giont white eagle i s  alwoyr at the god's ride. and one of its type is  oc- 
casionally given to thore the god favors. 

Clerics thot preach the god? ways use symbols of an eagle, ram, and an 
oak tree in their teachings. There symbols are also incorporated in the 
clerics' vestments and holy relics. 

Zeus is the son of the titans Kronor and Rhea. He led the gods in their over- 
throw of the titans, and become their generol ruler. He is the lord of the 
upper air ond the major ruler of the plone of Olympur. However, his rule is 
not always obrolute, ond the other gods and goddesses may argue hir de- 
cisions. 

THE WHITE EAGLE OF ZEUS 

FREQUENCY Unique 
NO, APPEARING: 1 
ARMOR CLASS: 2 
MOVE: b"/AR" 

SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: 10% 
INTELLIGENCE Very 
ALIGNMENT: Nevtrol good 
SIZE: L (50'wingspon) 
BIONIC ABILIlY: Nil 

LEVEL/X.P. VALUE: X/14,100 
Attock/Defense Modes: Nil 
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This bird is very Special, and though it appear3 to be ~1 normal giant of its 
breed, it is not. The creature con tdeport from plone IO plane, it tolkr to 
Zeus, and is often used to carry large loadt of the god's thunder bolts into 
battle. It acts asZeur'mersengerand symbol. In bottle, itottacksasa 16+ 
hit dice monsterwith its two clawrand its huge beak. 

ACHILLES (hero) 

DAMAGWATTACK: 1- I O  
SPECIAL AlTACKS: Nil  
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: Standord 
SIZE: M 1SN'i , - , - ,  ~~ 

ALIGNMENT: Neutral good 
CLERIC/DPUID: Nil 
FIGHTER: 15th level fighter 
MAGIC-USERIILLUSIONIST: Nil 
THIEFIASSASSIN: Nil 
MONK/BARD Nil 
PSlONlC ABILITY: Nil 

S: 18(51%J (C2, C3) I: 12 W 10 D: I8 C I8 CH: 18 

Achilles is the son of King Peleus and the sea nymph Thetis. He weori + 2  
chainmoil ond a +2 shield into battle, oil gold plated. He is CI charioteer 
who uses immortol horses to pull hirchariotat24"per turn. 

His skin cannot be pierced by edged weapons (except 01 his left heal); 
only bludgeon-type weapons con harm him in battle. 

ANTAEUS (giant) 

AttacklDefense Modes: Nil 

FREQUENCY: Unique 
NO, APPEARING I 
ARMOR CLASS: 4 
MOVE: 15" 
HIT DICE/POINTS: 100 hp 
% IN IAIR: 50% 
TREASURE TYPE: Q (X  3) 
NO. OF ATTACKS: I 
DAMAGE/ATTACK: 2- 16/3- 18/4-24,' 

5-30/6-36/7-42/8-48 (see below) 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: Growth, 

MAGIC RESISTANCE: Stondord 
regeneration (see below) 

~~ ~~ ~ 

INTELLIGENCE: Low 
ALIGNMENT: Chaotic evii 
SIZE: L ( l l ' - Z l ' J  
PSIONIC ABILITY: Nil 

Attack/Defense Modes: Nii 
LEVEL/X.P. VALUE X/14,000 + 35 

per hp when killed 

This gimt is the Offspring of Poseidon and Gaia, the original earth-deity. 
He grows stronger each round he fights, 06 long 01 he remains on the 
earth. Antaeur starts similar to a hill giont in Size and appearance, but 
every round he fights he grows, gaining the size and strength eoch round 
of the next largest gioni type, until ha reaches titan strength and size. Each 
time he grows, 011 damage he hos token is healed, and he i n ~ i m ~ e s  o 
further 25 hit points (up to 250 total). Even after he ceases growing, 011 
domoge he takes in one round is healed in the next as long as he remains 
on ihe earth. Antaeur will remain ot titon size as long as he fights. grodual- 
ly shrinking when the battle is  over. If Antaeur is lifted off the ground, he 
lose5 strength and size at the some rote he gained it, and will no longer 
heal. He always attockr as a 16f hit dice monster. 

GREEK MYTHOS 
APHRODITE (goddess of love, beauty and p s s i o n )  

Greotar goddess 

SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: 50% 
SIZE: M (5%) 
ALIGNMENT: Chaotic good 
WORSHIPEWS ALIGN: Chootlc beingr 
SYMBOL: Seorhell 
PLANE: Olympvs 
CLERICIDRUID 1Mh level cleric 
FIGHTER: Nil 
MAGIC-USER/ILLUSIONIST 12th level 

magic-user/l5th level illusionist 
THIEFIASSASSIN: Nil 
MONKIBARD: 10th level b o d  
PSIONIC ABILITY: VI 
S:l9(+3,+7) 1 2 0  W:20 D:23 C: 21 CH: 25 

The gadders of love and beauty, Aphrodite's main ability is  to generate 
Strong passion in mortoli and gods alike. In every one of her rhope 
chongedformrshe is  beautiful. She isoble to charm eithersex, and oncea 
perron has viewed her and not made their saving throw against her 
charm. they can neverattack heragain. 

The simple wave of her hand causes 7-10 hit points of pain to any who 
would harm her, no raving throw. 

Her clerics sacrifice doves to her every 10 days and objects of art and love- 
ly pieces of jewelry are deacoyed on her oltm every new moon. All of her 
female clerics must hove a 15 or greater charisma and her male clerics 
must have o conititution of 16 or better. 

Aphrodite is on extremely w i n  ond jecllou$ goddess. If m y  charocter 
should unfavorably comwre Aphrodite'r charm lo his or her own, there is 
o I@% chance thatthegoddesswill he~randreekvengeance. 

APOLLO (god of the sun, prophecy, music and archery) 

Greater god 

ARMOR CLASS: I 
MOVE: 15 
HIT POINTS: 376 
NO, OF ATTACKS 2 
DAMAGE/ATTACK By weopon type 
SPECIAL ATTACKS: Bow; olso see 

SPECIAL DEFENSES Proieciive haze 
MAGIC RESISTANCE: 56% 

ALIGNMENT Chaotic good 
WORSHIPEWS ALIGN: Chaotic good, 

music lovers, orchers, sun worship- 

below 

SIZE L (20'j 

-,% .I" 

SYMBOL: Lyre 
PLANE Olympus 
CLERICIDRUID: 20th level cleridldth 

level druid 
FIGHTER: 15th level ranger 
MAGIC-USER/ILLUSIONIST: 15th level 

THIEF/ASSASSIN: 15th level thief 
MONKIBARD: 23rd level bard 
PSlONlC ABILITY: I 
5:25(+7,+14) 1:24 W 2 3  D:25 

in each 

C:24 CH: 25 

Apollo appears os on incredibly handsome young mom At will, he con 
shape change, polymorph others, turn flesh to stone, cause diseases, cure 
dissorer, and cure serious wounds (one per round). 
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GREEK MYTHOS 
Athena u w d y  appears os o beautiful woman wearing a war helm and 
corryingospearandshield.Sheisohenreen withonowlon hershoulder. 

Sherhapechonges~twill. movesoso blinkdog,ondshe ne~ermises her 
target. Herweopon does5-50 points of damage per strike. Her shield hor o 
medvwr head upon it, and those looking at i t  may be turned tostone iustas 
if it were olive. Her helm creates on anti-mogic shell whenever she 
wisher. through which she can cost spells. 

Athena? clerics are aggressive in their attempts to spread her worship, 
andare contemptiul of all otherclericr. Whenever possible, they will act to 
oppose clerics of Ares. 

GREEK MYTHOS 
Bellerophon is the son of Glaucus. a king. He is credited with defeating the 
king of the chimeme. He rode 0 pegorur into battle against several other 
enchanted monsters and defeated them 011 with his joyelins ond war 
spear 

There is  a 25% chance that at any given time a god or goddess of Olympus 
i s  watching over him, and if IO. there is o 75% chance thot he wiil be saved 
by the watcher if Bellerophon is in mortol donger. 

ATLAS (greater titan, "strensih personified"J 

ARMOR CLASS 3 
MOVE: 24"/30" 
HIT POINTS: 350 
NO. OF AlTACKS 2 
DAMAGE/ATTACK: 10- IW/IO-lW 
SPECIAL AlTACKS: See below 
SPECIAL DEFENSES Nil 
MAGIC RESISTANCE 95% 
SIZE: l (50 ' )  
ALIGNMENT: Chootic evil 
PLANE: Tonerus 
CLERlClDRUiD Nil 
FIGHTER: 19th level fighter 
MAGIC-USERIILLUSIONIST: Nil 
THlEF/ASSASSIN: Nil 
MONKIBARD: 10th levelmonk 
PSlONlC ABILITY: V 
5:25(+7,+14) I : l Z  W 1 2  D 

This greoter titan is massively built, and his primary attribute is  his great 
strength. This strength is drawn from the Prime Moteriol Plane. When the 
titan is on other plones he only has strength of 25, but when on the prime 
Materiot Plone there is nothing he can't lift, nothing he can't bend, ond 
nothing he can't break! 

Despite his alignment. if he giver his word on D molter, he will keep it 
even untodeath! 

BELLEROPHON (hero, 

ARMOR CLASS 4 
MOVE: 12" 
HIT POINTS 69 
NO. OF ATTACKS 3/2 
DAMAGE/ATTACK By weopon type 
SPECIAL ATTACKS: Nil 

MAGIC RESISTANCE Smndord 

CERBERUS (guardian of Hades) 

FREQUENCY: Unique 
NO. APPFAPINC.. I 

~ ...I 

ARMOR CLASS I 
MOVE: 24" 
HIT DICE/POINTS: 30 hp per head/ 
1W hit points for the body ACF% 

% IN LAIR: 9% r 
TREASURE TYPE: Nil 

DAMAGEIGE/ATTACK. 3-.7n/.7-.7n/.7.7n 
NO. OF ATTACKS 3 

SIZE l(30') 
PSiONlC ABILITY: Nil 

AttocWDefenre Modes: Nil 
1EVEVX.P. VALUE: X/26,240 

This bwst is  always found guarding the doorway to the House of Hades. It 
is a monstrous dog with 3 mastiff heads ond (I huge body. He not only 
keeps beings out, he keeps them in, and cannot be magicked away from 
his post by any force. 

Each head biter for 3-30 points; the middle head spews forth a powerful 
poisonous spittle up to 3O'which kills on contact (no saving throw); the EOI- 
lective gaze of  011 3 heads turns mortals to stone (one per round. saving 
throw applies). If ottacksas a 16+ hit dice monster. Cerberur may only use 
one attack form per head per round. The creature regenerates 5 points per 
melee round. 

ClRCE (the black sorceress) 

ARMOR CLASS IO 
M n w  11)- . . .- . -. . - 
HIT POINTS 51 
NO. OF ATTACKS: 1 
DAMAGWATTACK: 1-4 
SPECIAL ATTACKS Nil 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: Smndord 
SIZE: M (5') 
ALIGNMENT: Chootic evil 
CLERIC/DRUID: '15th level cleric 
FIGHTER: Nil 
MAGIC-USER/IlLUSIONIST: 12th level 

rnogic-urer/9th level illusionist 
THIEF/ASSASSIN. Nil 
MONWBARD: 5th levelbord 
PSIONIC ABILITY. Nil  

S 10 I: 17 W:P D: 17 C: 18 CH: 18 
Attack/Defenre Modes: Nil 

Circe'r main magical attacks dl deal with polymorphing humans into ani- 
mals of one type or another. Towards this end she ha3 every magical de- 
vice capable of turning creatures into other crmtures (polymorph wands, 
polymorph potions, polymorph s c d l s ,  and the like). 

She is the one who intercepted the hsroOdysseur ond his crew, changed 
the crew into pigs, and fell in love with Odysseur. She olwoyr wears re- 
veoling block gowns to meet mortals. She is  almost immortol ond doer not 
oppeor to age. Circe also pouerres great prophetic powers and con give 

SIZE: M (5%') 
ALIGNMENT lawful good 
CLERlC/DRUID: Nil 
FIGHTER: 10th level ranger 
MAGIC-USER/ilLUSIONIST: Nil 
THIEF/ASSASSIN: Nil 
MONWBARD Nil 
PSlONlC ABILITY: Nil 

5: I8(KJj(+3, +6) I: 17 W: 17 D: 18 C: 17 CH: 18 useful advice if rhe wisher. 
Attack/Defenre Modes: Nil 
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CYCLOPS, Greater COEUS (greater titan of fear) 

ARMOR CLASS: 2 
MOVE: 24" 
HIT POINTS: 344 
NO. OF ATTACKS: 2 
DAMAGEIATTACK: 5-30 (+ 12) 
SPECIAL ATTACKS: Fear 
SPECIAL DEFENSES: Fearouro 
MAGIC RESISTANCE: 50% 
SIZE: I ( 2 1 ' )  
ALIGNMENT: Chaotic evil 
PLANE: Tortervs 
CLERICIDRUID: Nil 
FIGHTER: 16th level fighter 
MAGIC-USER/ILLUSIONIST 15th level 

magic-user 
THIEFIASSASSIN: Nil 
MONK/BARD: Nil 
PSIONIC ABILITY: V 
S24(+6, +12) 1:20 W: 14 D:20 C 2 3  C H : 4  

Coeus appears os a horrifying greater titan, and he kills by fear. All thare 
that do not moke their saving throw versus magic will be struck with a loss 
of 25% of their total original hit points every time they see him angry. 
Coeurconrhopechongeatwill. 

When first coming within 20yords of him, o raving throw VI. spells must be 
mode or the being will die of fright! After that it is necerrory lo make a 
roving throwevery4meleeroundrorruninfearfor 10turns. 

He uses o + 5  sword in battle that strikes for 5-30 points of damage. Cows 
trclvelronlyatnightand neverfightsduring theday. 

CRlUS (greater titan of density and gravity) 

ARMOR CLASS: 3 
MOVE: 24" 
HIT POINTS: 393 
NO. OF ATTACKS: 2 
DAMAGEIATTACK 10-60/10-60 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 50% 
SIZE: L I I M ' I  

~ ~ , ~ . ,  
ALIGNMENT Chootic evil 

CLERIC/DRUID: 15th level cleric 
FIGHTER: 16th level fighter 
MAGIC-USER/ILLUSIONIST 15th level 

PLANE: rortervr 

magic-user 
THIEFIASSASSIN: Nil 
MONK/BARD: Nil 
PSlONlC ABILITY: V 
S:25(+7, +14) 1:23 W: 19 D:23 C:23 CH:23 

Criur can increase the weight of obiech clt will, ond he can moke things 
weightless. He is able to moke any one non-living obiect too heavy to lift 
for a period of 1-4 melee rounds; this power con be increased to perma- 
nency if the titon is allowed to work on the object for one full turn (raving 
throw VI. the permanencyapplicable). 

In battle, the titan creates a field of groviw that L O U S ~ I  onylhing launched 
at him of o physical nature (arrows, spears, etc.) l o  fall short. All attackers 
will be at -4 on their choncees to hit ond -1 on their armor clmses while in 
this field. Likewise, dexterity bonvresdo notopply. 

FREQUENCY &'en/ rare 
NO. APPEARING: 1-4 
ARMOR CLASS: 4 
MOVE: 15" 
HIT DICE/POINTS: 15 HD + 1-8 hit 

poi"* 
% IN LAIR 55% 
TREASURE TYPE: E, Q i x  IO). s 
NO. OF ATTACKS: I 
DAMAGE/ATTACK: 7-42 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENSES: Immune to fire 
MAGIC RESISTANCE: 25% 
INTELLIGENCE: Exceptional 
ALIGNMENT: Chaotic good 

PSlONlC ABILITY: Nil 
Altock/Defenre Modes: Nil 

LEVEL/X.P. VALUE: IX/7,800 + 20 

SIZE L ( 2 1 7  

per hp 

There giants were CI gift to Hephoertus by his mother Hera. These are much 
more intelligent than the lesser cyclopes, and serve the blacksmith god in 
his mountain and in underwater caves near the shores of some major city- 
ItcI1.P. 

There cyclopes ore oble to live very well on land or in the water, and 
spend most of their time making jowlins of lightning, mogic armor and 
shields, etc. They are immune to all fire attacks, accustomed CIS they ore to 
the great heot of Hephaestus' forge. If c1 mortal brings them gifts they con 
use. there is  LI 20% chance that they will reward the mortal with one of 
their magic items; there is an 80% chance they will kill the gift bringer for 
his presumption. They hove na qualms obout using their own magic items 
in attack or defense. Each greater cyclops wears o personal ret of magiml 
scale mail. 

CYCLOPS, Lesser 

FREQUENCY: Very rare 
NO. APPEARING: 1-2 
ARMOR CLASS: 2 
MOVE: 15" 
HIT DICE/POINTS: 13 HD 
% IN LAIR; 85% 
TREASURE TYPE: E, S 
NO. OF ATTACKS: I 
DAMAGElATTACK: 6-36 
SPECIAL ATTACKS: Hurl rocks 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE Standard 
INTELLIGENCE: Low 
ALIGNMENT Chaotic evil 
SIZE: L (2O'j 
PSIONIC ABILITY Nil 

Attack/Defense Modes: Nil 
L N E L K P .  VALUE V111/3.950 + I8 

per  hp 

There brutes appeor CIS extremely ugly and huge hill giant types with one 
eye under CI beetling brow. They are urvolly solitary creatures and react 
violently to any mortal who dorer to disturb them. Originolly creoted by 
Poseidon, they uruolly inhabit irlondr. 

They always havea supply of huge boulderrat hand to hurl for4-40 points 
ofdamage,and theycantorrtheserockrupto5~. 
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Dionyrur rides o panther-drown chariot which moves at 24". Panthers: AC 
2,HD 11, hpMeoch,#AT3.D 1-8/1-8/3-18(clow/clclw/bite). 

Dionytur user histhyrrus in bnle, which inflicts.(-40 points of damage ot a 
touch. A thymus is  a stoff tipped with a pine cone and twined with ivy. It is  
the symbol of Dionyrur and all his clerics. The god's thyrrur has the follow- 
ing powers: it can restore oll deod things to life (os a raise deod), it OIIOWE 
the holder to telepon from any plant he or she i o  touching to any other 
plont,and itactsaramir~oroflifetrapping (atatou~hinrteodofagore). 

ENCELADUS (giontJ 

FREQUENCY: Unique 
NO. APPEARING: I 
ARMOR CLASS: I 
MOVE: 15" 
HIT DICE/POiNTS: 219hp 
% IN MIR: 8.5% 

DEMETER (goddess of ogriculture) 

Lesser goddeis 

DAMAGE/ATTACK: 2-20 (+9) 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 2% 
SIZE: M [5') 
ALIGNMENT: Neutrol good 
WORSHIPER'S ALIGN Neutrol good 

and all formers 
SYMBOL: More's head 
PLANE: Olympur 
CLERIC/DRUID: 14th leveldruid 
FIGHTER 12th level ranger 
MAGIC-USER/ILLUSiONIST: 15th level 

THIEFIASSASSIN: Nil 
MONK/BARD: IMh level bord 
PSlONiC ABILIW VI 
S:21(+4,+9) i:24 W 2 4  D:25 C:21  CH:25 

This goddess oppearr in the form of a beovtiful wornon. She shope 
changer at will, can create m y  type of weather for any length of time, can 
summon and control ony type of plant or animal she will*, and can 
polymorph others at will. 

Demeter rides a chariot pulled by two ancient green drogont. In bottle she 
ureso f2speor ofash wood th~tJtrikerfor2-20poinnofdamoge. 

Demetef is the goddess of ogriculture, specifically grain, ond no grain will 
grow on the earth if she neglect3 her duties. 

DIONYSUS (god of wine) 

illusionist 

Greoter god 

ARMOR CLASS: 4 
MOVE: 15" 
HIT POINTS 380 
NO. OF ATTACKS 2 

Immune to illu- 

,..,,, 
ALIGNMENT Chootic nevtrol 
WORSHIPER'S AlIGN: Chootic (good. 

neutral or evil1 

DAMAGWATTACK: 4-40 
SPECIAL ATTACKS See below 
SPECIAL DEFENSES: 

MAGIC RESISTANCE: 45% 
$ions and mogicol control 

C17E. M ,711 

SYMBOL: Thymu; 
PLANE: Olympw 
CLERIC/DRUID: 15th level cleric 
FIGHTER: 14th level fighter 
MAGIC-USER/ILLUSIONIST: 13th level 

THIEFIASSASSIN: Nil 
MONWBARD: l h h  level bord 
PSlONlC ABILIN: 111 

in eoch 

S:24[+6, +12) 1:22 W:20 D 2 3  C 2 5  CH:23 

As the gcd of wine, Dionyrur hos 0 d u d  nature: on the one hond, he repre- 
rents ioy, pleorure and comoraderie; on the other hond, swage, mindless, 
bloodthirsty violence. He represents the fact that wine con induce both 
hoppinerr and madness. 

While Dionyrur most often clppson (IS a young man in D purple robe, he 
also likes to appear in lion, panther, dolphin, and beor shapes. He can 
rhope change ot will, cast any polymorph spell whenever he wisher, and 
C a n  control m y  type of feline or ursine creatura. He savagely inflicts mad- 
ness upon anyone who attacks or discomforts him (save VI. spells at 4). 
He is 0160 protective of his temples and high level clerics, and may. if 
greatly outraged, inflict this same madness upon defilers of his holy 
ploces. 

.. . 
TREASURE TYPE Iv I 
NO OF ATTACKS 2 
DAMAGEiAUACk 7 70/7 70 
SPEC At ATTACCS Seeoeiou 
SPECIA. DEFEhSES See be o r  
MAGIC RESISTANCE Smndard 
INTELLIGENCE: low 
ALIGNMENT Chootic evil 
SIZE: L (85') 
PSlONlC ABILITY: Nil 

LEVEL'X.P. VALUE: X/21,175 

This giant has huge snake bodier ond toils for legs. It is known to live done 
in CI desolate swamp. Encelodur ii so horrifying that any who come within 
100yardrof him mustsovevr. rpellsorflee infear(ostherpell). 

There is 0 power in this being's honds thotollowr it to gmb spells out of the 
air and negote them before ihey have time to function. Encelodus con grab 
up to four spells directed ot him per melee round. If he doer not grab 
spells, he can strike with his firtr for 7-70 points of damage each. He con 
grob two spells with one hond and strike with the other, if he chooser. The 
gimt fights os CI 16+ hit dice monster. and he hos been known to fight 
agoinrt the gods of Olympus if given the chance. 

AttocUDefense Modes: Nil 

EPIMETHEUS [greater titan) "Afterthought" 

ARMOR CLASS 3 
MOVE: 24" 
HIT POINTS 345 
NO. OF ATTACKS 2 
DAMAGE/ATTACK 9-90 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: 50% 
SIZE: 1 [ 100') 
ALIGNMENT: Chaotic good 
PLANE: Twin Porodiser 
CLERiC/DRUID 10th l e d  in each 
FIGHTER: 14th level fighter 
MAGIC-USERALLUSIONIST 15th level 

mogic-user 
THIEF/ASSASSIN: Nil 
MONWBARD: Nil 
PSlONiC ABILITY: V 
S:25(+7,+14) 1:21 W:19 D:23 C:22 CH:22 

The bumbling brother of Prometheus, this greater titan means well but is 
not very coreful with his creations. He can create as does Piornetheus, 
but there is o 45% chance that the creature he makes will fight him1 He is 
food of monkind, and if he is poying attention when a person doer D 
particularly difficult oc) (judge's option) there is o 5% chance that the god 
will reward the being with D boll of clay. This ball con be mode into any 
4th level creature, but there is a 60% chance that the creature will try to 
kill, rather than obey, its maker. All that is necessary is for the mortal to 
toss the boll to the ground and call on the creature that is desired. If it doer 
not attock the perron, it wil l obey him or her until itodwth. 

Epimethevrccln strike with hirfistsfor9-90 pointsof demage w c h  
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FURIES (Alecto, Tisiphone, Megarea) 

FREQUENCY: Unique 
NO. APPEARING: 3 
ARMOR CLASS: - 1  
MOVE: 18"/24" 
HIT DICE/POINTS: 200 hp each 
% IN LAIR: I% 
TREASURE TYPE: Nil 
NO. OF ATTACKS: I 
DAMAGEIATTACK: 5-30 
SPECiAL ATTACKS: Ability reductio 
SPECIAL DEFENSES Nil 
MAGIC RESISTANCE: 100% 
INTELLIGENCE: High 
ALIGNMENT Nevtml 
SIZE: M (5'J 
PSlONlC ABILITY: V 

There 3 spirits ore the punishment farce of the gods. Mortals who perform 
an oct that the gods determine must be punished will face the wrath of the 
Furies. They oppear CIS old winged crones currying metal-barbed whips 
and ottack os 16+ HD monsters. Their moin attribute is the power to find 
myone 01 anything on any plone they are on (os long as he, she, or it is 
not hidden by magical means). 

Their punishments cannot be oppealed, and the whips hove the power to 
strip away points in c1 being's obility cotegories with every hit (intelligence 
points, strength points, and the like) besides doing hit point damage. The 
amount and type of ability points lost is olwoys commensurote with the 
victim'scrimeogainst the gods. 

HADES [god of the underworld and death) 

Greatergod 

ARMOR CLASS -1 
MOVE: 29" 
HIT POINTS: 390 
NO. OF ATTACKS: 2 
DAMAGEIATTACK: 5-50 (+ 12) 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 75% 
SIZE: M (6!4'j 
ALIGNMENT: Neutral evil 
WORSHIPER'S ALIGN: Neutralevil 
SYMBOL: Black mm 
PLANE: Hades 
CLERIC/DRUID: 20th level cleric 
FIGHTER: 15th level fighter 
MAGIC-USER/ILLUSIONIST: 25th level 

THIEFIASSASSIN: 15th level oss~ssin 
MONKIBARD: 15th levelmonk 
PSlONlC ABILITY: Ill 

ilIU6ioniSt 

S:24(+6, +12j 1:24 W:20 D:24 C:25 CH:24/-9j 

The plane where Hodar resides is known to most mort& by the name of its 
most powerful d e r .  Hades appeorr as ~1 heavily muscled, dork skinned 
man. When in a plemmt mood and talking to mortals, he appears hand- 
some and kind, but when fighting, the god appeorr 05 a hideous human- 
oid with fangs ond flame for eyer! Hoderrhope changes ot will, and his 
eyer con cost 2deoth spells every melee round, up to a conge of 120'. if he 
is not engaged in hond-lo-hond combat. 

To touch his body with any nonmetal object will LOUSB on explosion of 
death rays tortrikeall those ina30'radiur(saving throw applicable). 

He hascompletecontrol overoll things madeof theeorthand canalter the 
form of m y  amount of eorth with o word. With this power, the god can 
make o sword turn into dust or a suit of armor turn into gold (roving throw 
applicable). 

The home of Hades is a dark underground place with eternal firer of l a m  
burning in pools. The dead move lo the god's command ond mortals do 
notsee them unless Hades wills itso. In thisplacgare several itemrof note 
such CIS his choir of forgetfuinesr which wos designed to muse CI being to 

forget his or her part and become devoted lo Hades when sot in (he often 
tricked powerful mortalrand lesser godrand goddesses into the chair,and 
there they remained until freed). His jet black chariot is pulled by night- 
mares, and while in this vehicle he connot be touched by mortals or gods 
alike. The god 0110 posse~ser CI helm that renders him invisible tool1 be- 
ings, even in battle, though he is only allowed to use this device in service 
against the enemies of the gods of Olympus. There is only one entrance to 
the House of Hades and that one i s  guarded by Cerbervr (cf.). 

The god uses o +4 sword in bottle thot doer 5-50 hit points of domoge per 
strike. 

HECATE [goddess o f  mogic) 

Lesser goddess 

ARMOR CLASS: -2 
MOVE: 12" 
HIT POINTS 289 
NO. OF ATTACKS: I 
DAMAGEIATTACK See below 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 89% 
SIZE: M (5!4'j 
ALIGNMENT Lawful evil 
WORSHIPERS ALIGN: Any being 

working with magic 
SYMBOL: Setting moon 
PLANE: Nine Hells 
CLERIC/DRUiD: 14th leveldruid 
FIGHTFR. Nil 
CLERIC/DRUiD: 14th leveldruid 
FIGHTER Nil 
MAGIC-USER/ILLUSIONIST special 
THIEF/ASSASSIN: Nil 
MONKIBARD: Nil 
PSlONlC ABILITY: I 

~ . . . . . , . . . 
MAGIC-USER/ILLUSIONIST special 
THIEF/ASSASSIN: Nil 
MONKIBARD: Nil 
PSlONlC ABILITY: I 
S: 12 1:25 W:9 D:ZO C:22 CH25 

Hecate appears os CI beautiful woman and is able to use any magic-user or 
illusionist spell CIS often CIS she likes without restriction os if she were 20th 
! e v d  From sunset to sunrise, she is able lo cast two spelir per meiee round 
In any combination. During the day, she casts one per round. 

She has twin spheres of annihilotion with her at 0 1 1  timer that move to at- 
tack her enemies. These devices move by themselves after being storied 
and cannot be controlled by m o d i .  

She has 9 hell hounds as servants (with maximum hit points and obilitiej). 
There Creatures are sent out to hunt down 011 those who would desecrate 
her temples or attack her clerics of greater than loth level (a 10% chonce 
of this happening with every such act). All of her clerics have o ~ p e ~ i a l  
ropport with hell hounds. Hell hounds will never attack them in m y  case, 
and Heme's clerics have CI chance of controlling them equal to their 
chonce of affecting"rpeciol" undead. 

Hecate'r clerics sacrifice to her on the night of the full moon. Her images 
often hove three facer. 

HECATONCHEIRE (hundred handed one) 

FREQUENCY: Veryrore 
NO. APPEARING: 1 
ARMOR CLASS: 5 
MOVE: 15" 
HIT DICE/POINTS: 300 hp 
oh IN I A l R .  R9% 

INTELLIGENCE Low 
ALIGNMENT: Chootic neutrol 
SIZE: L(lo0') 
PSlONlC ABILITY Nil 

LEVEL/X.P. VALUE: X/29,300 
AttacVDefenre Modes: Nil 
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TheJebeingroregiantrthathove IWarmrondK)headreach,withonun- 
uruolly high monucII dexterity. All are bitter enemies of the gods of 
Olympur. If o hecotoncheire decider to grab CI being, a strength of 18 
(9%) willgivethegrabbedbeinga lO%chanceofpullingfree.witha 1% 
increme for every percentage point of strength over50. 

There creatures hurl groups of boulders ot their enemies which act CIS the 
meteorswarm spell fordomaging effects. Their maximum ronge i s  3 0 .  

Opponents who get close to a hecatoncheire may be struck by up to ten 
fists simultaneously. Huge opponents (20' or greater) con be struck by on 
additional 3-30 more. They rtrikeor 16+ hitdice monsters. 

HEPHAESTUS [god of blacksmiths) 

Lesser aod 

ARMOR CLASS -5 
MOM: 9" 
HIT POINTS. 317 . . . -. . . . -. - . - 
NO. OF ATTACKS 2 
DAMAGE/ATTACK: 20-80 (+ 14) 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES Nil 
MAGIC RESISTANCE 50% 

ALIGNMENT: Neutral 
WORSHIPER'S ALIGN: All workers 

meml, including dwarves 
SYMBOL: Hornmerandanvil 
PLANE: The Prime Moreiiol Plone 
CLERIC/DRUID: Nil  
FIGHTER: 18th level fighter 
MAGIC-USER/ILLUSIONIST: 18th le 

THIEFIASSASSIN: Nil 

SIZE: L(207 

magic-user 

of 

"el 

MONKBARD: Nil 
PSIONIC ABILITY: I V  
S:25(+7,  +14)  1:25 W:20 D:22 C:23 CH:9 

Hephoertvr looks like o tall hill giant with c1 humped bock and LI club foot. 
He is the only being oble to easily work the extremely hard metol 
adomant. This god has so few worshipers that any being doing a great 
service (iudge'r option) for his sect, on CI 5% chance, will be given CI +5 
shield especially mode to be useabie by any class ond not hamper him in 
battle. 

He use6 a nine foot long hommer in bottle that striker for 20-80 points of 
damage. 

The god works in (I volcanic mountain with his helpers: greater cyclopes, 
fire elementals. efreet, and some of the lesser "/per of intelligent demons. 
The god is friend to the dwarves and has been known to personally teach 
their m m t  tcllented smiths. A red dragon guards the tunnel entrance to his 
mountain. This ancient creature will olwayr talk to those who reek en- 
trance to discover if they ore merely curious (and therefore edible) or 
hove o c t w  business with the god. His clerics obove 10th ievel are allowed 
tocommunewith him in themve~forodv i~eondihel ike.  

HERA (goddess of marriage and intrigue) 

Greoter goddess 

ARMOR CLASS 2 
MOM: 12" 
HIT POINTS: 3W 
NO. OF ATTACKS 3/2 
DAMAGE/ATTACK 2-20 (+ I) 
SPECIAL ATTACKS: Voice (see below) 
SPECIAL DEFENSES Nil 
MAGIC RESISTANCE: 50% 
SIZE: M (5%') 
ALIGNMENT Neutral 
WORSHIPERS ALIGN: Voriabie 

SYMBOL: Peocock 
PLANE: Olympur 
CLERIC/DRUID: 15th level cleric 
FIGHTER: 10th level fighter 
MAGIC-USER/ILLUSIONIST: 12th level 

THIEF/ASSASSIN: Nil 
MONK/RART). Nil 

(wives and intriguers) 

in each 

. . . . . . . ., . . .. . . . . . . . 
PSlONlC ABILITY VI 
S 17(+1, +I) 1:20 W:25 D:23 C:23 CH:23 

Hem looks like a very tali woman, but she shape changer at will. The 
wife of Zeus. she to the patron of oIi married women. If o woman prays to 
the goddess about husband problems while the goddess is listening ( 0  5% 
chance) the goddess may remt with a curse thrown at the offending mole 
(JCIYeYf. spells negates). 

As the wife of Zeus, she is conrtontly killing or attocking his paramours. At- 
tempting to keep track of them has cawed her to develop methods of spy- 
ing and wotching that we  unparalleled. 

Becouse of her very strong desire for vengeance, her clerics hove CI re- 
venge drive of their own. For the slighted imagined or real wrong doing to 
her or them, the clerics will work to the utmost to cause the deoth of the of- 
fender, sometimes toking yeorr to plan the defeat of the more powerful 
beings. 

While Hem can strike with her rod for 2-20 points of damage, she some- 
times uses her special voice for attacking. When she is ongry her voice 
does 20 points of damage to all within 50 yards of her because of its harrh- 
ness (no raving throw). Those who do not make their saving throw YS. 

spells will be forced to flee in terror from the round of her screoming (os 
the fear spell). 

HERACLES (demigod) 

ARMOR CLASS: -2 
MOVE: 15" 
HIT POINTS: 187 
NO. OF ATTACKS 2 
DAMAGE/ATTACK 5-50 (+ 14) 
SPECIAL ATIACKS: Bow 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE Standard 
SIZE: M (6') 
ALIGNMENT: Chaotic neutra 
PLANE: The PrimeMateriol Plone 
CLERIC/DRUID: Nil 
FIGHTER: 15th level ranger 
MAGIC-USER/ILLUSIONIST Nil 
THIEF/ASSASSIN: Nil 
MONK/BARD 3rd level bord 
PSlONlC ABILITY Nil 
S:25(+7,+14) I : I l  W:9 D:19 C:20 CH:17 

The son of Zeus, this demigod is strength personified. He appears (IS 01 

normal, very muscular man with o lorge beord. Herocler is  quite naive,, 
ond will hove nothing to do with magic-u$ers or clerics. whom he does not 
trust. 

He user c1 special bow 01 the beginning of every battle, a bow which only 
he con use effectively. It has a range of I mile, ond it cannot miss at 
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KRONOS (former ruler of the gods ond greoter titans) 

GREEK MYTHOS 

ARMOR CLASS: 2 
MOVF. 9A" 

MAGIC RESISTANCE: 50% 
SIZE: L [IfN'j 
ALIGNMENT: Chootic evil 
PLANE Tartervr 
CLERIC/DRUID: 25th level cleric 
FIGHTER: 17th level fighter 
MAGIC-USER/ILLUSIONIST: Nil 
THIEFIASSASSIN Nil 
MONK/BARD: Nil 
PSlONlC ABILITY: V 
S:25(+7, +14/ 1:ZS W: 14 D:25 C:25 C H : Z  

Kronos oppeors as o handsome giant. He shape changes of will, and 01 the 
beginning of ony battle, he hurls lava bails (created out of thin air) up too  
maximum range ofZMyordr,eachdoing4-40pointsof damogeperstrike. 

Hisril-kleof odomantstriketosa + 5  weaponfor5-50pointrof damage. 

NlKE (goddess of victory) 

lesser goddess 

ARMOR CLASS: -4 
MOVE: 24"/36" 
HIT POINTS: 357 
NO. OF ATTACKS: 2 
DAMAGE/ATTACK 5-50 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: Cancellation 
MAGIC RESISTANCE: 85% 
SIZE: M (7 ' )  
ALIGNMENT: Lawful neutrol 
WORSHIPER'S ALIGN: Lawful neutrol, 

ond those wishing victory 
SYMBOL: Winged womon 
PLANE: Olympur 
CLERIC/DRUID: Nil 
FIGHTER: 20th level fighter 
MAGIC-USER/ILLUSIONIST See 

THIEF/ASSASSIN: Nil  
MONK/BARD: Nil 
PSlONlC ABILITY: VI 
S : 2 3 ( + 5 , + l l )  1:23 W:23 D:23 C:24 CH:25 

This unusually stubborn goddess appeorr os o very tall woman with wings. 
She alwoyi uses her divine awe power to $fun lesser creatures, not caring 
whot hoppensto the poor mort& thotree her.Atwill, sherhape changer. 

In closecombot, she userarodofpower thot inflicts5-50pointrof domage 
ata  touch (noroving throw). 

She is able to destroy any device used against her (raving throw ap- 
plicable) with CI touch of her hand. 

The goddess has o very stern way of looking (11 things and her clerics are 
not allowed to transgress against their alignmentr or sect even once. If 
they do, they suffer death from a lighfning bolt large enough to destroy 

below 

OCEANUS (greater titan of the sea and water areos) 

ARMOR CLASS: 3 
MOVE: 24" 
HIT POINTS 390 
NO. OF ATTACKS: 2 
DAMAGE/ATTACK: 7-7Off-70 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 50% 
SIZE: L (1oO'j 
ALIGNMENT: Chaotic evil 

CLERIC/DRUID: 10th level in each 
FIGHTER: 15th level fighter 
MAGIC-USER/ILLUSIONIST: Nil 
THIEF/ASSASSIN: Nil 
MONK/BARD: Nil 
PSIONIC ABILITY: V 
S:25(+7, +14j 1:24 W: 10 D:24 C 2 5  CH:20 

This greater titan alwoyr hor D green shimmer around his body. He is able 
to raise hurricane winds with a motion of his hand and creote waves of 
great force where there is water. All creatures of water of less than divine 
slotus must obey his commands, though Poreidon outranks him on the 
Prime Material Plone since the greoter titans were defeated. 

PIANE: Torterus 

S:l8(CU%)(+3,+6) 1:18 W 1 0  I I C  C I CH i t  

Odysseur, while below overage height, is on extremely rnu~cular mon. He 
is  o renowned bowman ond wields o bow which has such a powerful pull 
that only he can string it. Odyrrevs gains his strength bonuses "to hit" and 
damoge when using this bow. Though possesring g r ~ f  strength, Odyrseur 
prefers to use his wit and cunning to extricate himself from sticky situa- 
tions, (1s he hor found intelligence more univerrolly useful than strength. 

During the Troian War, Odyueur odded to his reputation of croftinerr and 
cunning with various rtrotegemr. He is credited with the idea of the 
wooden hotre ruse "red to take the city. When returning home from Troy, 
Odyrreus was blown off course ond landed on an island of the lesser 
cyclopes. To escape from the human-eating Polyphemus, Odysreui had to 
blind the giont. As Polyphemus was Poreidon's child, this act brought 
about Poreidon's curse ond forced Odysreur to wander for 10 yeom, never 
quireable toreturn home. 

Some of the dangers Odysseur overcame were: the land of the lotus 
eaters, Circe the sorcerers, a iourney to Hades. the Sirens, stealing the 
cottle of the run-titon Hyperion, railing between the monsters Scyllo and 
Chorybdis, and enchantment by the nymph Colypso. Eventually Odyrreus 
reached his home of the island of Ifhaca, only to find his faithful wife be- 
seised by suitors who were convinced thot Odysseur was dead. In CI fit of 
rage, Odyrreur slew all the suitom almost single-handedly. 
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PAN [god of  nature and wild passion) 

terser god 

GREEK MYTHOS 
vorpal blade, and Athena lent him the bright Aegis shield (cf.), though 011 
of there were later returned. 

ARMOR CLASS: -2 
MOVE: 18" 
HIT POiNTS 359 
NO. OF ATTACKS: 3/2 
DAMAGNATTACK 3-30 
SPECIAL ATTACKS: Fear and beguil- 

SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: 89% 
SIZE: M (5') 
ALIGNMENT: Chaotic neutral 
WORSHIPER'S ALIGN: Chaoticneu- 

SYMBOL: Syrinx 
PLANE: The Prime Material Plone 
CLERIC/DRUID: ldth leveldruid 
FIGHTER: 13th level ranger 
MAGIC-USER/ILLUSIONIST: 15th level 

ing 

tml 

ill"*iD"iPt 

THIEF/ASSASSIN: 15th level thief 
MONK/BARD 15th level bard 
PSlONlC ABILITY: I 
S:2.5(+7,+14) 1:18 W:I8 D:25 C 2 5  CH.22 

As god of nature, Pan has two aspects. On the one hmd he reprerents the 
beneficence and fertility of nature, and on the other the faorsome indiffer- 
ent destructiveness of natural forcer. Depending upon his mood, on en- 
counter with Pan can be terrifying or delightful. 

In oppeorance, Pan hor the trunk of a hvmon with small goat horns on his 
heod and his legs and hooves we like those of o large goot. His main 
power comes from the round of his voice. He has on intense dislike for 
Apollo and iaconstantly pioying procticol joker on the god of music. 

His fist striker for 3-30 points of damage; his voice is able to couse fear os 
the spell within (I range of M yards (roving throw applicoble). 

His syrinx is a ret of reed pipes that he plays 0% CI rod of beguiling. This in- 
strument is able to cause any beings who fail their roving throw to become 
the blindly loving friends of the god. In times of danger and when he has 
suffered the loss of more than 25% of his hit points, he is oble to shout so 
that all beings within 1W must r un  in fear for 4 melee rounds (no roving 
throw). 

Pan ond Apollo ore enemies because Apollo replaced Pan in several areas 
(porticulorly music), and this cowed Pan to lose some worrhipers to 
Apollo. Their rivalry extends to the Prime Moteriol Plone, where their 
clerics are ofien at cross purposes. 

POSEIDON [god of seas, oceans, streams, and earth- 

Greater god 

ARMOR CLASS 3 
MOVE: 18" 
HIT POINTS: 390 
NO. OF ATTACKS: 2 
DAMAGEIATTACK: 4-40 (+ 14)/4-40 

SPECIAL AlTACKS: See below 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 75% 
SIZE: t (30'j 
ALIGNMENT Chootic neutral 
WORSHIPER'S ALIGN: Chaotic neu- 

trol, and dl who depend on the 

quakes) 

(+ 141 

reo 
SYMBOL: Trident 
PL4NE: Olympus 
CLERIC/DRUiD 12th ievel in each 
FIGHTER 13th level fighter 
MAGIC-USER/ILLUSIONIST 17th level 

THIEF/ASSASSIN: Nil 
MONK/BARD: 10th level bard 
PSlONlC ABILITY: Vi 
S:25(+7, +14)  1:20 W:22 D:24 C:25 CH: 2 2  

This god appears as a huge human and may command any non-divine 
creature of the water. At will, he rhope changes, summons water beings, 
andcreoi~ l i fe inonyform (oftenoriginating new lifeformrotowhim). 

His anger 01 coastal towns who fail to socrifice to him monthly may cause 
him to react in one of three ways: he moy toke 011 of the young moles of 
the town in blood sacrifice, he may reduce the town to rubble in on earth- 
quake, 07 he moy flood the town ond the surrounding countryside. 

Poreidon is responsible for the creotion of all horses and he rewords his 
high priests and high prierterser for exceptional sewices with o poladin- 
quality horse for their use. 

Poseidon fights with a C5 trident thoi hits for 440 points twice per melee 
round; this weapon con absorb any single rpell in any given melee round 
and return a like spell at the desire of the god. In bottle, the god often PUIS 
o watery hore around his body thatacts likea +5ring ofprotection. 

This god rewords the prayers of his clerics with material things like springs 
in dry lands, water when needed in the form of rain, or too much woter to 
his clerics' enemies. He hor also been known io  plague the worshipers of 
his sect with enchanted monsters of random types when they hove trans- 
gressed in some way. 

Poseidon i s  the son of Kronor ond Rhea and brother of Zeus and Hades 

in each 
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PROMETHEUS (greater titan) "Forethought" 

Lesser god 

ARMOR CLASS: -2 
MOVE: 15"/24" 
HIT POINTS 388 
NO. OF ATTACKS: 2 (fists) 
DAMAGEIATTACK 5-50/5-50 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES Nil 
MAGIC RESISTANCE: 50% 
SIZE: L [ lw'j 
ALIGNMENT Neutrol good 
WORSHIPER'S ALIGN: Good (humanj 
SYMBOL: Torch 
PLANE: Olympus 
CLERIC/DRUID: 13th in eoch 
FIGHTER: 16th level ranger 
MAGIC-USER/ILLUSIONIST: 15th level 

THIEF/ASSASSIN: 10th level thief 
MONWBARD: 10th level bard 
PSlONlC ABILIN: V 
S 2 4 ( + 6 ,  +12j 1:25 W 2 0  D:24 C:24 CH:25 

magic-user 

Prometheus is the son of lopetus and Clymene, ond the brother of Atlor 
and Epimetheur. When the gods revolted agoinrt the titans, Promethem 
sided with the gods since he correctly deduced the outcome of the 
struggle. Prometheus is credited with mclking the first man ond woman 
from clay, and he has mode it his task to help mankind whenever possible. 
Prometheus tought humans mony of the civilized arts, including the medic- 
inol use of plants, cultivation of grains. and domestication of wild animals. 

Prometheus stole fire from the run and gove it to humankind. For this of- 
front, Zeus ordered Prometheur chained to o mountain top where his 
perpetuolly-regenerating liver was torn out afresh each day by CI griffon- 
vulture. Zeus repented after 30 years and allowed Heracler to free Prom- 
etheur. After he was freed. Prometheus wos invited to Olympus to join the 
gods. 

Prometheus is the only titan worshiped as o god. As a taken of his punish- 
ment, Zeus ordered Promethem to wear ~1 ring made from his chains. 
Prometheus' clerics olso wear on iron ring set with o chip of stone 
supposedly from the mountain where Prometheus was chained. 
Prometheus expects his clerics to be self-reliant, but not self-centered. 
Trickery and cunning are fair weoponr but only if the end serves the 
human rote CIS a whole. Prometheus will ride with faithful clerics .against 
any force, even the most powerful god, but he taker a dim view of clerics 
colling upon him unless they hove absolutely no chance of survival other- 
wise. 

The clerics of Pmmetheus will take any available opportunity to kill (I 
griffon. They will also do 011 in their power to prevent humanafrom attack- 
ing any titan, and will actually ride with Atlor or Epimetheur if they see 
either titan under attack. 

Prometheus con create any mortal creature from cloy in 2 melee rounds. 
This creature will serve him until it dies, though Prometheus urually rets it 
free after FI specific service. In return for extraordinary service by one of 
his c le r i q  Prometheus moy reward the cleric with o companion creature 
suitable to the cleric's level of experience. 

GREEK MYTHOS 
THESEUS (hero) 

SPECIAL ATTACKS: Nil ' 

SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: Standard 
SIZE: M (6'1 
ALIGNMEN?: Lawful good 
CLERIC/DRUID Nil 
FIGHTER: 13th level poladin 
MAGIC-USER/ILLUSIONIST Nil 
THIEF/ASSASSIN. Nil 
MONK/BARD: 9th level bard 
PSIONIC ABILITY: Nil 

S: 18(76/(+2, +4J I: 18 W: 17 D: 18 C 18 C H  18 

This hero WLIS credited with defeating the first and most powerful 
minotour. He was noted for his bravery and fearlessness, but often lost 
struggles for power because of his refusal to deai on anything but on 
honest and open level with his enemies. He can be counted on to know 
the hobitr ond weaknesses of all enemies he facer, both mogical and non- 
magical. 

Attock/Defense Modes: Nil 

TYCHE (goddess of good fortune) 

Lesser goddess 

ARMOR CLASS: 3 
MOVE: 12"/36" 
HIT POINTS: 203 
NO. OF AlTACKS: I 
DAMAGE/ATTACK See below 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: IW% 
SIZE: M (5'j 
ALIGNMENT: Neutral 
WORSHIPERS ALIGN: Neutral, or 

those wishing luck 
SYMBOL: Redpenmgmm 
PLANE: Olympus 
CLERIC/DRUID: Nil 
FIGHTER: Nil 
MAGIC-USER/ILLUSIONIST: l5fh level 

in each 
THIEF/ASSASSIN: Nil 
MONK/BARD: 10th level b o d  
PSIONIC ABILITY: I 
S:20(+3, +8/  l:25 W:25 D:25 C:22 CH:25 

Tyche appears os a rather rmoll, slim, elfin human. She is oble to cod 
"good luck" os a spell. The recipient of this rpeli will always win any 
single contest, no matter what the odds. She con also shape change 01 will 
ond speak with anything. I f  threatened, her touch droinr one-half the total 
original hitpointsof herattocker(nosaving throw). 

She hor a Small blue sphere that is  able to absorb m y  one single attack in 
m y  given melee round and reflect the toto1 damage that the mat-k would 
hove done bock at any being within touching distonce of her perron. This 
device isofunction of her luck, and will not work for anyone elre. 

The goddess is not treated very well in the pantheon, CIS the other deities 
think of her (IS CI m o r  relotive and not reclllv of divine coliber. She if there- 
fore not often willing to oid them in their itruggler against giants. titans. 
and the like. 
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The trondotion of there beings into ADPD terms WOI one of the more diffi- 
cult torkr of this work. They were very hard to cotegorire in the lawful or 
chaotic sense became of the diversity of their worldly actions. The pan- 
theon that resulted isa mixture of Vedic and Hindu concepts, usuolly lean- 
ing toward the Vedic. These gods and goddesses maintain on oloofness 
greater than normol when compared with some of the other pantheons. 

There me sever01 concepts that are original with this section that must be 
dealt with for gaming purposes. The culture that created this mythos also 
created one of the most rigid caste systems ever known, where one is born 
to his or her station in life and leorn~ to live with it. In a campaign under 
the influence of there gods, o chorocter may be born D cleric. magic-user 
or a fighter. One doer not switch from class to class or overlap into other 
areos (which usually prevents any chorocters from hoving two classes). 
The caste system also modifier the behavior of players toward one another 
and toward non-player characters. Persons of higher status are 10 be 
treoted with respect and honor and either obeyed or left strictly alone. 
Those of the magic-user caste are deemed superior to all other castes, 
including the warriors. All of this is  fallowed strictly by those who obey any 
sort of lawful code. 

There io also a belief that oi l  prayers will be omwered if the proper socri- 
ficer are mode to the gods. If the prayer is not immediately omwered, 
then some impropriety was made ond the prayers must be done agoin 
(and agoin) until the desired result is achieved. 

Worshipers ore identified by marks they wear. For example, the followers 
of Virhnu have two parallel lines of o rpeciol white earth drawn from the 
hair-line to the bridge of the nose, with o perpendicular line connecting 
them at the bottom. All worshipers hove morks of this type somewhere on 
their persons. 

Probobly the most difficult concept this mythor presents, 01 least in ADID 
terms, is that of the ''ovotor". An avatar is a physical manifestation of a 
deity upon the Prime Moterial Plane. An avotor usually hor lesser powers 
and o different appearonce than the deity it has sprung from. Avatars 
often represent one particular aspect or ride of CI deity, ond may have 
been creoted to perform ~1 specific function. A deity may hove sever01 
amtors rimultaneourly co-existent, each one different and uninvolved 
with the otherr.Virhnu, in particular, has manyavotars. 

Temples and wltuml trappings within this pantheon vary from one ex- 
treme to another. On one hand, there are awesomely huge shrines to 
single gods that are many stories high, and in the same area fhere ore tiny 
shrinerdedicoted tool1 of the gods thoto single worshipercon use. 

The deities of this mythas ore often described os having many heads 
clnd/or arms. This multiplicity is  somewhat representative of the powers of 
the deity. For example, if a deity has seven important abilities, he or she 
will probably hove seven arms. This number may vary from one mcount to 
mother. Given most of the deities' ability to shape change, it is only 
logicol tho! they have 06 m a n y  orms (or heads) CIS they need. 

INDRA (god of the otrnosphere, storms and rain) 

Greater god 

ARMOR CLASS -12 
MOVE: 18/24" 
HIT POINTS 400 
NO. OF ATTACKS: 2 
DAMAGE/ATTACK: 3-30 i+ 141 
SPECIAL ATTACKS: See bel& 
SPECIAL DEFENSES: +3 or better 

weapon to hit 
MAGIC RESISTANCE: 80% 
SIZE: M (6') 
ALIGNMENT Chaotic newtroll 
WORSHIPER'S ALIGN: Chaotic 

neutrd ond formers 
SYMBOL: White elephont 
PLANE: Limbo 
CLERIC/DRUID: 25th level cleric 
FIGHTER: 14th level fighter 
MAGIC-USER/ILLUSIONIST 20th level 

THIEF/ASSASSIN: Nil 
MONK/BARD: 10th level bard 
PSIONIC ABILITY: 111 
S:25(+7,  +la) 1:25 W 2 5  D:25 C : 2 5  CH:25 

Indro, the first ruler of the gods, appears as o heavily muscled man. His 
main attribute is the obility to create and controi any form of weather at 
will. He con olio influence humans, animoh, and plants 0% ostoff of c o m ~  
mond. He canrhape change atwill. 

Indrawears +4plate moilanda f4rhield in bottle. Hepiiesa bow mode 
out of rainbows which shoots lightning bolts at the rote of two per malee 
round, each doing 3-30 points of domage, with CI 1,WO yard range ( 0 1 1  of 
which is treated or short range). Far hand-to-hand combat, he uses o + 3  
flaminqsword thotdoer3-3013ointrofdomaqe per hit. 

in each 

Indra's Elephanf 

FREQUENCY Unique 
NO. APPEARING 1 
ARMOR CLASS 0 
MOVE: 18"/24'' 
HIT DICEIPOINTS: 150 hp 
% IN LAIR: Nil 
TREASURE TYPE: Nil 
NO. OF ATTACKS 5 
DAMAGE/ATTACK 2-20 ( X  5) 
SPECIAL ATTACKS Nil 
SPECIAL DEFENSES Nil 
MAGIC RESISTANCE: 25% 
INTELLIGENCE: Low 
ALIGNMENT Neutral 

PSlONlC ABILITY: Nil 

LEVEL/X.P. VALUE X/21,450 

SIZE L (20, tall) 

Attack/Defense Modes: Nil 

This huge white beast is oble to carry ony weight his master wishes 
through the air, through the planer, or on the ground. I f  ottockr CIS o 16+ 
HD monster, stabbing with its tusks, conslricting with i ts  trunk, and tromp- 
ling with its great columnarforelegr. Each of thereattacks doer2-20 points 
of domage. 
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AGNl (god of fire and lighming) 

Greotergod 

ARMOR CLASS: -2 
MOVE: l8"/i8" 
HIT POINTS 378 
NO. OF AIACKS 2 
DAMAGEIATTACK: 3~30 (+ 12) 
SPECIAL AIACKS See below 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 75% 
SIZE: L [IO') 
ALIGNMENT Chootic neutral 
WORSHIPERS ALIGN: Chootic 

neutral 
SYMBOL: Flamer 
PLANE Limbo 
CLERIC/DRUiD 20th level cleric 
FIGHTER: 15th level fighter 
MAGIC-USER/ILLUSIONIST See 

THIEF/ASSASSIN: Nil 
MONK/BARD: Nil 
PSiONlC ABILITY: I 
S:24(+6, +12) 1:21 W:20 D:25 C:24 CH:20 

Agni hor 3 legs. 7 arms, and os many CIS 3 heads. He is  completely red. His 
main attribute is the control of 011 forms of fire. He is  oble to control any 
number of fire beings that are within I mile of his presence and cast all 
fire spells os if he were CI Ylth level spell-caster. He irable to cure or cwse  
any direore. 

Hefighbwithanaxeof flamethathitrfor3-30pointrd domogeandrlayr 
lesser demons and devils if it hits them (no saving throw). His fire aura 
brightly illuminates his body ond couses 25 points of fiome domage to any 
who attack him in hand-to-hand combat. This oum will melt weoponsof 
less than CI + 4  bonus when they strike the god (Agni will be damaged by 
such ottockr, but the weapon will be destroyed). Agni has o breath 
weapon uroble 3 times per day tho1 shoots o red stream of flame up to 30 
yards and doer 5-50 points of domage (ruccerrful saving throw versus 
breath weapons negates). His voice charms os thechorm perron or charm 
monsterspell. Hecanshapechange atwill. 

He disdains the use of armor and attacks the strongest of any enemy group 
from his fire chariot. This 1s o one-wheeled device made out of the seven 
winds which appears to be made of red gold. It iE  pulled by 2 giant horses 
which are immune toall forms of heat. On theground, ittmvelsclta rate of 
36". and in the air it 1raveIs at 0 rote of 4 0 .  (Red horses: AC 2, HD IO, hp 
PO.tlAT3, D2-20/2-20/1-12.) 

below 

KALl (black earth mother) 

terser qodderr 

ARMOR CLASS: -9 
MOVE: 27" 
HIT POINTS: 279 
NO. OF ATTACKS: 4 
DAMAGE/ATTACK: 4-40 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: Fear 
MAGIC RESISTANCE: 39% 
SIZE: L (20') 
ALIGNMENT: Chaotic evil 
WORSHIPERS ALIGN: Chaotic evil 
SYMBOL Skull 
PLANE: Abyss 
CLERIC/DRUID: 10th level in each 
FIGHTER: 20th level fighter 
MAGIC-USER/ILLUSIONIST 15th level 

THiEF/ASSASSIN: 15th level osoossin 
MONKBARD 13th level monk 
PSIONIC ABILITY: Ili 
S:25/+7,+14) 1:18 W:5 D 2 5  C:24 CH:-7 

in each 

Koli has night block skin, tusks, 3 eyer, and 4 ormr ending in talons. She 
con shape chonge at will and her vixrge c(rurer feor ar the spell to any 
who look upon it (rove VI. spells negates). 

This goddess is destruction incornme, the ruthless mother who can give life 
and then take itawoy. She eats her own children for sustenance. The other 
deities of this pantheon will allow her to leod them in bottle against the 
most powerful of theirenemier, because she issoawesome in herdertrvc- 
tiveness that she is oble to inspire fear in even the mort gruesome demons 
and devils. Each of her taloned hoods can strike for 4-40 points of domoge. 
Sometimes she wields o sword in one hond that inflicts 2-24 poinn of 
damage (plurrtrength bonus) on CI hit. 

Her worship requires sacrifices of blood, and even on occosion~I human 
sacrifice. Her cult includes many ossclssins. Those sworn to defend her cult 
will often do so in (I sort of berserk, suicidal manner, slaying all who 
oppose them until they themselves are slain. 

KARTTIKEYA (demigod of wor) 

Demigod 

ARMOR CLASS 5 
MOVF. In'' . _  
HIT POINTS 222 
NO. OF ATTACKS: 10 
DAMAGWAIACK: 2-12 (+ 14) each 
SPECIAL ATTACKS: See below 

~ ~~~ 

SPECIAL DEFENSES Nil 
MAGIC RESISTANCE: 50% 
SIZE: 1 (20') 
ALIGNMENT Chaotic good 
WORSHIPERS ALIGN: Chaotic good 

ond wcwrior~ 
SYMBOL Peacock 
PLANE Glodrheim 
CLERIC/DRUID Nil 
FIGHTER 18th level fighter 
MAGIC-USER/ILLUSIONIST Nil 
THIEF/ASSASSIN: 10th level thief 
MONKBARD: Nil 
PSlONiC ABILITY: VI 
%25(+7,+14) 1:20 W:16 D 2 5  C:20 CH:18 

Karttikeyo has6 heodsand 12orms(withrwordsin lOofthem).Eachof his 
swords striker for 2-12 points of domage. This demigod WOI created to 
fight devils wherever they ore found, and his clerics hove o 2% chance of 
successfully requesting oid from him in bonler ogoinrt devils and their 
allies (e.g. rokrharor). 

Korttikeya rides CI gimt peacock into battle, and this bird is his symbol to 
his worshipers ond enemies alike. 

Peacock of Karttikeya 

FREQUENCY Unique 
NO. APPEARING I 
ARMOR CLASS: 2 
MOVE: 24"/36" 
HIT DICE/POiNTS: 120 hn 
% IN LAIR: Nil 
TREASURE TYPE: Nil 
NO. OF ATTACKS I 
DAMAGE/ATTACK 3-36 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: Stondord 
INTELLIGENCE Exceptional 
ALIGNMENT: Lawful good 
SIZE: 1 [20' tall) 
PSlONlC ABILITY Nil 

1EVEVX.P. VALUE: IX/i2,2W 

This huge bird is soid to hove feathers mode of metal, while its beak is raid 
to strike with the swiftness of lightning 01 the god's enemies. The creoture 

Attock/Defenre Modes: Nil 
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attacks OS a 16+ HD monster. striking with i h  beok for 3-36 poinh of 
damoge. and while it does not speok, i t  obeys the commands of the god 
perfectly and can act independently of i ts  master. 

INDIAN MYTHOS 

LAKSHMI (goddess of fortune) 

Lesser goddess 

ARMOR CLASS 3 
MOVE: 18"ff5" 
HIT POINTS. 300 ~. .. ~.. 
NO. OF ATTACKS: 0 
DAMAGEIATTACK Nil 
SPECIAL ATTACK5 See below 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 100% 
SIZE: M (6'j 
ALIGNMENT: Chaotic good 
WORSHIPERS ALIGN: Chaotic good, 

SYMBOL: Lotus 
PLANE Gladrheim 
CLERICIDRUID: 20th level cleric 
FIGHTER: Nil 
MAGIC-USER/ILLUSIONIST: 20th level 

in each 
THIEF/ASSASSIN: Nil 
MONKlBARD: 10th level bard 
PSlONlC ABILITY VI 
S: 10 1:25 W 2 5  0 9 0  C 2 3  CH:24 

Lokshmi is the wife of Vishnu. She appears ar a golden-skinned woman 
and olwoys sits on a giant floating lotus when traveling about on the Prime 
Material Plane. This device wili coiry only her and can trove1 at great 
speed (75"). 

When the goddess looks at beings with only her right eye, they will always 
make their roving throws in the next hour ond always hit targets that are 
physically possible to hit in tho1 time. The left eye has iust the opposite 
effect, for the some amount of time (roving throw VJ. spells negates either 
of these effects). 

Lakshmi olways maker her raving throws. She is immune to attacks from 
creatutes that are flying. 

those reeking luck 

MARUT (wind spirit) 

FREQUENCY Very rare 
NO. APPEARING: 1-10 (10-700 in 

bottles) 
ARMOR CLASS: -2 
MOVE: 9"/24" 
HIT DICE/POINTS 100 hp 
% IN LAIR 25% 
TREASURE TYPE: Nil 
NO. OF ATTACKS: 1 
DAMAGE ATlACK B, weonon +m 
SPEC At Al?AC<S N I 
SPECIAL DEFENSES See oe ow 
MAG C RESISTANCE 50% 
INTELLIGENCE: Average 
ALIGNMENT: Neutral 
SIZE: M (6') 
PSlONlC ABILIN: Nil 

LEVEL/X.P. VALUE: X/i6,700 

There humanoids are crtoturer creoted out of the wind. They serve CIS 

troops for the gods, particularly Vishnu and Rudra, and are often led by 
one of the demigods of air when they enter battle. Marutr live in the 
clouds and help create weather for the gods. They ore not subject to the 
will of ony but divine beings (i.e. c ~ n n o t  be charmed or enchonted), and 
they are inviriblc d e s  ottocking the enemies of the gods. They attack os 
16+ HD monsters with their weapons, which are usually broadswords. As 
wind creatures, they naturally hove the ability to fly 

AnocklDefense Modes: Nil 

RATRl (goddess of the night, thieves, B robbers) 

Demigoddess 

DAMAGE/ATTACK: 1-10 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE 25% 
SIZE M (5') 
ALIGNMENT Neutrol evil 
WORSHIPERS ALIGN: Nevtrcll evil 

SYMBOL: lrnoge of 0 female in dark 

PLANE: Hodes 
CLERIC/DRUID: 10th level cleric 
FIGHTER Nil 
MAGIC-USER/ILLUSIONIST: 5th level 

magic-urer/l5th l w e i  illusionist 
THIEF/ASSASSIN: 15th level osmsin 
MONK/BARD: Nil 
PSIONIC ABILITY: V 
5: 19(+3, +7j 192 W:20 D: 19 C:21 CH:23 

Ratri appears CIS CI well-proportioned womon. She has the ability to cost on 
area of darkness 15' (or the spell) upon any opponent, with no raving 
throw. She also has the power to permanently blind any being that crosser 
her shadow (roving throw YS. spells). 

Ratri weom o magical cloak that causer any obiectr or persons thot touch it 
to be cost into the Ethereal Plane (no raving throw). Her attack of 0 

physical nature takes the form of an ongry look from her eyes that auto- 
moticollydoes 1-10pointrofdamage--hecandothironceparround. 

and thieves 

robes 

RUDRA (storm god, god of the deod) "Lord of Animals" 

Greater god 

ARMOR CLASS: -2 
MOVE 18"/24" 
HIT POINTS: 344 
NO. OF ATTACKS: 2 
DAMAGEIATTACK: 2-20 (+9j 
SPECIAL ATTACKS See below 
SPECIAL DEFENSES: l l l ~ ~ i o n ~  
MAGIC RESISTANCE: 25% 
SIZE: M (6') 
ALIGNMENT: Lawful neutrol 
WORSHIPERS ALIGN: Lawful neutral 
SYMBOL: Black bow 
PLANE: Nirvana 
CLERICIDRUID: 14th level druid 
FIGHTER: 14th level fighter 
MAGIC.USER/ILLUSIONIST 25th level 

illusionist 
THIEFIASSASSIN: 15th level thief 
MONKIBARD: Nil 
PSlONlC ABILITY: V 
S:21(+4, +9j 193 W Z O  D:25 C : 2 4  CH:ZO 

Rudro appears as o man with 0 red complexion and blue neck. He governs 
both the spread of direore and its remedies. He can d m  creote and con- 
trol storms. All of his treasure is kept in a special portable hole that opens 
into on extra-dimensional area approximately the Same d i e  (1s the Grand 
Canyon. 

Rudra posserrer CI magical black bow from which he shoots his orrows of 
disease. There inflict 2-20 points of damoge on a hit, and Infect the victim 
with a rotting disease like that resulting from a mummy's touch. (Save VI. 

death at a -6 negates this effect.) With these arrows, he spreads disease 
among those whore time of deoth hos come. 
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SURYA (sun god) 

Greater god 

ARMOR CLASS: 3 

HIT POINTS 360 
MOVE: ia- 

NO. OF ATTACKS: 2 
DAMAGE/ARACK 4-40 
SPECiAL ATTACKS See below 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE 50% 

ALIGNMENT: Lowful good 
WORSHIPERS ALIGN: Lawful good 
SYMBOL: Sun disc 
PLANE Seven Heavens 

SIZE L (IO? 

CLERiC/DRUID: 20th level cleric 
FiGHTER: 16th level paladin 
MAGIC-USER/ILLUSIONIST 15th 

THiEF/ASSASSIN: Nil 
MONWBARD: 8th level bard 
PSlONiC ABILITY: VI 

magic-user 
level 

S : 2 4 ( + 6 , + 1 2 )  124 W 2 4  D 2 4  C 2 4  CH:20 

S u r p  hardork red skin, long golden hair, 3 eyes in his semi-humon head, 
and 4 o m s  on his humanoid trunk. His main attribute is the ability torleep 
any number of 20th level or lesser beings (non-divine) with no saving 
throw; he can also offect any number of higher level creatures though 
they are given a save VI. spells. This ability has D range of 15". He can lee 
anything in the Prime Material Piane tho! has the run shining on it. He dir- 
dainr the use of armor, ond wili mock demons first in m y  given bottle 
where they appear. 

In battle he uses o shoft of light that no one else can grasp. It is 0 +4 
swordlike weapon and doer 4-40 points of domoge per strike. i t  clim auto- 
moticallydispelsoll illusiontanddorknerr within 1,Mxlyclrds of it, andactr 
as0 non-negatable coniinual light spell. 

SURYA'S CHARIOT: This one-wheeled device is mode of a piece of the 
run, and i s  pulled by 7 magical horses, eoch CI different color of the rain- 
bow. The vehicle is not cwpwwl d e s  Suva rides in it. The chariot 
troveis with no limit to the speed it can attain. The horses are oiways in- 
corporeal and ore never affected by magic. 

When in bottle ogoinst demons. the chariot shiner with intense light that 
causes 30 poink of heat domage per round, with this heat only hurting 
demonic creaturei (noroving throw). 

TVASHTRI (demigod of artifice ond science) 

Demigod 

ARMOR CLASS: 3 
MOVF: 1.5'' 

Tvashtri appears CIS a normal mon. His is  the ability lo design objects of 
great vtiiityand we~pons of awesome power. Because of this, none of the 
weapons that the godr use that ha designed (virtuolly di of them) have 
the power to hurt him. He carries a pinwheel device with him atol l  times, 
and when activoted it is obie 10 permanently nullify 011 mogiml devices in 
a 200 yard radius around it. This thing can also cast black beoms of power 
(one per round) tho1 do 4-40 points of damoge and never miss their target. 
up to 0 range of 3 0 .  

Tvoshtri con regenerote 20 lost hit points per melee round by grabbing 
parts of the air ond applying them to his (or anyone else's) wounds. This 
healing ability requires oil of his mention; he connot ottock or defend 
whiiedoingihir. 

Tvashtri is  the patron of artisans and inventors. His clerics are expected to 
be resourceful and original in solving their problems. 

USHAS (goddess of the down) 

Lesser goddess 

ARMOR CLASS: -2 

HIT POINTS: 300 
NO. OF ATTACKS 0 
DAMAGE/ATIACK: Nil 

MOVE: i a " m "  

SPECIA. ATACKS B nones  p i e  
SPEC A1 DEFEhSES See DP o h  
MAG C RES STAKE 60% 
SIZE: M (5X') 
ALIGNMENT Neutrol good 
WORSHIPERS ALIGN: Nevtrol good 
SYMBOL: Rising sun 
PLANE Elvsium 
CLERIC/DRUID: 20th level cleric 
FIGHTER: Nil 
MAGIC-USER/iLLUSiONISl: 15th /eve1 

illusionist 
THIEF/ASSASSiN: Nil 
MONUBARD Nil 
PSlONiC ABiLiN VI 
S:17(+1,+l/ 1:21 W 2 3  D:25 C:22 CH:23 

Urhos, who oppeors as o woman wearing red ond gold robes, i s  able to re- 
incarnote m y  living thing into any other "on-divine living form. Thir is be- 
EOUSB she is responsible ( 0 3  goddess of the down) for the endless rein- 
cormtion of the daytime. She is able to send o brilliant light from her body 
that will blind 011 those looking at her for 1-4 turns (no roving throw). She 
con regenerote 30 hit points per round while the sun shines on her and she 
uses her gaze to inflict 1-10 points of domage upon any who offend her 
(rhecandothisonceperround). 

She fights the forcer of dorkness, as this is the only substonce thot resists 
her light. In this battle she rider a chariot like that of Suryo'r (q...), except 
that dl of the horses that pull it ore red. When fighting forces of darkness 
and evil, she user her ability of inrtont owokening. This enobier her 10 
awaken dl dormant or sleeping good creatures (so that they may come to 
her aid). i t  olso enabler her to automaticolly dispel all choim/enchont. 
ment-type spells or influencer, ond prevents her enemies from using these 
types of spells orobilitier. 

SPECIAL DEFENSES: See below 
MAGIC RESISTANCE 65% 
SIZE M (6') 
ALIGNMENT: Neutral 
WORSHIPERS ALIGN: Nevtrcrl 
SYMBOL: A pinwheel fan held on ci 

PLANE: Concordant Opposition 
CLERICIDRUiD: 15th level cleric 
FIGHTER: 11th level fighter 
MAGIC-USER/ILLUSIONIST: 20th level 

mogic-user 
THiEF/ASSASSIN Nil 
MONKDARD: Nil 
PSiONlC ABiLIlY I 
S:19(+3,+7) 1:25 W.22 D 2 1  C:23 CH:19 

lode rcd 
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VARUNA (god of order & protector of oaths) 

Grwter god 

weapons simultaneourly. striking twice per round with the moce ond blort- 
ing with the sun disc. 

Virhnu'r magical sea shell outornotically rends him into the Ethereal Plane 
when he is  about to be killed, and his lotus flower con heal all of his lost 
hit points at a touch (up to three times per day). He rider Garudo, the king 
of 011 birds, into battle, ond while on this creature he is  not affected by 
charm rpellrofany type. 

Vishnu i s  very helpful towards his worshipers, ond there is  a chance that he 
will aid them if they are in serious trouble. This is  0 percent chance equol 
to the number of worshipers in mortol danger, to a maximum of 20%. 
Vishnu may rend one or more of his minions (the moruts) to aid them, or 
he may send part of himself in the form of an ovator. An ovator will 
probably hove only one or two of Vishnu? character class levels plus the 
oppropriote divine ability scores. For exomple, o clerical avotor would be 
15th level, have a wisdom of 25, maximum hit points, ond piobobiy o 

MOVE: 15"/24 
HIT POINTS 329 
NO. OF ATTACKS: 3/2 
DAMAGE/ATTACK: 5-M (+ I I) 
SPECIAL ATTACKS Nil 
SPECIAL DEFENSES See below 
MAGIC RESISTANCE: 80% 
SIZE M (6%') 
ALIGNMENT Lawful nevtrol 
WORSHIPER'S ALIGN: Lowful neutral 
SYMBOL: Moon 
PLANE: Nirvana 
CLERIWDRUID 15th level cleric rpeciol magic item ortwo. 
FIGHTER 14th level paladin 
MAGIC-USER/ILLUSIONIST 20th level 

lHlEF/ASSASSIN: Nil ore redeemable. 
MONK/BARD: 4th level bord 
PSlONlC ABILITY: VI 
S23(+5,+ l l )  1:25 W 2 5  D:23 C 2 2  CH:I8 

Varuna is the god of phyricol and moral order, the personification of low- 
fulnerr. He is the protector of 011 ooths, and oothbreakers of the lawful 
alignmenn have rewon to fear his wroth - there is D 1% chance per level 
of the oathbreaker thatVarunawillcouse him or her tobepunirhed. 

Voruna oppeorr as D tall but ordinory man. He hor the ability to become 
ethereal at will. His OUFO of lowfulnerr isso strong that no non-divine 'rea- 
ture of the chootic alignment can opproach within 5" of his farm. Varuno 
wieldso jet black9peor thotrtrikesfor5-50points of damage. 

Virhnu's clerics ore expected to combat the forcer of evil with determino- 
tion and persistence, but to ahow mercy io thme ddeaied opponents who magic-vrer 

VISHNU (god of mercy and light) 

Gieoter god 

ARMOR CLASS -5 
MOVE: 18"/27" 
HIT POINTS: 389 
NO. OF ATTACKS: 2 
DAMAGE/AllACK: 1- 10 (+ 1 I) 
SPECIAL ATTACKS See below 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 85% FREQUENCY: Unique 
SIZE: M (6') NO. APPEARING I 
ALIGNMENT: Lowful good ARMOR CLASS: - I  
WORSHIPER'S ALIGN: All goad MOVE: l8"/48" 

SYMBOL: Sun-disc, reoshell, lotus 8 % IN LAIR: 10% 

PLANE: Seven Heavens NO. OF ATTACKS: 2 
CLERIC/DRUID 15th level cleric DAMAGE/ATTACK 2-24/2-24 ~ 

FIGHTER 17th level poladin 
MAGIC-USER/ILLUSIONIST: 25th level SPECIAL DEFENSES: Sense evil 

THIEF/ASSASSIN: Nil MAGIC RESISTANCE: 75% 
MONWBARD: Nil INTELLIGENCE: High 
PSlONlC ABILITY: I ALIGNMENT Lawful good 
S:23(+5, +I]) 123 W:25 D:24 C:24 CH:25 SIZE: l ( 60 ' )  

PSlONiC ABILITY: Nil 
Virhnu mort commonly appeorr os D normal man with four arms. but he is 
capable ofrhape chonging ot will intoalmost any form. His primary power LWEL/X.P. VALUE: X/17, IW 
i s  the ability to make m y  creature of intelligence (low or greater) unable 
to commit violence of any type within 30 yards of him (no saving throw). This half-monlholf-bird hoter 011 things evil with CI mad porsioo. Garudo is 
When exercising this ability, the god connot do harm. He con also cast raid to be oble to carry 5 gods in full bottle armor and not be slowed in 
double strengthprismatic woI1 spells at will, and undeod turn to dust at his flight. He can senre any evil creatures or things within a I mile radius of 
glance. himself. He can olso summon 1-10 of any type of avian Creature he 

chooser, even over the commands of other gods, bnd 0 1 1  ovionz will follow 
In battle he wields o mace thatdirintegroter onything it hits (saving throw the commands of Garuda when they meet him. Garudo can perform this 
VI. spells applicable) and does 1-10 points of damage per strike plus h is  rummonranceperdoy. 
strength bonus. He dso has a disc weapon that is  capable of shooting o 
stream of fire for 5-53 points of damoge to D maximum range of 40 yords, He attacks by battering with his wings for 2-24 points of domoge per wing 
ond this can be discharged once per round. He i g  oble to use both of these and fights (IS CI i 6+  HD monster. 

Goruda "King of all Birds" 

olignmenk HIT DICE/POINTS IW hp 

mace TREASURE TYPE: Z (X  3) 

SPECIAL ATTACKS: Nil 

Attock/Defenre Modes: Nil 

rnogic-user/l8th level illusionist CreOtWeS 
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INDIAN MYTHOS 

YAMA (demigod of death) 

Demigod 

ARMOR CLASS: - 1  
MOVE: 15" 
HIT POINTS: 229 
NO. OF ATTACKS: 2 
DAMAGEIATTACK: 2- 12 (+ 9j 
SPECIAL ATTACKS See below 

INDIAN MYTHOS 

His red robes ore an artifact in themselves and have the following powerr: 
they give him 103% magic resistance; they negate d l  domoge from heat, 
cold. ond light sources; they prevent him from being surprised from any 
source by flashing red 2 melee rounds before any attack; and they ollow 
himtoflyoodtrovel i n t h e w o t e r a s f a s t o r h e c a n m o v e o n l o n d ( 1 ~ ) .  

Yomo is  the iudge of the dead: based on the record of a mon's deeds in 
life, Yamo decider which plane he will go to after death (in the  COS^ of 
thore who worshipa member of this pontheon). 

SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 25% [ 100% in 

SIZE: M (7'j 
ALIGNMENT lawful neutrd 
WORSHIPER'S ALIGN: Neutral 

alignments 
SYMBOL: Red moce 
PLANE: Nirvana 
CLERIC/DRUID: 10th level Cleric 
FIGHTER: 14th level fighter 
MAGIC-USER/ILLUSIONIST: See 

THIEF/ASSASSIN. Nil 
MONKBARD: Nil 
PSlONlC ABILITY: V 
5 2 1  (+4, +9j 1:24 W: I8 D: 18 C: I8 CH: 18 

Yama started life 06 the first mortal, but IO impressed the gods with his 
ability to cause destruction that they mode him on immortal. He appears to 
the world with green rkin,copper-coloredeyer,and wearing redrober. 

He enters battle weoringormor of etherealness. His + 3  mace hitrfor 2-12 
points of damage per strike. He uses CI +5 magical noore as a weopon 
when he rider his giont water buffalo, which strangler thore he catches in 
3 melee rounds, no matter how mclny hit points they have. He has (IC- 

quired the obility to cast ony magic-user's spell CIS if he were 20th level os 
long os i t  doer domoge to his enemies. 

hirroberj 

below 

Yama'r Water Buffalo 

FREQUENCY Unique 
NO. APPEARING I 
ARMOR CLASS: 3 
MOVE 24' 
HIT DICE/POINTS: 103 hp 
% IN LAIR: 0% 
TREASURE TYPE: Nil 
NO. OF ATTACKS I 
DAMAGE/ATTACK: 4-40 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENSES Nil 
MAGIC RESISTANCE: Standard 
INTELLIGENCE: Average 
ALIGNMENT Lawful neutml 
SIZE: L (12'tallottheshouldersj 
PSIONIC ABILITY. Nd 

LEVEVX.P. VALUE IX/I l ,MO 
Attack/Defense Modes: Nil 

This beast con carry 2 gods dressed in full armor without strain, and it 
moves over lond, air, woiei, or %pace with ease. This creature can pull any 
weight not attached to the eorth. It is slavishly loyol to its master, Yoma, 
ond becoure of this will not allow itself to be used by others. It fights os o 
I b f  HD monster, goring for 4-40 points of domage, and can obey 
complicated ordersfrom Yamo. 



The beings of this mythor present "ideal types" who give their worshipers 
models to live and grow by. As with one or two other mythoi, this allows 
the true believer to become CIS one of the gods with enough faith and 
notural ability (see DIVINE ASCENSION). 

AMA-TSU-MARA (god of blacksmiths) 

Ler$ergod 

ARMOR CLASS 4 
MOVE: 12"/12" 
HIT POINTS 299 
NO. OF ATTACKS: 3,'~ 
DAMAGE/ATTACK: 45 points 
SPECIAL ATTACKS see below 
SPECIAL DEFENSES: Immune to heat 

MAGIC RESISTANCE: 50% 
SIZE M (6%') 
ALIGNMENT NeutrOl 
WORSHIPERS ALIGN: Workerr of 

SYMBOL: Double-edged a x e  
PLANE: Prime Moteriol Plane 
CLERIC/DRUID: loth level cleric 
FIGHTER: 12th level fighter 
MAGIC-USER/ILLUSIONIST 20th level 

The first religion of Jopan wos Shintoism, and this faith centers oround o 
deep love and affection for nature. Temples are arranged around trees 
and gardens. All temples have mole ond female clerics. There are 01.0 8 
million "Komi", or divine spirits, but none of these have imager in the 
temples (see below). Shrines usually face the south ond Sometime5 the 
eost, but never the north or west os they are regarded os unlvcky direc- 
lions. There is olwclyi o gateway (Torii) to every shrine and Sometimes 
there are whole ciusters of there before the shrine. 

Holy symbols do not abound in this religion, but there ore three universal 
ones: the mirror (ossocioted with Amateras" Omikomi). the sword. and CI 

clu~ter of perfect gemstones. metel 

Punishment for transgressions of any type is often through the stripping 
owoy of personal ability. A cleric who transgresses against the gods may 
lose pointrfrom abilities (like strength or dexterity) farslightsinrond r P d  
ability for greater sins, oiways with the provision that such things Con be 
earned back with greaterrervice. mooic-user 

and coid 

The concept of "Kami" is one that prevails in all of Joponere thought 
throughout the sever01 faiths of the island. I t  is sometimes translated to 
meon "divinity" or "spirit", but is  o much more universal ideo that is 
urvolly left untronsloted by those thot underrlond i t .  All things deserve to 
be revered andlor dreaded for their own raker. The concept is opplied lo 
everything: all animals, 0 1 1  plonts. seas, mountains, or any noturol 
phenomeno. Each of there has its own divine spirit- the larger (or more 
importont) the place, the greater the Kami. If their "place'' is threatened, 
the Komi may actually materialize as o person with druid or illusionist 
abilities. 

AMATERASU OMlKAMl (goddess of the sun) 

Greoter goddess 

ARMOR CLASS -7 
MOVE: Infinite 
HIT POINTS 400 
NO. OF ATTACKS: 1 
DAMAGEIATTACK: I- IW 
SPECIAL ATTACKS: Polymorphing 
SPECIAL DEFENSES: Immune to heot 

MAGIC RESISTANCE: 75% 
SIZE: M (5 ' j  
ALIGNMENT: Lawful good 
WORSHIPERS ALIGN: Lowful goad 
SYMBOL Octogonol mirror 
PLANE: Prime Material Plane 

and fire 

CLERIC/DRUID: 20th level cIeric/ldth 

FIGHTER: Nil 
MAGIC-USER/ILLUSIONIST: 20th level 

in enrh 

level druid 

.. 
THIEF/ASSASSIN: Nil 
MONK/BARD: 15th level in each 
PSIONIC ABILITY: II 
S:25(+7, +14) 1:25 W:25 D:25 C:25 CH:25 

One of o trinity (with Suranowo and Trukiyomi) of the most powerful of 
this group of deities, this humon-reeming goddess w m  the mather of her 
pantheon. Amateras" Omikomi is able to touch anything ond turn it into 
onyfhing else (saving throw onlyapplicabletodivine beingr,and then a l a  
-8). One of her favorite tactics is to change weapons or monsters attacking 
her into small birds. Her fist doer 1-100 points of damage par strike if she 
doesn't f e d  like polymorphing 0 being. She radiates o continuo1 light like 
the spell. 

THIEF/~SSASSIN: ~ i i  
MONK/BARD: 8fh level bord 
PSlONlC ABILITY: V 
S:25(+7,+14)  1:24 W 2 3  D:25 C 2 2  CH:ZO 

This massive human-appearing god is oble to moke any type of magical 
weapon in CI week. He especiolly likes to make swords and speors thot 
fight for themselves (os o sword of doming). The gad con create row ma- 
terials out of thin air, me any weapon known on any plane, and become 
astral or ethereol at will. 

He favors blacksmiths, and there is o 2% chonce that any weapon a black- 
smith maker with extremely speciol core that is dedicated to Ama-lru- 
Mora (at referee's option), wili be made into CI +4  weapon by the god. 

He uses o +4  double-edged axe thot is  12 feet long ond doer 45 points of 
damage on CI hit. It instantly slays any fire-h/pe creclture i t  strikes (raving 
throw vs. deoth applicoble). 

DAIKOKU (god of wealth and luck) 

Lessergod 

ARMOR CLASS: 2 
MOVE: 9"/t2" 
HIT POINTS 350 
NO. OF ATTACKS: 2 
DAMAGEIAlTACK: 20 points 
SPECIAL ATTACKS See below 
SPECIAL DEFENSES Ethereolnerr, 

MAGIC RESISTANCE: 20% 
SIZE: M (5%') 
ALIGNMENT Lawful good 
WORSHIPERS ALIGN: Those wishing 

luck and riches 
SYMBOL: Three coins 
PLANE: Prime Materiol Plane 
CLERIC/DRUID 10th leve l  cleridldth 

FIGHTER 12th level fighter 
MAGIC-USER/ILLUSIONIST 12th level 

THIEF/ASSASSIN: Nil  
MONK/BARD: 10th level bard 
PSIONIC ABILITY: V i  
S22(+4 ,+10)  1:23 W 2 5  D:24 C:25 CH:20 

olso see below 

level druid 

in each 
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JAPANESE MYTHOS JAPANESE MYTHOS 
form of thot favored being making his or her raving throws and striking 
their enemies with every try. She also occasionally fovorr beings (not iuot 
humans) that take UIIUIUOI chancer (judge's option) in those situations 
where random chonce plays o hand. There is o 2% chonce of this happen- 
ing in any given situation of great risk, if she is watching. 

While the goddess prefers to use magic to attack her personol enemies, if 
pressed hard enough she will rtrike them with her gem, doing 2-20 paints 
of damage. 

OH-KUNI-NUSHI (potron of heroes) "The Greot Lond 
Master" 

Demigod 

ARMOR CLASS 4 
MOVE: 15"/12" 
HIT POINTS: 200 
NO. OF ATTACKS 2 
DAMAGE/AlTACK: 3~30 (+a) 
SPECIAL AnACKS Nil 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 20% 
SIZE: M (6') 
ALIGNMENT Chaotic good 
WORSHIPERS ALIGN: Chaotic and 

good heroes 
SYMBOL: Red sword 
PLANE: Glodrheim 
CLERIC/DRUID: Nil 
FIGHTER: 18th level fighter 
MAGIC-USER/ILLUSIONISl: Nil 
THIEF/ASSASSIN: ~ i l  
MONKIBARD: 10th level in each 

RAIDEN (god of thunder 8 potron of fletchers) 

Greater god 

ARMOR CLASS: % 
MOVE 1 2 " / 2 4  
HIT POINTS 337 
NO. OF AlTACKS: 2 
DAMAGE/ATIACK 2-20 (+ 12) or 2- 

SPECIAL AlTACKS See below 
24/2-24 

SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 80% (plus see 

below 
SIZE M (7') 
ALIGNMENT: Neutral 
WORSHIPERS ALIGN: Neutral 
SYMBOL: Block spiked moce with o 

PLANE: Elemental Plane of Air 
CLERIC/DRUID: 15th level cleric 
FIGHTER: 13th level fighter 
MAGIC-USER/ILLUSIONIST: 15th level 

THIEF/ASSASSIN: Nil 

crossed lightning bolt 

in each 

MONK/BARD: Nil 
PSIONIC ABILITY: V 
S:24(+5,  +12/ 1:22 W: 19 D:24 C : 2 4  CH: 19 

Roiden hor dark, roughened, scaled skin, with hands thot end in talons 
that ore capable of striking for 2-24 points of damage. The god also has CI 

beard, pointed eyebrows and eors. heavily muscled arms and legs, and o 
large round belly. At will, he can shope change, cost 25 point lightning 
bolts os for os he can see, and create ony type of weather. On rare oc- 
cmions hewil l  aid his moricll worshiwrs with their undertokinor. 

~~ - 
PSlONiC ABILITY: V 
S : 2 0 ( + 3 . + 8 )  1:20 W: IO D 2 0  C : 2 0  CH:20 In battle hevresa +3ietblackmoce thotrtrikesfor2~20pointrofdamoge 

every time I t  hits and disenchants other magical weapons and armor it 
This god always appears humon, and in his aspect CIS Lond Master he is comes in contoct with (no raving throw). He wears +3 black rplint maii 
able to converse with 0 1 1  "notvro'' cre~turer, heal them and make them and usel a f 4  eochonted shield that prevents the I U C C ~ E S  of any single 
grow young or old at will. The very ground rpeokr to him and tells him weopon'r attack in any given melee round (with the most powerful 
who has posed or what is hidden underneath. weapon being stopped in the case of more than one strike attempt against 

the deity). When Raiden battles, o wind storm c~lwoys rages around him 
Oh-Kuni-Nushi wields D greot red two-handed sword thot striker for 3-30 that does notollow missileweoponrofany type to touch him. The god olso 
points of damage. He encourager his worshipers to actively reek heroic has o shadowy aura about his body (at times when he is not wearing 
quests which they may attempt. ormm or using his shield) thot negotes the affects of any 8th or lower level 

magic-users' spell. 
Clerics of Oh-Kuni-Nushi must attempt o heroic existence. These mortals 
travel the earth preaching a doctrine of the usefulness of bravery and Besides his mace, Roiden uses CI set of double-strength drums of panic. 
courage to oll walks of life. They may only rise to the next level if they Thesewillonlyaffecttheenemierofthego~rallier. 
havecommitfedo heroicoct on their own initiative (DMs discretion). 

In his aspect os potron of fletcherr, the god will gront, to every worshiper 
who designs orrowo, the ability in his or her lifetime to mote ten arrows of 
rloying mortols. There rhoftr wil l not disploy their power or be detectable 
os mogicol. This may occur when ~1 fletcher tokes extremely special care 
with the crofting of an orrow; even the creator will not know there orrows 
for what they are. The maker will only prize them for the effort he or she 
put into them (the referee will know, however). 
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JAPANESE MYTHOS JAPANESE MYTHOS 

S:25(+7,+14) 1:24 W:20 D:25 C 2 5  CH:22 men6 

A loge beorded oriental with long flowing black hair, this deity can often 
be found riding (I thunder cloud. He costs lightning bolts (doing 30 points 
of domoge per strike) any time he will$. He shape changes ot will, con 
summon any time 1.10 air or water elementalr to do his bidding, ond he 
can takeaway the power offlight from any being for up to 1 week (norov- 
ing throw). He wears yellow +4  splint mail into bottle that emits blortr of 
heotanceper round (d~ing20pointrddamage toallwithin lofeetofthe 
god, no soving throw). 

SYMBOL: White dirk 
PLANE: Elysium 
CLERIC/DRUID: 20th level cleric 
FIGHTER: 12th level ranger 
MAGIC-USER/ILLUSIONIST: 15th level 

THIEF/ASSASSIN: 15th level osso~~ in  
MONK/BARD: 10th level bard 
PSlONlC ABILITY: VI 
S:25(+7,+14) 1:23 W 2 3  D 2 5  C:25 CH:25 

in each 

He uses a +4  yellow sword that strikes for 3-30 points of damage with 
every hit, ond if the weapon misses his enemy in any given melee round. 
thenextcl~rertenemywill be hit.Whilethegodisin thewoter, heislCQ% 

selves infrontof himrothattheyare hit insteadofthegod. 

This god has light blue skin, but otherwise appears to be o massively built 
human male. At will the god canshope change, and summon one of any 

summon  m y  obiect he sees to his hond (magic saving throw applicable) 
IO thot enemier'wea~onsond the likecan be taken awovfrom them. 

magic reriltont, and the nearby CreCItUreB of the throw them- type of flying Creature (UP to 5 times per day). He also has the ability to 

He uses a +4 pike in bottle thot strikes for 40 points of damage with every 
hit and connot be broken by m y  force on the Prime Materiol Plane. The 
weapon also maker the god immune to poison. petrification, ond magic 
lor attacks. 
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JAPANESE MYTHOS 
YAMAMOTO DATE (hero)  

ARMOR CLASS: 2 
MOVE: 12" 
HIT POINTS: 189 
NO. OF ATrACKS: 2 
DAMAGEfATrACK: 3~ I8 
SPECIAL ATTACKS: ~ i l  
SPECIAL DEFENSES Nil 
MAGIC RESISTANCE: Standod 
SIZE: M 
ALIGNMENT: Lowful good 
CLERIC/DRUID: Nil 
FIGHTER: 15th level poladin 
MAGIC-USER/ILLUSIONisT ~ i i  
THIEF/ASSASSIN: ~ i l  
MONKBARD: Nil 
PSlONlC ABILITY: Nil 

Attock/Defense Modes. NII 
S17 (+ l , +1 )  1.17 W l l  

h x 

This hero, son of an emperor, if renowned for his obility os o fighter ond 
loyalty to his emperor father. Many tales exist of his cunning and skill at 
disguise. He harthedirguiserkillofon 11th l e v e l o s ~ ~ s ~ i n .  

Yomamoto Date is known for his awesome speed and ability with a n y  
blade. He has o magic sword that io both LI drogon slaying blade and 
sword of sharpness. 

JAPANESE MYTHOS 
YOSHI-IYE [hero) 

ARMOR CLASS: 2 
MOVE. 19" 
HIT POINTS 109 
NO OF ATrACKS. 3/2  
DAMAGEfATTACK 2-24 with orrow 

otherwise by weapon 'ype 
SPECIAL ATTACKS See below 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: Standard 
SIZE M 
ALIGNMENT Neutral good 
CLERIC/DRUID: Nil 
FIGHTER: 13th level ranger 
MAGIC-USER/ILLUSIONIST Nil 
THIEF/ASSASSIN: Nil 
MONK/BARD: 5th level in each 
PSIONiC ABILITY: Nil 

S: IS(89/(+2, +4/ I: 17 W: IS D: 19 C 19 CH: 18 
AttacVDefenre Modes: Nil 

This warrior holds the wor god Hochiman as his patron, and his prayers for 
aid are occc16ioncllly answered personally by the god! He is CI mighty 
fighter with any weapon. but his bow skills ore legendary. His arrows are 
so powerfully launched tho! they can reputedly pierce rocks and so rkill- 
fullyoimed thattheydogreoterthan normaldomogewithevery hit. 
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The world of Nehwon is the creotion of the famous fantasy author, Fritz 
Leiber. In it ore (I vost variety of gadr, goddesses. and heroes of the best 
ond worst sort. It is CI world where magic is  mixed with adventure to form CI 

I b d  that irveryenjoyoble to reodabout. 

Striding through the poger of Leiber? hooksare two extraordinary charac- 
ters: Fofhrd and the Gray Mouser. The first is  a huge borborian from the 
cold north, and the second i s  o swarthy man from the decadent depths of 
the city. These two combine to create CI set of stories thotdelightand thrill 
all thore who reod them. 

There charocterr live ond ploy in the city of Lonkhmar, the oldest center of 
civilization on the plonet. Within the walls of the city lie everything on 
ADLD pioyercovld orkfor. 

This material includes the concept of Godsland. This is an area on the 
clstrol plone where most of the gods reside (irrespective of their align- 
ment). From this area they keep on eye on, and ore often colled to help, 
the respective cults. 

NOTE: Before developing the creatures and deities of this series, some at- 
tention should be given to a few of the orgonizotionr of the world of 
Nehwon. 

THIEVES' GUILD OF LANKHMAR 

This group is the perfection of the gangster's dream. it actively seeks to 
eliminote any thieves not of its membership and has the tacit support of 
tha people of the city, who feor to report members of the Guild to law 
enforcement authorities. The members 0 1 1  study intensive training coursei 
in (111 aspects of the thieving ort, which meonr that instructos are alwoyr 
available for those studying to advance D level. The Guild is led by a 12th 
level Master Thief and he attempts to prevent other members from becom- 
ing CIS skilled as he is. At any given time, there are 3-24 members who are 
about the fifth l w e i  of ability (this doer not include the many lesser 
thieves who are members). Their Guild Hall oppearr to be on old mansion, 
but hos actually become a well-disguised fortress with many levels under- 
ground with eicope tunnels which leod to exits 0 1 1  over Lonkhmar. 

SLAVERS 8ROTHERHOOD 

The Brotherhood parser as the bodyguord division of Lankhmar. Any type 
of fighter from the 1st level to the 10th can be hired foro price. All types of 
closie~ of people in Lankhmar use the Brotherhood for lobs. While openly 
it displays an uninspired. ignorant focode, in reolity it is  a subtle, powerful 
force in the city. Its leader and all the most powerful members are Expert 
or better ossosiin~. The Guiidmarter Assassin is  also watchful of his sub- 
ordinates and tries to kil l  those thotadvance to Prime Assassin level. 

SNOW WITCHES 

Many of the northern tribes hove (I group of women that have o measure 
of magical power. These women, after some preparation and working to- 
gether, con control all forms of cold and ice spells. They also possess, 
among the strongest members, D limited telepathy when in direct eye con- 
tact with a human. Given CI group of 5 women and 24 hours of time, 
limited weother control [chilling) is  possible; this effect has a range of 5 
miles. 

FIRE SORCERERS OF THE EAST 

These men come from the always uncertain East, and while never ottain- 
ing high Iavels in the magical arts, they are still able to master fire spells 
and illusions of this type to (I high level of excellence. They can use all 
fire-orientedspellr~ttwice their level of ability, i.e. 09th level spell carter 
of this type con use fire spells os an 18th level magic-user. To compensote 
for this specialirotion, they are limited to holf their level of ability in a11 
other spell areas. 

J 
GEMS 

In Fritz Leiber'r works, some gems have very speciol powerr. A case in 
point are the [eweled skulls ond hands of the dead mostem of the Thieves 
Guild. The gems give the power of life and locomotion to these dead body 
ports. In the case of Urgaans of Angarngvr tower, for example, the gems 
ploced at its center onimated the structure, giving it the power to move it- 
self internally and kill intruders. Gems ore often mogicol contoinem of 
IOVIS and life, or sources of strange powers. 

CULTS OF THE BEAST 

On the world of Nehwon there is o belief held in common by 0 1 1  of the 
mortals of the planet that there exist 13 perfect specimens of each of the 
animal creatures of the world. These 13 are fully intelligent and are the 
models for all the individual members of the species to look up to. They 
exist to oid either CI pivotal member or a large group of Q species that is 
threatened. 

Belief in there perfect groups of 13 has coured some mort& to develop a 
warship of them in order to toke advantage of the chonce to sometimes 
use them to further mortal concerns. 

It is soid that to coptute and control one of there 13 will re6ult in the control 
of the whale species. 

FAFHRD (hero) 

ARMOR CLASS: 3 
MOVE: 12" 
HIT POINTS 120 
NO. OF ATTACKS: 2 
DAMAGEIATTACK: By weupon type 
SPECIAL ATTACKS Nil 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: Standard 
SIZE: M (6 feet, I I inches) 
ALIGNMENT Neutral good 
CLERIC/DRUID: Nil 
FIGHTER: 15th level ronger 
MAGIC-USERIILLUSIONIST Nil 
THIEFIASSASSIN: 13th level thief 
MONKIBARD: 5th level bard 
PSIONIC ABILITY Nil 

S: 18(W)(+3, +6) I: 17 W 14 D 
AttackIDefense Modes: Nil 

: 18 C: 18 CH: l i  

This Northern red-hoired borborian is the strong arm of the two-hero teom. 
Taking special interest in languages, he can read and write 0 1 1  the major 
one3 of Nehwon ond there is  an 80% chonce that he will underrtond any 
obscure one he is exposed to. He olwoyr carrier CI bastard sword (which he 
olwoys names Graywond) and 0 dirk (more short sword or poniard than 
anything elre) he c d s  Heartreeker. He sometimes fights with a hond axe, 
bolonced for throwing, in hit left hond. He is also adept with o long bow. 
Fofhrd is  able to climb walls and hide in shadows with CI +20% over his 
usual thiefly bore. 

Coming from the frigid planes of the cold north, this borborion hero is (I 
hardy soul who withstands hardships with CI grim mile. He loves roiling, 
06 hewenton mclnyviking-likeroidrarayouth. Itwasin tankhmarthat he 
met the Groy Mouser. This hero is very emotional and willing to believe in 
wild tales and schemes far more readily than thir shorter partner. Fafhrd 
has even gone so far os to toke up religion upon one occasion, which wof 
short lived hut epic in the telling. 
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GRAY MOUSER [hero) 

NEHWON MYTHOS 
His temples ore among the mightiext in 011 of Lankhmar. It seems thot the 
more powerful patrons ore devoted to the cult more out of feor of "the re. 
veoling of informotion" than faith in the might of the religion. Clerics 
moke i t  their personal duty to sneak about the town, learning all they can 
about the populace. 

ASTRAL WOLF 

FREQUENCY Very rore 
NO. APPEARING: 3-12 
ARMOR CLASS: 3 (on the ostrd 

:q \, 4 .  

below) 
DAMAGE/AllACK: By weapon type 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE Stondard 
SIZE: M (5") 
ALIGNMENT: Neutral 
CLERIC/DRUID: Nil 
FIGHTER: I i fh level fighter 
MAGIC-USER/ILLUSIONIST: 3rd level 

mogic-user 
THIEF/ASSASSIN: 15th level thief 
MONK/BARD: Nil 
PSlONlC ABILITY Nil 

S i6(0, +I) I: 18 W 14 D 19 C: 17 CH: 18 

This short mon of the western cities supplies the refinement and delicacy 
his brawny portner lacks. He COI IS  his ropier Scalpel and the dogger he 
uses (balanced for throwing) Cot's Clow. The Gray Mouser is very fond of 
studying thingrarcone, but has not the mogicc. skills lo master hirrtudies. 
He has (I greot oversion to onything $harp being pointed at him, an 
aversion that h m  roved his life many times, He gentrolly fights with 
Scalpel in his right hand and Cot's Claw in his left, incurring no penalties to 
hit due to his phenomenal dextetity. When so armed, he strikes 3 times per 
melee round, with o 50% chance that the third strike will be with either 
weapon. 

While the Mouser grew vp on the streets (with all that that implies), his 
teen years were spent with an old hedge magician who taught him the 
ways of lbw and a little magic. i t  WOI there doyr $pent in the forests with 
his mentor that gave Mouser his streak of morality. It was shortly after this 
time that the young m a n  met his lifelong friend Fafhrd. While the Gray 
Mouser is a thief, CI liar. and o trickster supreme, he can be relied upon to 
keep faith for causes he rupportr and people he favors. 

Attack/Dsfense Modes: Nil 

AARTH 

Demigod 

ARMOR CLASS: 2 
MCIVF. 18" . .- . . . . 
HIT POINTS: 244 
NO. OF ATTACKS 3/2 
DAMAGE/ATTACK: By weapon type 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE. 25% 
S17F. M 1 5 % ' )  - . .  > - . - ,  
ALIGNMENT Lawful nevtrol 
WORSHIPER'S ALIGN. Lawful neutral 
SYMBOL: Glowing gold rectangle 

on o field of black 
PLANE Godsland 
CLERIC/DRUID: 15th level cleric 
FIGHTER: 10th level fighter 
MAGIC-USER/ILLUSIONIST: 30th leve l  

S:20(+3 ,+8)  1:25 W:24 D 2 5  C:23 CH:22 

Aarth was once (I powerful wizard, becoming so renowned that after his 
death, he achieved demigodhood. Because of the vast numbers of his wor- 
shipers, when the cult is suffering greatly, he will be brought to the Prime 
Material Plane to help his followers, 

He instantly knows the powers of any device used agoinst him ond he hos 
o special spell that con negate any magical device OI o rod of cancelia- 
tion. When he taker personal port i na  bottle, hefightrinvioibly. 

plane)  
MOVE IS" 
HIT DICE/POINTS: 3 HD 
% IN LAIR: SO% 
TREASURE TYPE: Nil 
NO. OF ATTACKS I 
DAMAGEfATTACK: 2-8 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE Standard 
INTELLIGENCE: Animal 
ALIGNMENT: Neutral evil 
SIZE L (4' at the shoulder) 
PSlONlC ABILITY Nil 

LEVEL/X.P. VALUE: i1VW + 3 per hp 
Attock/Defenre Modes: Nil 

These creatures are wolves that hove died hvngryand now room obout the 
wastelondr in astral form, seeking tofi l l  their now ever-empty bodies. All 
attacks ore made in isolated areas. There creoturer are able to force sleep- 
ing hvmonr into the .astral plane when there are 5 or more wolves con- 
centrating on the act (save VI. spells applicable). When humans are at- 
tacked in this other plane, their earthly bodies will show the damage of 
the wolves' fangs. 

BEHEMOTH 

FREQUENCY: Very rare 
NO. APPEARING I 
ARMOR CLASS 4 
MOVE: IZ"//l8" 
HIT DICE/POINTS: 15 HD 
% IN LAIR: 30% 
TREASURE TYPE: Nil 
NO. OF ATTACKS: I 
DAMAGE/ATTACK: 4-40 
SPECIAL ATTACKS Nil 
SPECIAL DEFENSESINiI 
MAGiC RESISTANCE Stondord 
INTELLIGENCE: Animal 
ALIGNMENT: Neutrol 
SIZE: l (40 '  long) 
BIONIC ABILITY Nil 

LEVEWX.P. VALUE: V111/4,0W + AttacVDefenre Modes: Nil 
20 

per hp 

Imagine CI killer whole with four stubby lege. ond no fins and you have CI 
perfect picture of o swamp behemoth. These fearsome mammals are 
easily capable of crossing water, marsh gross, and quicksand. A behemoth 
alwaysattackrthe largestthing inanygivengroup. lthasawhitecousinof 
the snowy North which has c1 thick coat of f u r  and short clowo on its feet. 
This snow beast is  known to hunt during the fiercest of blizzards. There is  
olso LI jet block species with much longer legs that inhabits the plains and 
hiils of Nehwon. 
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BIRD OF TYAA 

NEHWON MYTHOS 
DEATH 

FREQUENCY Rare 
NO. APPEARING 3-30 
ARMOR CLASS 7 
MOVE: 1"/18" 
HIT DICE/POINTS: 1-4 hp 
% IN LAIR: 10% 
TREASURE N P E :  Q 
NO. OF ATTACKS I 
DAMAGE/ATTACK 1-6 
SPECIAL ATTACKS 20% hove poison 

clows 
SPECIAL DEFENSES Nil 
MAGIC RESISTANCE: Stondord 
INTELLIGENCE law 
ALIGNMENT Neutral evil 

PSlONlC ABILITY Nil 

LNEL/X.P. VALUE: 11/30 + I per 

SIZE s ( 1 ' )  

Attock/Defenre Modes Nil 

This avian is closely related to the roven, but has a much higher level of 
sentience. It is commonly found in the mountoinsand hills. There is o 20% 
chance thot the bird'r claws are poisoned. os it is  able to crush some types 
of deadly berries for that effect. The bird knows how to strike for exposed 
body ports and use5 a diving otlock. These evil birds are omong !he fol- 
lowers of thegodderrTyao (q.".). 

COLD WOMAN 

FREQUENCY: Unique 
NO. APPEARING: I 
ARMOR CLASS -2 
MOVE: 9" 
HIT DICE/POINTS: I80 hp 

IN LAIR: 10% 
TREASURE N P E :  U (X 5) 
NO. OF ATTACKS I 
DAMAGE/ATTACK: 4-40 
SPECIAL AllACKS: See below 
SPECIAL DEFENSES See below 
MAGIC RESISTANCE: 25% 
INTELLIGENCE: Very 
ALIGNMENT Nevtml 
SIZE 1 (30' toIIJ 
PSiONlC ABILIN: Nil 

LNEL/X.P. VALUE: X/28,5W 
Attack/Defenre Modes: Nil 

This creature is basically 0 huge white pudding. Her powers include i t -  
lusion generation, and c1 cold m y  with o range of 6" which doer 7-70 
points of damage if it hitr. (Successful SOYB vs. spells indicoter a miss. Sav- 
ing throw is adjusted by dexterity modifiers to AC, e.g. 17 dexterity giver a 
+ 3 ) .  Cold Womon "biter" for 4-40, attacking CIS CI 16+ hit dice monster. 
and those bitten who foil to save oreparalyzed. 

Chopping or striking Cold Woman has no effect, os revered parts im- 
mediately rejoin the creature. Lightning has the same effect. Cold, of 
course, does not bother her in the leost. Her corrosive secretions dissolve 
metol 01 the same rate os o block pudding: chainmoil is destroyed in 1 
round, ploie mail in 2, with each magical plus of the armor adding a round 
to the time needed to corrode. 

Cold Woman lures persons into her lair with gems and jewelry, which are 
scattered about her cave. She then porolyrer them and inserts one of her 
eggrintothebody.Inaday'rtimetheegg hotcherand herrpawn(owhite 
pudding) Bots the host. The egg Is eorily removable and the spawn will die 
if exposed to the air before hatching. 

In the wcIstes. it if raid thot the excessively evil or greedy fall prey to her 
power most often. She alwoyr obondons a lair ofter laying one botch of 
eggs. Legend has it thot there is only one Cold Womon 01 o time; 011 the 
rest await her death, and then the strongest one becomes the mother. Her 
young are known as Cold Spawn. 

Greatergod 

ARMOR CLASS -5 
MOVE: Infinite 
HIT POINTS 3% 
NO. OF ATTACKS: 10 ( 1  per 

segment) 
DAMAGE/ATTACK: Special 
SPECIAL ATTACKS See below 
SPECIAL DEFENSES Nil 
MAGIC RESISTANCE: 95% 
SIZE: M [77 
ALIGNMENT Neutral 
WORSHIPERS ALIGN: Al l  alignments 
SYMBOL: Deoth's head 
PLANE: Prime Moteriol Plone 
CLERIC/DRUID 30th level cleric 
FIGHTER 30th level fighter 
MAGIC-USERIILLUSIONIST: 30th level 

in each 
THIEF/ASSASSIN: 15th level ossossin 
MONK/BARD: 23rd level bord 
PSlONlC ABILITY: I 
S24(+6,+12) 1:24 W 2 4  D:24 C:24 CH:21 

Referred to (IS CI minor death, this deity is responsible for 011 the dying on 
the world of Nehwon. He is given quotos to be met by the Lords of Necer- 
rity (beings about which very little is known). He oppearr c1s (I man with a 
cadaverous skin color and he has the power to know the entire port history 
of o being ata glome. 

His sword sloys anything it touches. On Nehwon, dl beings are mortol. It 
was pointed out that even Death is owore thot at some future date, he will 
die. 

He lives in a huge fort in the heart of Shodowland, a land of perpetuol twi- 
light where the dead rest under the eorth, to be called on clt the will of 
Death. 

DEVOURER (alien wizard) 

ARMOR CLASS 7 
MOVE 15" 
HIT POINTS 50 
NO. OF ATTACKS I 
DAMAGE/ATTACK By weapon 'ype 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: 24% 
SIZE: Varioble 
ALIGNMENT Lowful evil 
CLERICIDRUID: Nil 
FIGHTER: 5th level fighter 
MAGIC-USER/ILLUSIONIST 13th level 

magic-urer/25th level illusionist 
THIEF/ASSASSIN: 10th level thief 
MONK/BARD: Nil 
PSlONlC ABILITY: Nil 

S 15 I: 19 W 5  D: 17 C: 19 CH:ZO 

Aliens of high mogicol ability, there creatures are totolly occupied with 
selling. This preoccupation forcer them to any extreme in perfecting their 
art. The best of them sell only iunk they hove mogicked into something 
appearing to be valuable. 

They come from another Prime Material Plane of existence. Their usual 
practice in ony given plclce is to estoblirh o sales beachhead ond trick 
whole nations and peoples into trading all of their valued items for the 
Devourer's junk, until 011 the voluoblesare goneand they mustworkosthe 
Devourer's doves to acquire the magicians' worthless wares. 

Attock/Defense Modes: Nil 
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GHOUL, Nehwon 

FREQUENCY: Rare 
NO. APPEARING 1-1W 
ARMOR CLASS: 10 
MOVE 12" 
HIT DICE/POINTS: 3 HD 
% IN LAIR: 80% 
TREASURE NPE A 
NO. OF ATTACKS: 1 
DAMAGWATTACK: By weapon type 
SPECIAL ATTACKS: Nil 
SPECiAL DEFENSES: 80% invisible in 

MAGIC RESISTANCE Stondard 
INTELLIGENCE: Average-Very 
ALIGNMENT Neutrol evil 
SIZE M (57 
PSlONlC ABILITY: Nil 

Attack/Defenre Modes: Nil 
LEVEL/X.P. VALUE: 11/50 + 3perhp 

dark 

NEHWON MYTHOS 
are those of the many religions in the many temples lining the Street of the 
Gods. Some are powerful, some ore weak, and their fortunes change with 
the quantity and quality of their worshipers, who ore o fickle lot. Though 
most Lankhmarts worship ot one or onother of the ternpies on the Street of 
the Gods, 0 1 1  secretly believe in and fear the gods of  Lonkhmar. who 
protect the city IO that worship moy continue. As long CIS this is the core, 
the godr of Lankhmar are indifferent io  the exisience of the gods in 
Lankhmor. 

n 

Nehwon'r ghouls ore not of the ADLD undeod type, but are CI species of 
humanoids unto themselves. They are almost totally transparent, except 
for their boner, which are grey. They ore often mistaken for skeletons. and 
are olmost invisible (80%) in the dark. Once detected, however, they are 
eosily kept trock of. They enjoy the taste of humon flesh ond sometimes 
raid human senlements for loot and food. It is  said that some ride ghoulish 
horses. transparent to the boner like their masters. 

GODS OF LANKHMAR 

Demigods 

ARMOR CLASS: 3 
MOVE 9" 
HIT POINTS: 2W 
NO. OF ATTACKS: 1 
DAMAGE/AVACK 3-30 
SPECIAL AlTACKS: Withering 
SPECiAL DEFENSES: Nil 
MAGIC RESISTANCE: Standard 
SIZE: M (6') 
ALIGNMENT: Neutrol evil 
WORSHIPERS ALIGN: Neutrd evil 

SYMBOL: Skeleton holding o sroff 
PLANE: Prime Material Pione 
CLERIC/DRUiD 15th level cleric 
FIGHTER: 5th level fighter 
MAGIC-USER/ILLUSIONIST: 201h level 

THIEF/ASSASSIN: Nil 

and citizens of Lankhmar 

magic-user 

MONK/BARD: Nil 
PSiONiC ABILITY V 
S:  19(+3, +7j 124 W 9  0 2 0  C 2 3  C H : 3  

Ancient mummified skeletons iustoining themselves through the use of 
mighty magics, there beings are able io  use spells %ice os fosi cis mmtoi 
spell carters. They each corry 0 double-strength staff of withering. There 
gods appear only when their city is  threatened with grave danger. When 
the problem is solved, they cast about the cily wreoking havoc as a re- 
minder that they are not to be called on too often. They inhabit one large 
temple ot the end of the Street of the Gods. 

The temple is  CI giant double-roomed structure with a ret of 13 crypts 
underneoth that hold the "gods"; the temple hor no clerics. When 
worshipers wish CI fovor from the gods, they toss gifts into the door and 
hope for the best. The moteriol is never there an hour later. 

NOTE The gods of Lankhmor are open lo much free interpretotion by the 
DM. There is D rpeciol difference between the godsof Lonkhmor, the old- 
est city of Nehwon, and the gods "in" Lonkhmor. The gods in Lankhmor 

GODS OF TROUBLE 

Lesser gods 

ARMOR CLASS: -2 
MOVE 12"/24" 
HIT POINTS: 366 
NO. OF ATTACKS 1 
DAMAGEIATTACK See below 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE Speciai (see 

belawJ 
SIZE: M (6') 
ALIGNMENT: Chootic evil 
WORSHIPERS ALIGN: Chaotic evil 
SYMBOL: Three-pointed stor 
PLANE: Gw'sland 
CLERiC/DRUID: 15th level cleric 
FIGHTER: Nil 
MAGIC-USER/lLLUSIONiST 2Mh level 

in each 
THIEF/ASSASSIN: 15th level msoossin 
MONKBARD: Nil 
PSlONlC ABILITY I 
S I 2  1:23 W:l8 D: 18 C 2 3  CH : 18 

There 3 bei6gr of trouble have no constant form and are entities of energy 
that feed on all the trouble mused on the Prime Material Plane. Within 30 
feet of their forms, no magic works, ond when they gaze ai a being, that 
being fails in whotever he or she or it is  attempting (no saving throw). 
When under attack of ony kind, they are immcdiotely tronsported to the 
ortrolplane beforeany forcecon hurtthem. 

They enjoy roaming the world astrolly, affecting all alignments equolly. 
They hove a very m o l l  sect of worshipers. The high priest of this cult hor 
the goring power of his god (saving throw VI. spells applicable).They care 
nothing for their worshipers, ond inflict troubles upon them importially if 
they should C ~ O S I  their path. The cult is quits noturolly (I rather. fatalistic 
one. 

HATE 

Lesser god 

ARMOR CLASS: See below 
MOV€ b 
HIT POINTS: 0 
NO. OF ATTACKS: 6 
DAMAGUATTACK See below 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE 25% 
SIZE: L (90' long) 
ALIGNMENT: Chootic evil 
WORSHIPERS ALIGN: Chaotic evil 
SYMBOL: Foggy imoge with floating 

PLANE: Astral plone 
CLERiC/DRUiD Nil 
FIGHTER: Nil 
MAGIC-USER/ILLUSIONIST See 

below 
THIEF/ASSASSIN: Nil 
MONK/BARD: Nil 
PSlONiC ABILITY: Nil 
S: 10 I: 10 W -  D: 10 C -  ( 

eyes 
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Hate manifests itself aa a thick grey fog with o few red orbs resembling 
eyes in the density. This fog is able to control up to 6 beings (as in o mass 
charm spell) or manipulote up to 6 weapons in its tentacles CIS o set of 6th 
level fighters. The manifestation of the god must be generated at night by 
c( high priest of ot leos+ the 1Mh level and 100 worshipers. The fog will ap- 
peorfrom theworshiperrand irable totravelodistanceof5 miles. Itsonly 
function is to do harm. 

Hate's physical form i$ attached to if$ area of generation by a long. ex- 
tremely tough silver-red cord, which is spun out behind it os it hunts for 
prey. The only woy Hate can be damaged is by cutting this pulsing cord 
(which cannot be seen from in front of the Hole-cloud). The cord is AC -8. 
but any hit with o sharp wsapon, or CI spell such os mogic missile, will cut 
it. dispelling Hate's physical form until the next night it can be summoned. 

ISSEK OF THE JUG 

Demigod 

ARMOR CLASS: 3 
MOVE: 12"/12" 
HIT POINTS, 210 
NO. OF AlTACKS: 3/2 
DAMAGVATTACK: 3-30 
SPECiAL ATrACKS Nil 
SPECIAL DEFENSES: Nil 
MAGiC RESISTANCE: Stondard 
SIZE M 17'1 

/ ,  

ALIGNMENT Lowful good 
WORSHIPER'S ALIGN: Lawful good 
SYMBOL: Man on o broken rack or a 

iug 
PLANE: Godslond 
CLERIC/DRUID: 15th level cleric 
FIGHTER: 12th level polodin 
MAGIC-USER/ILLUSIONIST: 10th level 

magic-user 
THIEF/ASSASSIN: Nil 
MONKIBARD: 15th level b o d  
PSlONlC ABILITY: Nil 
S:25(+7,+14) 1:23 W.25 D 2 2  C 2 4  CW24 

lstek appears as a tall man with twisted wrists and onkler, and his mon- 
ifertationr are olwoyr in humans who are being tortured on the rock. 
These men will destroy the rack and those hurting them. He carries o lug 
which iroble topouroulany liquid thegod wishes. 

His sect i s  D poor one and preacher the need to persevere under any hard- 
ships that life might bring. His clerics trove1 about olwoyr appearing to be 
one of the poor, even if they are not. 

KOS (god of dooms) 

Gieotergod 

ARMOR CLASS: 4 
MOVE: 18" 
HIT POINTS: 377 
NO. OF ATTACKS 2 
DAMAGE/ATTACK: 8-80 (+ 14) or 

SPECIAL ATTACKS! Nil 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE 35% 
SIZE M (7') 
ALIGNMENT: Neutral 
WORSHIPER'S ALIGN: Nevtml ond 

SYMBOL: Crossed sword and oxe 
PLANE: Godsland 
CLERIC/DRUID: 10th level druid 
FIGHTER: 15th level mnger 
MAGIC-USER/ILLUSIONIST: 2Mh level 

3-30 (t 14) 

fighters 

magic-user 
THIEF/ASSASSiN: Nil 
MONK/BARD Nil 
PSlONlC ABILITY: Nil 
S:25(+7,+14) 194 W 2 3  D:25 C 2 4  CH:24 

Kos oppeora 03 o northern barbarian of Nehwon drerred in furs of 
ancient monsters from the worlds port. He fights with an intelligent +6 
brwdrword, doing 8-80 points of domoge per strike. but his code of honor 
prevents him from using it on beings with 18s than 100 hit points. Agoinst 
these he use9 a + 3  hand axe that does 3-30 poinn. His +6 weapon will 
not allow inelf IO be used by other beings; it does 50 poinn of domage lo 
any other being trying to handle it. 

The god is  oble to summon 9-90 berserkers per day for his purposes. He is 
raid to exist in the cold wasles of the North, viewing bottler a11 over the 
plana and destroying cowards amongst his worshipers os soon os they 
show fear. 

LEVIATHAN 

FREQUENCY: Very rare 
NO. APPEARING: I 
ARMOR CLASS - I  
MOVE: 9 / / 1 5 "  
HIT DICE/POINTS 40 HD 
% IN LAIR 15% 
TREASURE TYPE: Nil 
NO. OF ATTACKS 8 
DAMAGE/ATTACK 4-40 or speciol 
SPECIAL ATrACKS: See below 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: Siondord 
INTELLIGENCE Animol 
ALIGNMENT Neutral 
SIZE: L (3W' long) 
PSlONiC ABiLITY: Nil 

AttocklDefenre Modes: Nil 
1EVEVX.P. VALUE: X/15,800 + 35 

per hp 

This squid-like creature liver on the bottom of the ocean and comer up 
once onnuolly to feed on ships thal travel over its territory. The thing's 
main attack form is to coma up t o o  ship, crock it open m d  eat its softer 
contents. Each of its 8 tentacles doer 4-40 points per strike, and when i t  
grabs o ship or thing in the water with 011 8 oppendager it does 30 hull 
value points of damage per melee round. [See DUNGEON MASTERS 
GUIDE, Waterborne Adventures.) 

Whenever the creature has token more than holf its hit poinlr in damage, 
it retreats miles under the water. 
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MOVARL (hero) 

NEHWON MYTHOS 
NINGAUBLE OF THE SEVEN EYES (wizard) 

DAMAGElATTACK: 2-20 (+3) 
SPECIAL ATTACKS Nil 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: Stondord 
SIZE M (6’) 
A1 . ..IGNMENT: Lowful good 
CLERIC/DRUID: Nil 
FIGHTER: 12th level palodin 
MAGIC-USER/ILLUSIONIST Nil 
THIEF/ASSASSIN: Nil 
MONKBARD: Nil 
PSlONlC ABILIN Nil 

5: I8(51)f+Z, +3) I: 14 W: I8 D: 17 C I8 CH: 18 

Movarl is the most influentiol of the heroes of the world of Nehwon, for he 
is (01 lewt ot times) overlord of the city of Kvarch Nor. However. he travels 
often amongst the cities and towns of the Great Forest to champion the 
cause of low and good. Movarl wields his great sword well enough to 
stand with the best of fighters, olthough he will not seek battle with any 
individuals except those who are evil. He fears to fight no one and is im- 
mune tofear spelir. His + I  two-handed rworddoer2-20pointr of damage 
per strike. The man is instantly awme of any evil being within 20 feet of 
him. 

Attack/Defenre Modes: Nil 

NEHWON EARTH GOD 

Lesser god 

ARMOR CLASS: -2 
MOVE: 12” 
HIT POINTS: 300 
NO. OF ATTACKS: I 
DAMAGE/ATTACK: 5-50 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 5 0 %  
SIZE L (15’) 
ALIGNMENT: Chaotic evil 
WORSHIPER‘S ALIGN: Chaotic evil 
SYMBOL: Diamond eye 
PLANE: Prime Materiol Plane 
CLERIC/DRUID 14th level druid 
FIGHTER: 15th level fighter 
MAGIC-USER/ILLUSIONIST Nil 
THIEF/ASSASSIN: Nil 
MONK/BARD: Nil 
PSlONlC ABILITY VI 
S : 2 5 ( + 7 , + 1 4 )  l : l O  W.12  D.18 C.25 CH:II 

This god is an oware piece of molten earth, able to assume any shape in 
this molten form; no forged weapon con hurt it. The tropic0 priests of 
Klesh serve this deity, who wisher to return all of Nehwon to its molten 
state. The only thing preventing this deity from accomplishing i f f  end is  the 
hard crust of the world. 

Itrtempler can be found indesolateareasall averNehwon.Theie temples 
me urucllly rich in gems and gold. The god is able to control beings 
throughomarrchorm spell th.litconcortihrough.nygemconsecrated to 
his sect. Its Klerhite clerics commonly use blow guns. 

ARMOR CLASS: -2 
MOVE 9” 
HIT POINTS: 150 
NO. OF ATTACKS Nil 
DAMAGE/ATTACK: Nil 
SPECIAL ATTACKS See below 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: Stondord 

ALIGNMENT Neutroi 
CLERIC/DRUID Nil 
FIGHTER: Nil 
MAGIC-USER/ILLUSIONIST 20th level 

magic-uset/lZth level illusionist 
THIEF/ASSASSIN: Nil 
MONK/BARD: loth level bard 
PSlONlC ABILITY: Nil 

Attack/Defense Modes: Nil 
5: 14 I: 19 W: 19 D: 16 C: 19 CH: # 5  

SIZE L (9’) 

This being is  Fofhrd’r advisor ond charger ~ I m o s t  the some fees his arcone 
peer Sheelba charger, except that if the Mower is  called upon to kill CI rare 
mogicol bird and bring bock CI feather or two, Fofhid must kill CI roc and 
bring back the whole body! Categorierruch CIS intelligenceond the like, os 
with Sheelba, are subject to change, CIS the being’s nature is not like that of 
humans. Though probably not originally of Nehwon, Ningouble inhabits 0 

huge series of caves near the Sinking Lands. There coves are linked inter- 
dimensionally with other planes, other times of Nehwon ond other multi- 
verses. Only Ningauble, with his alien logic patterns, is able to fully 
comprehend the paths of his C C ~ Y ~ S .  

Ningouble is  alwoyr wrapped in hewy robes with an empty cowl thatdir- 
plays seven constantly moving lights. Occasionally one will protrude from 
the cowl, ond then it can be seen to be on eye upon the end of CI snake- 
like tentacle. There eyer can see through all illusions. 

Ningauble is known LIS the “gossiper of the godr”clnd loves nothing better 
than to listen too good story about the powerful ond mighty or the strange 
andunknown. He has informers in many different times and places. ond 
sometimes maker use of other heroes in worlds other than Nehwon 

PULGH (heroj 

ARMOR CLASS 2 
MOVE: 12” 
HIT POINTS: 72 
NO. OF AlTACKS 2 
DAMAGE/AlTACK 2-12 ( + I )  
SPECIAL ATTACKS: Nil 
SPECIAL DEFENSES See below 
MAGIC RESISTANCE: Stondord 
SIZE: M (6’) 
ALIGNMENT: lawful evil 
CLERIC/DRUID: 4th level cleric 
FIGHTER: 15th level fighter 
MAGIC-USER/ILLUSIONIST Nil 
THIEFIASSASSIN: 5th level ossoiiin 
MONK/BARD: Nil 
PSIONIC ABILIN Nil 

S 17(+1, + I )  I: 14 W: 17 D: 17 C I6 CH:B 

Pulgh does not appear in any of the currently published works about 
Nehwon, although D cou~in, Pulg, is mentioned in “Lean Times in 
Lankhmar”. Pulgh is the greatest worrior of Lankhmar (although when 
Fclfhrd ond Mouser are in the ci”/; Pulgh would be hard pressed to claim he 
was the best in that place . , , ). This title is based on the occomplirh- 
ments of the w~rr ior  in getting impossible things done for the important 
personages of the city. 

He fovorr using a great + 3  spear which doer 2-12 points of damoge, aI- 
though he can certainly employ any other weapon with skill. Prior to 
taking up the tools of the fighter’s trade, Pulgh was on evil clsric.(hence 
the cleric01 ability) and it is rumored that he still serves o cult of black evil 
within the city. He is o shadowy figure who avoids notice whenever pos- 
sible, although he will emerge whenever circumstance6 warrant hisdoing 

Attack/Defense Modes: Nil 

IO. 



NEHWON MYTHOS 
RAT GOD 

Lesser god 

ARMOR CLASS 2 
MOVE: 18'' 
HIT POINTS: 222 
NO. OF AllACKS: 2 
DAMAGE/AllACK 4-40 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 20% 
SIZE: L (IO' ot the shoulder) 
ALIGNMENT: Chootic evil 
WORSHIPER'S ALIGN: Chaotic evil 

SYMBOL: Two red eyer on o block 

PLANE Godsland 
CLERIC/DRUID: 13th level cleric 
FIGHTER: 15th level fighter 
MAGIC-USER/ILLUSIONIST: Nil 
THiEFIASSASSiN: 12th level o~sassin 
MONWBARD: Nil 
PSlONlC ABILITY I 
S : 2 0 ( + 3 ,  +e) I: I8 W 13 D:23 C: 19 CH:d  

The rat god is the monifertotion of a11 men's. fw rs  of its kind. Ail feline9 
must run in fear from this apparition. It alwoyr walks erect, con shrink to 
normal rot size, ond is oble to summon 20 wererak to its ride once par day. 

The god's largest temple con be found in the port city of Ilthmor, where 
humonrocrificesare held bythe lightof everyfull moon. 

(and wererob) 

field 

NEHWON MYTHOS 

SHEELBA OF THE EYELESS FACE (wizard) 

ARMOR CLASS: 2 
MOVF. 0" 

RED GOD 

Lessergod 

ARMOR CLASS: -2 
MOVE: 18" 
HIT POINTS: 311 
NO. OF ATTACKS: 4 
DAMAGE/ATIACK: 3-30 (+ 12) 

SPECIAL ATTACKS Nil 
SPECiAL DEFENSES: See below 
MAGiC RESISTANCE: 25% 
SIZE: l (8 ' )  
ALIGNMENT Nevtrol 
WORSHIPER'S ALIGN: Neutral ond 

Eastern warriors 
SYMBOL: Flome with a w o r d  in its 

mirl., 

Wice/l-lO (+ 12) twice 

.... 
PLANE Godsland 
CLERIC/DRUID: 15th level cleric 
FIGHTER: 20th level fiqhter 
MAGiC-USERIiLLUSiO~ISl: 12th level 

THIEF/ASSASSIN: 10th level assassin 
MONK/BARD: 10th level monk 
PSlONlC ABILITY: VI 
S : 2 4 ( + 6 , + 1 2 /  k 2 2  W:17 D:25 C 2 4  CH24 

The ww god of the East, this being oppears with o +4ring ofprotection, a 
helm of telepathy and teieportafion, and o displocer cloak. He uses 0 + 3  
sobre in his right hand that doer 3-30 points per strike and (I +4 dirk in his 
left hand that does 1-10 points of domoge. His sabre costs ononti-mogic 
shell around his body that doer not limit hir own spell abilities. 

Thir god is very protective of his more important worshipers, and when 
theyore inforeign lands he will occorionollycometotheiraid insituations 
that he would not bother about in the East. This aid consists of an 8th level 
mogir-user sent to help. 

The god is o massive dork-skinned man with red studded leather ormor 
carrying a bronze shield. He is  oiwoys murtochioed and weorr D pointed 
helm. His boots and belt shine os brightly CIS if a continual light spell had 
been piaced on them. 

in each 

. . ._ . -. . 
HIT POINTS: IM 
NO. OF ATIACKS, 1 
DAMAGE/ATIACK 1-10(+8) 
SPECIAL ATTACKS: See below 
SPECIAL DERNSES: See below 
MAGIC RESISTANCE: Stondord 
SIZE M 
ALIGNMENT: Neutral 
CLERIC/DRUID: Nil 
FIGHTER: Nil 
MAGIC-USER/iLLUSiONIST 20th level 

magic-user/5th level illvrionist 
THiEF/ASSASSiN: Nil 
MONWBARD: 10th level monk 
PSiONlC ABILITY Nil 

Attack/Defense Modes: Nil 
S : 2 0 ( + 3 ,  +8/ I: I 9  W IO D: 16 

Thir being is the advisor to the Grcly Mouser, charging for this advice the 
theft of seeming nonimportant and/or important objects and devices oli 
over the world of Nehwon, and sometimes the other univerrer os the 
mood takes the being. While the booksconrtontiy refer toSheelbaaro he, 
the author of the series, Fritz Leiber, and his longtime friend Horry Fircher 
both maintain that Sheelbo Is D female. Whatever i t  is, it is cleorly not a 
creature of Nehwon, but (I being related to the lower planes. Sheelba 
oppeorr to the world in CI large monkish robe. with a full cowl that is totoily 
dark inside (hence the name). It lives in the Greot Salt Marsh in a magic 
hut with animated stilts. Thir hut moves at 0 rate of 24" over the roughest 
landscape. Sheeibo has a dklik- for ond rivolry with Ningaubie of the 
Seven Eyes, but ot times they are forced to help each other. Categories 
such os intelligence and the like chonge with the circumdmces that the 
being finds itself in. 

It is commonly known that demons (who can perceive its real form) 
scream in horror when facing Sheelbo and leave instantly. 

Sheeilxl is a greedy thing aut lo get all the profit out of life that it con. On 
the other hand it protects its investments by preventing bad things from 
happening to the heroic pair and their city. 

This furred snake of enormous size commonly lies in wait near snow-piled 
mountain trails. Its bite doer 1.10 points of domoge, and i t  can constrict for 
3-30 poinh of domoge per melee round. 
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NEHWON MYTHOS 
SPIDER GOD 

Demigod 

ARMOR CLASS 2 
MOVE: 18" 
HIT POINTS 249 
NO. OF ATTACKS: 2 
DAMAGE/ATTACK: 3-30 
SPECiAL ATTACKS Poison 
SPECIAL DEFENSES See below 
MAGIC RESISTANCE 10% 
SIZE L (18' at the shoulders) 
ALIGNMENT: Chaotic evil 
WORSHIPER'S ALIGN: Chootic evil 
SYMBOL: Black opal 
PLANE: Godsland 
CLERIC/DRUID: Nil 
FIGHTER 15th level fighter 
MAGIC-USER/ILLUSiONiST 15th level 

magic-users 
THIEF/ASSASSIN: Nil 
MONK/BARD: Nil 
PSIONIC ABILITY Nil 

NEHWON MYTHOS 
TYAA (winged goddess of evil birds) 

S:22(+4, +IO) I: I8 W:9 D:22 C:24 CH:-3 

Appearing os a giant block spider, this deity is known for its delight in re- 
ceiving human sacrifices. Its powers include the ability to summon 30 
phase spiders per day, the power to make 011 arachnids obey, and the 
abilitytotrDnsferthepowerrofarpiderta itsmost powerful high priest. 

Its evil clerics work diligently to keep their god satisfied by way of human 
sacrifices. It rewards them with o gift of a pet large spider once per each 
ten sacrifices. 

SPIDER, SALT 

FREQUENCY Rore 
NO. APPEARING 1-6 
ARMOR CLASS: 6 
MOVE: 15" * 18" 
HIT DICE/POINTS 3 HD 
'yo IN LAIR 25% 
TREASURE TYPE: Nil 

INTELLIGENCE: Animal 
ALIGNMENT Neutral 
SIZE: M (4' long) 
PSIONIC ABILITY: Nil 

Attack/Defenre Modes: Nil 
LEVEL/X.P. VALUE: Iii/105 + 3 per 

hp 

This is a huge ugly spider obout the size of CI large pig. It has large suction 
pads on its feet oliowing it to travel over any non-slippery surface. It lives 
in great salty swamps, where it maker complicoted sticky web traps. It has 
a deodly poisonous bite. 

Lesser goddess 

ARMOR CLASS 3 
MOVE: 9/36''  
HIT POINTS 311 
NO. OF ATTACKS: I 
DAMAGEIATTACK: By weapon type 
SPECIAL ATTACKS: Poisoned 

SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: 32% 
SIZE: M (5') 
ALIGNMENT Chaotic evil 
WORSHIPER'S ALIGN: Chaotic evil 
SYMBOL: Bird of Tyoa 
PLANE Godsland 
CLERIC/DRUID: 15th level cleric 
FIGHTER 10th level fighter 
MAGIC-USER/iLLUSIONIST 15th level 

mogic-user 
THIEF/ASSASSIN: Nil 
MONK/BARD: Nil 
PSlONlC ABiLIN Nil 
S: le(+ I, +2) i: 19 W 2 0  D 2 5  C 2 0  CH:24 

Tyoo has the power to manifest herself in her high priestess, though this is 
rare. She con summon 20 of any predatory birds, but prefers to use the 
Birds of Tyaa, of which she can summon 100 a day. If forced into combot 
she user weapons that ore poisoned. preferring a +2  longsword. 

TYOO'S cult wos banished from Lankhmor, but its worshipers can 4 be 
found in the mountains of Nehwon. Only women are permitted in the high 
priesthood and Tyao demands the sacrifice of body ports from her more at- 
tractive worshipers. The Folconerr of Tyaa ore the male arm of the cult and 
always have some type of bird as o fighting componion. They. like the 
priestesres,areable to communicate with 0 1 1  avian life. 

VOTISHAL 

Demigod 

weapons 

ARMOR CLASS: -2 
MOVE: 18'' 
HIT POINTS. IAA  . . . . . - .  . . . -. . . 
NO. OF ATTACKS 3/2 
DAMAGE/ATTACK: By weapon type 
SPECiAL ATTACKS Nil 
SPECIAL DEFENSES Nil 
MAGIC RESISTANCE: 35% 
SIZE M (6') 
ALIGNMENT Lawful good 
WORSHIPER'S ALIGN: Lawful good 
SYMBOL: Leother pouch 
PLANE: Godsland 
CLERIC/DRUID: 13th level cleric 
FIGHTER: 12th level fighter 
MAGIC-USER/iLLUSIONIST 15th level 

THiEF/ASSASSIN: 25th level thief 
MONWBARD: 3rd level bard 
PSlONlC ABiLIN V 
S:20(+3,+8)  1:21 W: 19 D 2 5  C:20 CH:20 

Vatishal appears as CI normal thief in 0 1 1  of his idol representations. This is 
onofher  COS^ of c1 man of great obility becoming venerated by later gener- 
ations. He was o mmter thief of the 14th level who reformed to the cause 
of good and law. His thieving abilities then went in the direction of rob- 
bing from evil groups to benefit the lawful good group he supported. 

If he manifests himself on the Prima Material Plane, he will try to kill ( 1 1 1  
evil beings he encounterr. His clerics rise alternately in the clerical &ss 
and the thief class. They are very L ~ O ~ O U I  in their efforts to rob 0 1 1  evil 
people (erpeciolly evil rhriner). They ore in direct opposition to the 
Thieves' Guild, m d  constantly try to get member thieves to toin the sect by 
kidnapping them and brainwashing them in the temple crypts. The high 
clerics of this order are a lwoy~  15th level potriarchr/lZth level master 
thieves. No cleric can rise obove the tenth level in this sect unless they 
hovecclrriedowclysomeamountof richesfrom an evil temple. 

mogic-user 
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NEHWON MYTHOS 

WATER COBRA 

FREQUENCY Uncommon 
NO. APPEARING: 1-8 
ARMOR CLASS: 8 
MOVE: 12" 
HIT DICE/POINTS: 3 + 3 
% IN LAIR: 0% 
TREASURE NPE:  Nil 
NO. OF ATTACKS I 
DAMAGE/ATTACK: 1.4 
SPECIAL ATTACKS Poison 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: Standord 
INTELLIGENCE: Animol 
ALIGNMENT Neutral 

PSlONlC ABILITY: ~ i l  
SIZE s (4' long) 

~ ~. 
AttacVDefense Modes: Nil 

LEVEL/X.P. VALUE: 111/150 + 4per 
hp 

BIBLIOGRAPHY 

Though the works of the esteemed author Fritz Leiber Ore 
those referring to the gods, creoturer, and heroes (Fafhrd and the Gray 
Mouser. in particular) of Nehwon were used in this rection. 
These are available in paperback editions from ~~e bookr (New York), 
and include the following titles: 

Swords Against Deviltv 
Swords Against Deoth 
Swords in the Mist 
Swords Against Wizardry 
Theswords ofLankhmar 
Swords and ice Magic 

N E H W O N  ENCOUNTER TABLES 

The following brief outdoor encounter tables ore provided for refereer 
who may wish to stage adventurer upon the world of Nehwon. 

COLD REGION 

Creature Type 
Behemoth, snow* 
Bugbear 
Cold Spawn (white pudding) 
Dragon, white 
Elf, winter (as wood elf) 
Giant. frost 
Giant, hill 
Gnome, ice (northern gnome) 
Griffon 
Hydra, snow ( 0 s  normal hydra, butfurred) 
Men, bandit 
Men. barbarian 
Men, berserker 
Men, merchont 
Ogre 
Snake. giant, furred (constrictor) 
Snow serpent' 
Snow witch' 
Tiger. ice (os normal tiger, butwhite) 
Yeti 

Dice Roll 
01-02 
03-08 
09-12 
13-17 
18-21 
22-25 
26-31 
32-34 
35-40 
41-43 
44-55 
56-61 
62-65 
66-70 
71-77 
78-82 
83-65 
86-w 

97-00 
91-96 

89 

FORESl 

crerrture Typo 
Centour 
Dryad 
Elf, wood 
Ghoul, Nehwon^ 
Lion 
Men. bandit 
Men. barbarian 
Men, merchont 
ogre 
Satyr 
Snake, wood (*pitting) 
Unicorn 

MARSH 

Croature Type 
Behemoth, swamp* 
Eel, giant 
Ghoul, Nehwon' 
Men, brigand 
Men, merchant 
Rat. swamp (giant) 
slug, swamp (giant) 
Spider. salt* 
Water cobra" 
Worm. giant (purple) 

MOUNTAINS 

CIMture Type 
Astral wolf' 
Bird of Tyod 
Ghoul, Nehwon' 
Lion 
Men. bondit 
Men. barborion 
Men. merchant 
Ogre 
Satyr 
Snake. wood (spitting) 
Unicorn 

PLAlNSlHlLLS 

Credure T y p  
Behemoth, block' 
Bird of Tyoa* 
Bugbear 
Fire magicion' 
Ghoul, Nehwon* 
Griffon 
Hippogriff 
Lion 
Men. bondit 
Men. barbarian 
Men. merchant 
Men. Mingol (os dervish) 

WATERBORNE 

Creature Type 
Behemoth' 

Leviathan* 
Men, barbarian (raider) 
Men, buccaneer 
Men, merchant 
Men. pirote 
Merman 
Shark 

water (os hydra, aquatic, MV 1 q  

NEHWON MYTHOS 

Dice Roll 
01 -06 
07-09 
10.18 
19-26 
27-34 
35-M 
51-58 
59-66 
67-82 
83-90 
91-96 
97-00 

Dice Roll 
01-03 
04-15 
16-20 
21 -42 
43-50 
51-70 
71-80 
81-85 
86-95 
96-00 

Dice Roll 
01-02 
03-06 
07-15 
16-24 
25-45 
46-57 
58-66 
67-82 
83-90 
91 -96 
97-00 

Dlce Roll 
01.02 
03-07 
08-16 
17-18 
19-27 
28-37 
38-43 
44-52 
U-61 
62-70 
71-90 
91-00 

Dice Roll 
01 -03 
04-15 
16-17 
18-29 
30-39 
40-64 
65-74 
75-86 
87-00 

* Indicates monster described in this voIumB. All from MONSTER 
MANUAL. 



There is a whole host of creatures which hove been created for the game 
of ADVANCED DUNGEONS AND DRAGONS that have either been 
spawned from the minds and myths of part man or created entirely from 
the minds of the gome masters. Such D wide diversity of creatures and rub- 
cultures requires on equally wide divenity of deities and lesser beings of 
power. The nonhuman races occupy different plocer in every Dungeon 
Master's individual world. Therefore. it would be extremely difficult to 
creme complete pantheons of nonhuman gods that would be appropriate 
to every compoign. This section reeks only to outline some m o p  beings 
important to the races created in the ADCD family. A complets pantheon 
of dl dwaNen gods, demigods ond heroes con be eorily imagined, but its 
complete notation is too awesome c1 task for D work of this limited size (as 
would be the complete notation of the deities of any of the nonhuman 
racer). Let this section serve OI D springboard for the DM. It presents a start 
for any extensive pantheon that the referee feels he or she may need. 

BUGBEARS 

HRUGGEK 

lesser god 

ARMOR CLASS: 0 
MOVF' 17" . . . . . -. . . 
HIT POINTS 221 
NO. OF ATTACKS: 1 o r 2  
DAMAGE/ATTACK: 3-30 (+ I 1) or 

2-16/2-16 
SPECIAL AllACKS: Nil 

As humanoid shamans (and witch doctors) increase in level, they also in- 
creme to o degree in hit dice and cambot ability. For eoch level of ability 
above the 1st. the shaman odds 1-4 hit points (ld4) to his or her total. For 
every two levels of shaman obiliv, the creoture fighlr os if one hit dice 
better on the ATTACK MATRIX FORMONSTERS. 

Witch doctors' clerical (shamon) m d  mogic-user levels are not added to- 
gether, but are poired. like multi-closed chorocterr. They goin 2-5 hit 
points for each level above lrt/ lst os long CIS they advance in tandem, but 
only the normal 1-4 hitpointrperlevel whentheirrhomanobilitie.rurpor. 
their maximum magic-user abilities. The levels of experience of witch 
doctors' magic-user abilities are not detailed in this volume, but may be 
found in the DUNGEON MASTERS GUIDE. 

Examples: A 4th level gnoll rhoman would have the following hitdice: 2d8 
(his normal amount) + 3d4 (his shaman bonus). He would fight CIS a 4 hit 
dice monster. A 5th level goblin shamon would hove 4d4 plus 1-7 hit 
points. and would fight os (I 3-1 (or "2-3+") hit dice monster. A 3/3 OK 

witch doctor would have Id8 plus 2d4 + 2 hit points. and would fight os a 
2 hit dice monster. 

NOTE: The following beings from the MONSTER MANUAL and FIEND 
FOLIO should be treated os lesser gods, though they very rorely hove 
human worshipers: 

MONSTER MANUAL 

Demon: 
Demogorgon 
Juiblex 
OK"% 
Yeenoghu 

Devil: 
Asmodeur 
Boolzebvl 
Dispoter 
Geryon 

Dragon: 
Bohamut 
Tiomot 

SPECIAL DEFENSES C2 or bener 

MAGIC RESISTANCE: 25% 
SIZE: L (12' toll) 
ALIGNMENT Chaotic evil 
WORSHIPERS ALIGN: Chaotic evil 

SYMBOL: Morningstor 
PLANE: Pondernonivm 
CLERIC/DRUID 15th level cleric 
FIGHTER: As 16+ HD monster 
MAGIC-USER/ILLUSIONIST: Nil 
THIEF/ASSASSIN: Nil 
MONK/BARD: Nil 
PSlONlC ABILITY: Nil 
S 23 (C5,  + I I) I: 17 W: 8 C: 24 CH: 7 (23 to bugbears) 

Bugbeorr have a simple pantheon of six deities, including gods of eorth, 
death, fertility, hunting and feor. Hruggek, the god of bottle, if the most 
powerful and important, though he doesn't rule the others. 

Hruggck oppearr 01 o huge, powerful bugbeor with greot fangs and 
clowed hondr and feet. These clawed hands can each strike for 2-16 points 
of damage. He wields o ten-foot + 3  morningstar that doer 3-30 points of 
domogewhen i t  hits. 

Hwggek lives ina greot cave in Pandemonium which isdecoroted with the 
revered heads of his conquered opponents. Bugbear rhomonr worship 
Hruggek by offering him the blood of their enemies. The shamanr'status is 
dependent upon how many opponents they hove defeated. Bugbeor 
rhomanscon rise to the5th level in clerical ability 

weapon to hit 

(bvgbeors) 

FIEND FOLIO 

Demon: 
Lolth (detailed in thisvolume) 

Elemental Princes of Evi l  

Shad: 
Srendam 
Ygorl 
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NONHUMANS' DEITIES 

ELVES, Wood 

RlLLlFANE RALLATHIL "The Leaflord 

Lesser god 

ARMOR CLASS: -2 
MOVE: 12" 
HIT POINTS: 317 
NO. OF AllACKS: 2 
DAMAGWAlTACK See below 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: +2  or bener 

MAGIC RESISTANCE: 75% 
SIZE See below 
ALIGNMENT Chootic good 
WORSHIPER'S ALIGN: Chaotic good 

(wood elves) 
SYMBOL: Oak 
PLANE Olympvr 
UERIC/DRUID: 14th level in eoch 
FIGHTER: 15th level ranger 
MAGIC-USER/ILLUSIONIST: 12th level 

THiEF/ASSASSIN: Nil 
MONK/BARD: loth level in each 
PSIONIC ABILITY: I 
S:l9(+3,+7)  1:23 W.19 D:25 C 2 1  CH24 

Rillifme is often likened by his clerics too  giant ethereal ook tree IO huge 
thot its roots mingle with the roots of every other plant in the world. On a 
more mundone level, Rillifone can appear on the Prime Material Plone CIS 

0 green-skinned elf clad in bark armor and carrying a magic bow. Arrows 
shot from this bow by Rillifone olwoyr slay their torget if they hit (no 
raving throw). 

Rillifane is primarily concerned thot dl creatures hove the opportuniv to 
m t  Out their roles in notwe without abusing them. Rillifone's clerics ore 
deadly enemies of those who hunt for sport and those who horm trees 
maliciously or unnecessarily. 

While the moiorih of the wood elves worship Rillifane, many of those 
more neutral in alignment prefer to honor Skerrit the Forester (see 
CENTAURS, SkorrO). There is no friction between the two cults. Non-player 
character clerics of both con work up to the 7th level. 

weapon to hit 

in each 

NONHUMANS' DEITIES 

ETTINS 

see. GIANTS, Hill 

GIANTS, Fire 

The deity of the fire giants isSurtur ( q . ~ . ) .  Fire giants can rise up to the 7th 
level CIS rhomans. As o Iolismm, fire giont shamans often corry CI severed 
head (usually human) that has been cured and dipped in molten steel. 

GIANTS, Frost 

Thrym ( q . ~ . )  is the potron of the frost giants, whore shamans, like those of 
other giants, can attain the 7th level. Frost giont shamans onen placate 
Thrym by freezing their still-living aocrifices in new ice. 

GIANTS, Hill 

GROLANTOR 

tearer god 

ARMOR CLASS: 0 
MOVF. 71" 

. -. . . . -. 
NO. OF AlTACKS: 2 
DAMAGEIAlTACK: 4.40 (+ 14) 
SPECIAL ATTACKS Nil 
SPECIAL DEFENSES: + 2  or bener 

MAGIC RESISTANCE: 45% 
SIZE L (25' toll) 
ALIGNMENT Chaotic evil 
WORSHIPERS ALIGN: Chaotic evil 

weapon to hit 

(hill gianfi) 
SYMBOL: Wooden club 
PLANE: Tonerur 
CLERIC/DRUID: 10th level cleric 
FIGHTER As 16+ HD monster 
MAGIC-USER/ILLUSIONIST Nil 
THIEFIASSASSIN: Nil 
MONK/BARD: Nil 
PSIONIC ABILITY: VI 
S25 /+7 ,  +14) I: 14 W IO D I9 C 2 0  CH: 16 

Grolantor appears to be CI huge m d  powerful hill giant. He wields CI huge 
club named Dworfcrusher thot hits for 4-40 points of damage, and he 
u~uol ly  wears sever01 belts of woven dwodbeordr. 

Grolantor'r creed is  persecution of 0 1 1  inferior races (i.e. 011 those smaller 
than hill giontr). Hill giont rhomans will refuse to admit that other gionts 
ore actually larger than they, preferring to think of them os equals. Hill 
giant rhomonr range up to the 7th level of clerical ability. 

Ettins also worship Grolantar, though in o slightly different (two-headed) 
aspect. However, thisdoes not necessarily make them friendly toward hill 
giants. Despite (or perhaps because of) their two heodr, ettins ore less 
wise tho" giants, and connot become greater tho" 3rd level shamans. 

GIANTS, Stone 

SKORAEUS STONEBONES "King of the Rock" 

Lesser god 

ARMOR CLASS: 0 
MOVE: IS" 
HIT POINTS: 3RO 

+2  or bener weop& to hit 
MAGIC RESISTANCE: 50% 
SIZE L (30' tall) 
ALIGNMENT: Neutml 
WORSHIPER'S ALIGN: Neutrol (stone 

SYMBOL: Smlactite 
PLANE Prime Material Plone 
CLERIC/DRUID: 15th level cleric 
FIGHTER As 16+ HDmonrter 
MAGIC-USER/iLLUSIONIST: 12th level 

magic-user 
THIEF/ASSASSIN: Nil 
MONKBARD: Nil 
PSIONIC ABILITY: VI 
S:25(+7,+14) 1:19 W:20 D : 1 9  C:25 CH:I7 

Skoroem if the Living Rock. o huge gronite humanoid who lies at the heart 
of the world. He knows everything that happens in oreos touching rock by 
listening to the vibrations thot are corried IO him. 

giontr) 
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NONHUMANS' DEITIES 
mimols to any speed she chooser. What she can give, she mn alfo take 
away: with o wave of her hand she can affect creatures (IS if three charger 
had been expended from ZI stoff of withering, i.e. inflict 2-5 hit points 
damoge, oge them 10 years, and wither and shrivel a limb or member so 
that i t  becomes useless. She can do this once per round, and there is  no 
raving throw vs. this ability. 

As the Protector, Yondolla wards off evil influencer and intrusions (thus 
her shield symbol), and giver halflings the rtreogth and determination lo 
defend themselves. In this aspect, Yaodallo most often V S ~ S  her illusionist 
powers to protect her worshipers. 

Halflings set aside one day per week for worship of Yondolla (called 
"safeday"), c1 day which is most spent in rest and play. Non-player 
charocter holfling clerics moy rise to the 5th level of ability. 

HOBGOBLINS 

See GOBLINS 

NONHUMANS' DEITIES 
Kurtulmak con smell gnomes up to a mile clwoy. the scent of which driver 
him into a killing frenzy. He exudes o feor aura. ond 011 enemies who 
come within ICY of him must soye vs. spells or flee in ponic (gnomes save 
at 4). He wields o +4 spear that striker for 2-24 points of damoge. He con 
also attack with his tail, which stings for 1-6 point9 plus poison (rove or 
die). 

Kobold rhomons olwoys wear orange robes with a white deoth's-head 
rigil on the chert. They can rise up to the 5th level of clerical ability. 

IXITXACHITL 

These creatures worship Demogorgon, CI Demon Lord from the Abyss (see 
MONSTER MANUAL, DEMON, Demogorgon). They have been known to 
progressas high as theBth level in clerical ability. 

KOBOLDS 

KURTVLMAK 

1essergod 

ARMOR CLASS 0 
MOVE: 12'' 
HIT POINTS: 219 
NO. OF ATTACKS 2 
DAMAGE/AllACK: 2-24/1-6 
SPECIAL ATTACKS Poison 
SPECIAL DERNSES: Fear ovro, +2 or 

bene, weapon to hit 
MAGIC RESISTANCE: 55% 
SIZE: M (5X' '011) 
ALIGNMENT: Lawful evil 
WORSHIPEKS A L I ~ N :  Lawful evil 

SYMBOL: Skull (gnomish) 
PLANE: Nine Hells 
CLERIC/DRUID 10th level cleric 
FIGHTER As 16+ HD monster 
MAGIC-USER/ILLUSIONIST: Nil 
THIEF/ASSASSIN: 12th lewel assmiin 
MONKBARD: Nil 
PSlONlC ABILITY: VI 
5:22(+4,+10) 1:19 W:9 D:19 C:19 CH:19 

Kurtulmak oppeors as a giant kobald (SA' tall) with scales of steel and CI 
toil with CI poisonous stinger. He hater 0 1 1  life but koboldr, and is raid to 
hove taught the first koboids the important arts of mining, ambushing ond 
looting. 

(koboldrj 

KUO-TOA 

BLIBWOLPOOLP "Sea Mother'' 

Lesser goddess 

ARMOR CLASS: -1 
MOVE: 12"//48" 
HIT POINTS: R10 
NO. OF / 
DAMAGE, 
SPECIAL ATTACKS lnronity 
SPECIAL DEFENSES 1 2  or betier 

MAGIC RESISTANCE: S5% 

ALIGNMENT Neutrol evil (chootic 

weapon to hit 

SIZE: L (20, toll) 

tendencies) 
WORSHIPEVS'ALIGN: N W ~ ~ I  evil 

(Kuo-Too) 
SYMBOL: Lobster heod or black 

pearl 
PLANE: Elemental Plane of Water 
CLERIC/DRUID: 15th level cleric 
FIGHTER: 15th level fighter 
MAGIC-USER/ILLUSlONiST: 20th level 

magic-user 
THIEF/ASSASSIN: 15th level osmssin 
MONKIBARD: Nil 
PSlONlC ABILITY 111 
S : Z l ( + 4 , + 9 )  1:20 W:10 D:21  C:23 CH: I 1  

Blibdoolpoolp appear$ os a large nude human female with 0 lobster's 
heod and clawed forearms. In general, she hate3 oll humans, demi- 
humans ond humonoids for driving the Kuo-Too into the underworld. Wor- 
shipers regularly rocrifice lobsters to her. If a favor is desired, she mu61 be 
given great quantities of gems, preferobly pearls. There is  D 1% chance per 
every 1,Mx) gp worth of gems sacrificed thot the Sea Mother will look upon 
her worshiper? request with favor. (If pearls are contributed, this chance i s  
1% perMOgp value.) 

Each of Blibdaolpoolp'r claws con mop for 4-24 points of dmoge. Any 
eremure hit by both claws will be drown to the Sea Mother's foce to peer 
into her eyes. At close ronge, her gaze causes insanity in creolures who 
foil to save VI. spells ot -4. in oddition, the Sea Mother con summon up to 
3-30 giant lobsters (treat as giant crayfish) and 1-10 16 HD water de- 
mentois to heraid perdoy. 

On the most important ceremonial occasions. the clerics of Blibdoolpoolp 
sacrifice captured humans to her by drowning. Kuo-Toan clerics con main  
12th level maximum. For more information about the worship of the Sea 
Mother, see ADVANCED D8D DUNGEON MODULE D2, SHRINE OF THE KUO. 
TOA. 
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NONHUMANS' DEITIES NONHUMANS' DEITIES 
ORCS 

GRUUMSH 

Greater god 

ARMOR CLASS: - I  
MOVF. 17" 

SPECIAL DEFENSES: + 3  & bettet 

MAGIC RESISTANCE: 75% 
SIZE: I ( I O  toll) 
ALIGNMENT: Lowful evil 
WORSHIPERS ALIGN: Lowful evil 

SYMBOL: Unwinking eye 
PLANE: Nine Hells 
CLERiC/DRUID: 15th level cleric 

using only destructive spells 
FIGHTER: As 16+ HD monster 
MAGIC-USER/ILLUSIONlSl: 6th level 

magic-user 
THIEF/ASSASSIN: 8th level ossossin 
MONK/BARD: Nil 
PSlONlC ABILITY: V 
S:  22(+4, + IO) I: I9 W: 18 D: 23 C: 24 CH: 8 (25 to oms) 

The O ~ C L  have many gods, bui their leoder i s  Gruumsh. His name i s  never 
spoken by "on-shomon O ~ C S ,  who refer to him os He-Who-Watches or He- 
Who-Never-Sleeps. Gruumsh's symbol is a great unwinking eye, which 
represents the belief that Gruumrh watcher each and every o x  and judger 
him fit or unfit Gruumrh himself hor but one large eye in the center of his 
foreheod. He oppeorr os o huge orcish humanoid wearing gleaming black 
plate moil. holding (I flaming torch in one hond and (I great iron spear in 
the other. This rpeor is a + 5  weapon thot striker for 3-30 points of damoge 
plurpardyrir (save a i d ) .  

The arcs ray thot Gruumsh commondr 0 mighh, ormy of spirit-o~cs in Hell, 
and there war continuously with a sirnilor army of spirit-goblinr controlled 
by Maglubiyet. The orcr always defeat the goblins, but the goblin rpiriisal- 
ways re-form to start the boftle ogain. 

weopon to hit 

(OTCJ) 

Sekolah alwoys appears in the form of a giant white shark. Sohuogin lore 
rays thot Sekolah swims in the deepest park of the seas of the Nine Hells, 
where he hunts only the largest and fiercest of prey. He can bite for 6 w  
poink of damage, swallowing man-sired creatures whole on c1 "to hit" 
rollof 16orbener. 

When the tides are right, ihe rohuagin sacrifice their weak, crippled and 
aged to Sekoloh by feeding them to the 1-3 holy shahs which olwclyr CIC- 

compony sahuagin clerics. Sohuogin clerics can advance up io  the 5th 
level of ability. 

SATYRS 

See CENTAURS. 

TROGLODYTES 

LAOGZED 

Demigod 



The Norse people created o race of gods thot were CIS grim and sovoge os 
the people themselves. Their legends were of mighty bottler against foes 
thot were sometimer more powerful than themselves. We hove grouped 
mort of the gods, their enemies, and their helpers hare for your we. 

The vast majority of gods that we list ore the Aesir, who come from Odin, 
Vili, and Ve'r line. There beingr dl dwell above the Prime Moteriol Plane 
and visit it often for their own needs. A second group of gods called the 
Vanir are beings of the air. They are to be d i e s  of the Aerir in the fino1 
bottle of Rognarok. but ore quite separate from the Aerir in that they don't 
deal with the lives of men, and they derive their spiritual powerr from 
elsewhere. 

Ragnorot is to be the last epic bottle where the forcer of good (repre- 
sented by Odin and his kind) are to fight the forces of evil (represented by 
Loki and the giants of Jotunheim). In this bottle, evil will triumph: they will 
destroy 011 the mightiest of the gods, and they themselves will be 
destroyed to the last evil creature, leaving only a few of the gentlest of 
good beings to foster on even mighiier race of Norse gods. 

Because of their very warlike nature, the moiority of these gods ond god- 
desses connot cure beings with clerical cure spells. Only those noted in the 
text can do so. The clerical leodar of a group will olwayr sacrifice an 
enemy (if available) or o steer (if not) before any given voyoge of con- 
quest or special battle of importance. In any human sacrifice. the victim is  
simultaneously hanged and thrust through the heort with a spear. and the 
remains are burned on a pyre of oak 

Norse temples ore always rectangular halls with the main supporn being 
cowed oaken images of humonr. There areor (where the imager of the 
gods ore stored) ore not woehip halls, but placer where the gods' forms 
were cowed ond protected from the elements For worship, these images 
are taken out every lunar month, and given sacrifices in the form of gold 
and silver articles (which had to be both useful and pleasing to the eye). 

Almost the only way to offend the gods is  to have dealings with giantkind 
in m y  way or show some oct of cowardice in bonle. Many acts thot would 
be called blorphemovr in other religions (such os swearing and breaking 
an oath l o a  god, toking o god's name in vain, or defacing on image of 
god) canall be forgiven by success in the next battle 

. 

LOCATION 

Mort of the Aeiir live in on area of the plane of Gladrheim known as 
Argard. which is connected to the Prime Material Plone by Bifrost, the 
Roinbow Bridge. (Bifrort is kept well hidden. and few mortals have ever 
pierced the veil of illusion which hider it.) Argord includes Odin'r court of 
Valhalla, the various holds of the gods, and large exponssr of wilderness 
and $eo. It is adjacent to the blighted iond of Jotunheim, the giontr'homs, 
on momdous blot of evil upon the plane of Glodrheim. 

DWARVES 

The Dworves were thought of os Trolllike beings in Norse mythology. and 
ore called such in legends. Dworver will be fomd living underground in 
their traditional COYBI tving to rtayforowayfrom 0 1 1  otherforms of intelli- 
gent life. They aid the gods for the power that such aid con bring them in 
the form of returned favors. There me two principal racer of dwarves: 
Modrogner ond Durin. The Modrognsr ore oble to produce magic items of 
a non-violent nature and rival all beings in this art. The Durin con create 
mclgicol weapons of tremendous power and often do so f w  gionn and 
gods alike. 

ElNHERlAR 

There ore all the honored heroes that hove been brought from the Prime 
Motericl Plona to Asgord upon their death. They are always of the 4th 
level and above, and there ore hundreds of 8th and higher level fighters! 

They fight constantly on 0 practice field that raises them from the deod at 
the end of the day. There is  no telling the exact number of this group, but 
the Valkyries hove been picking the best warriors for thourands of yeas. 
They will be the ormy led by the Norse gods to Ragnorot. 

GIANTS AND JOTUNHEIM 

While the Monstw Mmud deals with giants in a very comprehensive 
monner, iust 01 there are many vnusuoI people. there are many very un- 
uwal giants. Norse giants are magically gifted ICICBS. ond the most power- 
ful have clerical DT illufionist powers, os well os mogicol weapons. 

All of these giants ore found in Jotunheim, which is directly atiached to the 
planes of Gladsheim. The giants of this land are crafty and ruthless when i t  
comes towor, butweok-willedand naive when itcomertoeverydaydeal- 
ingr with giann of other typet, gods, ond men. They are known to some- 
times invite the gods to fun and games and will sometimes trade with 
them. 

Many of the giants on the Prime Material Plane are descended from o( 

have contact with those of Jotunheim. This is particularly true in the care of 
the frost and fire giants. who regard Thrym and Surtur os their leaders ond 
deities. 

OMN "ALL FATHER" (supreme ruler of the gods) 

Greater god 

ARMOR CLASS: -5 
MOVE: 15" 
HIT POINTS: 4M) 
NO. OF ATTACKS: 2 
DAMAGE/ATTACK: By weopan type 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: +3 or bener 

MAGIC RESISTANCE: 85% 
SIZE M (6%') 
ALIGNMENT Neutral good 
WORSHIPERS ALIGN: Good ond 

SYMBOL: Watching blue eye 
PLANE Gladsheim (Valhollo) 
CLERIC/DRUID: 30th level cleric 

(Special//l4th level druid 
FIGHTER: 18th level ranger 
MAGIC-USER/ILLUSIONIST: 30th level 

weapon to hit; o h  see below 

neutral beings 

magic-user 
THIEF/ASSASSIN: Nil 
MONKBARD: 15th level bard 
PSlONlC ABILIN: I 
S:25(+7,+14) 1:25 W:25 D:25 C:25 CH:Z5 

While Odin is supreme among the gods. he has limitations thot are dic- 
tated by those that worship him. He cannot raise the dead, and healing 
anyone forcer him to sleep for 1-10 doys. On the other hand. he has great 
power in the form of psrronol otnibuter. His telepothy has a range of 300 
miles, he shape changer at will, and he inspires berserker roger in dl 
beings he chooser within 30 yords of his person. Allies within 20 yards of 
him goin 4 levels of fighting abil iv for (I number of turns equol to the 
original number of levels each of the individual beings had. If Odin be- 
comer ongry, he can paralyze ony "on-divine creoture he transfixes with 
hisgoie (one being perround, savevs. p~~olyrirot-1applicable). 
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NORSE MYTHOS 

AEGlR (god of storms ond the sea) 

Lesser god 

NORSE MYTHOS 

ARMOR CLASS: -5 
MOVE: 42" 
HIT POINTS: 387 
NO. OF ATTACKS: 2 
DAMAGE/AlTACK 4-40 (+ I I) 
SPECIAL ATTACKS Nil 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE 50% 
SIZE: M (7') 
ALIGNMENT: Chootic neutid 
WORSHIPER'S ALIGN: Chaotic 

SYMBOL: Rough ocean wwes 
PLANE Glodsheim 
CLERiC/DRUID: 15th level cleric 
FIGHTER: 15th level ranger 
MAGIC-USER/ILLUSIONIST 10th level 

neutrol 

in each 
THIEF/ASSASSIN: Nil 
MONK/BARD: 5th level bord 
PSiONlC ABILITY: V 
S : 2 3 ( + 5 , + 1 1 )  193 W18 D:23 C:24 CH:9 

Aegir is neitherAedr norVonir, and isactuolly related to theGiantr. 

This god usually appears as o humon with CI long gray beard, and delights 
in overturning ships and dragging them down to his realm under the water 
if they have not rocrificed to him. He uses a club in the shape of D maiden 
which doer 4-40 points per strike. Ail those thot meet him in battie under 
the water areslowed (no raving throw). When in the rea, the god is 60 
feet tall,and in thisformwiilfight any of the Aeairand theVanir who dare 
to enter his reolm without his permission. He has a great castle underwoter 
where he liverwith Ron, hirwife. 

Aegir will calm xiorrnr os often os create them, especially if it will aid 
thore who are his friends. He is  friendly and sociable with the Aerir, but 
they keepo close watch on Aegir because of his unpredictable noture. 

BALDER [god of beauty, "charisma") 

Greotergod 

ARMOR CLASS: 4 
MOVE 18" 
HIT POINTS: 388 
NO. OF ATTACKS: 3/2 
DAMAGVATIACK: 3-30 (+ IO) 
SPECiAL ATTACKS: See below 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 75% 
SIZE: M (6') 
ALIGNMENT: Neutral good 
WORSHIPERS ALIGN: Neutral good 
SYMBOL: Gem-encrusted silver 

PLANE: Glodsheim 
CLERiC/DRUID: 12th level in each 
FIGHTER: 70th level ranger 
MAGIC-USER/ILLUSIONIST: Nil 
THIEF/ASSASSIN: Nil  
MONWBARD: 20th level b o d  
PSlONlC ABILITY: VI 
S:22(+4,+10) i:24 W24 D:24 

chalice 

C 2 5  CH:25 

This gad is obie to gront 2 points of chorismo to any being he wisher (once 
in their life). Those mortal females that look upon this god must save or be- 
come immediately "enchanted with his beauty. Those enchanted must 
roll another magical soving throw; if they fail, they will follow his faith 
with siovirh devotion for the rest of their lives. The god may ask thore 
females with 15 or greoter charismas lo serve him personally in his hold- 
ings ona 1% chonce. He connotbe harmed by anyweapon withoutmirtle- 
toe in it. He lives inGlodrheim in his hall of Breidablik. 

He fights with a + 3  two-honded sword which doer 3-30 points of damage. 
No female of any species can attack him, even if controlled by someone 
else. 

BRAG1 (god of poetry, eloquence, ond song) 

lesser god 

ARMOR CLASS 4 
MOVE: 18" 
HIT POINT<. 17n 

NO. OF AlTACKS: 3/2 
DAMAGE/ATTACK: 2-20 ( + 11) 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 75% (when 

singing, totoily immune) 
SIZE M (67 
ALIGNMENT: Neutrol good 
WORSHIPER'S ALIGN: Neutiol good 

SYMBOL: Harp 
PLANE: Elysium 
CLERICIDRVID: 10th level in each 
FIGHTER: 7th level ronger 
MAGIC-USER/ILLUSIONlST 15th level 

and oil bard t ypes  

illusionist 
THIEF/ASSASSIN: Nil 
MONK/BARD: 23rd level bard 
PSlONlC ABILITY: V 
S : 2 3 ( + 5 ,  + 11) 1:24 W:24 D:25 C:25 CH: 24 

THIEF/ASSASSIN: Nil 
MONK/BARD: 23rd level bard 
PSlONlC ABILITY: V 
S : 2 3 ( + 5 ,  + 11) 1:24 W:24 D:25 C:25 CH: 24 

All beings with violence on their minds that come within 30 yordr of Brogi 
while he is  'inging will be overcome by the god's song or verfe (no SCIVB). 

Beings so affected will lose all of their former intentions and ioin this gad 
for sang and revelry until he is satisfied tho! they have learned their 
lesion, whereupon he will ret them free. Brogi connot hove violence on 
his mind ~t this time either ond this power will not stop the enemies of the 
gods from fighting after the song i s  over. This power will work for up to 5 
hourratotimewithanygiven creature. 

Any human hearing hisHarpofColmwillcearefightingorquarrelingfor7 
doyr (unless attocked in thot time). This harp hor oll the powers of 0 1 1  
magical bard instruments plus the ability to stop any creature from ottock- 
ingfororhortperiodof time, plustheability tounchormanything. 

There is CI 5% chonce that every bord of this religion. at the time of their 
first performance in front of a crowd of more than 50 beings, will be 
granted CI "great legend by the god, in the form of knowledge of the 
nearest lost treasure in the area. 

Thegodstrikerwitha +2rwordfor2.20pointrof damage. 

FENRIS WOLF 

FREQUENCY: Unique 
NO. APPEARING: 1 
ARMOR CLASS: -4 
MOVE: 24"/12" 
HIT DICEIPOINTS: 400 hp 
Yo IN LAIR: Nil 
TREASURE TYPE: Nil 
NO. OF ATTACKS: I 
DAMAGEIATTACK: 9-4) 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENSES: +4 or bener 

weapon to hit 
MAGIC RESISTANCE: 99% 
INTELLIGENCE: Average 
ALIGNMENT Chaotic evil 
SIZE: L (50' 01 the shoulder) 
PSlONlC ABILITY: Nil 

LEVEL/X.P. VALUE X/33,200 
AttacVDefenre Modes: Ni l  



NORSE MYTHOS NORSE MYTHOS 
For?& is called on time and time again to decide moners in which Odin 
cannot be importiol. With his ability to detect lies, he is  often needed toas- 
certain the trulh of cwtain stories the gods hear. 

This wolfish monster lived in Argord due to CI technicality tho1 allowed the 
off9pring of the gods (in this COIB Loki's) to remain unharmed by other 
gods. But this dclngerour creot~re  could not remain free. The dwarves 
made the only chain that could bind it, forging i t  from thoughts and 
concepts. This silken, golden threod stopped the creature from roaming, as 
it was unbreakable until the time of Rognarok. 

The wolf's bite doer 9-Po points of damage, and if the total amount of 
damage is more than half of the victim's hit poink, he or she will be 
swallowed whole. Inform,thecreoture looks l ike0 gionttimber wolf. 

PJALAR [dwarven hero of the Durin race) 

ARMOR CLASS: 3 
MOVE: 12'' 
HIT POINTS: 99 
NO. OF ATTACKS 2 
DAMAGE/ATTACK: 2-20/2-20 
SPECIAL ATTACKS Nil 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: Stondord 

MAGiC-USER/ILLUSIO~lST: Nil 
THIEF/ASSASSIN: 10th level thief 
MONK/BARD: Nil 
PSlONiC ABILITY: Nil 

S 19(+3, +7) I: 15 W: 15 D: 18 C 18 CH: 12 

Fjalor often defends the dwarves ogoinrt the fire giants or their allies. He 
uses two magical iron gauntlets in combat that let him punch for 2-20 
pointr each with o + 3  on "to hit" obiliIy. His knowledge of magicd 
waaponry is IO great ?hot he cannot be hit by weopona of +2 or better 
quality, because he is able to influence the magical properlies of the 
weapon to make it shun his skin. 

Fjalar is the battle leader of his people, and he is often called on by his 
race to bring vegeonce down on their enemies. 

Attack/Defenre Modes: Nil 

FORSETI [god of justice) "Peacemaker" 

Greotergod 

ARMOR CLASS: -4 

HIT POINTS: 389 
NO. OF ATTACKS 3 / 2  

MOVE: ie -  

DAMAGE/ATTACK: 1-10 [+ 12) 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: See below 
MAGiC RESISTANCE: 8S% 
SIZE M (6') 
ALIGNMENT lawful good 
WORSHIPERS ALIGN: Lawful good 
SYMBOL: The head of a bearded 

PLANE Giodsheim 
CLERIC/DRUID: 10th level druid 
FIGHTER: 15th level ranger 
MAGIC-USER/ILLUSIONIST 10th level 

man 

in ench .. ..~ 
THiEF/ASSASSiN: Nil 
MONK/BARD: Nli 
F'SIONIC ABILITY II 
S : 2 4 ( + 6 ,  +12) 1:25 W 2 4  D:22 C:25 CH:23 

This god's holl is Glitner, which is said to be made out of gold ond silver. 
HeiJtheronofBcllderand horneverbeen knowntolie. Hirsworddoerl- 
1Opoinhafdamclgeondalwayr hino beingthothorliedinthelart7d~yr 
or irchootic. 

All evil beings suffer o -1 on their chance 10 hit this god, and he attacks 011 
evil beings at (I +2 banur, both "to hit" and damage. A + 3  or better 
weapon i s  needed to hit him. 

FOSSERGRIM (enchanted being) 

FREQUENCY Very mre 
NO. APPEARING: 1 
ARMOR CLASS: 0 
MOVE 9 /  /3b" .. 
HIT DICE/POINTS: 5 HD 
% IN I A I R .  Rfl% 

IEFENSES: Regeneration, 
also see below 

MAGiC RESISTANCE: I@% in splash 
ing woter, otherwise rtondard 

INTELLIGENCE Very 
ALIGNMENT Neutral 
SIZE: M (6') 
PSlONlC ABILITY: Nil  

LEVEL/X.P. VALUE: ' 0320  + 5 per 

These beings live in waterfalls. They appear to be normal men in chain- 
moil and will act CIS such until attacked, or Tomeone tries to force them 
away from their waterfollr. They connot live more than .a mile from the 
falls they hove mode their home. They are raid to mate with maidens who 
come to bathe in such placer, and their offrpring ore always male and will 
olwclyf find a waterfall to live in upon reaching maturity. 

In bottle, they connot miss any being that stands in the water. in splashing 
watertheyregenerate5pointr per melee round. 

Attock/Defenre Modes: Nil 

hp 

FREY [god of sunshine 8 the elves) 

Greatergad 

ARMOR CLASS: -5 
MOVE: 18'' 
HIT POINTS: 388 
NO. OF ATTACKS 3/2 
DAMAGE/ATTACK: 2-20 (+ 12) 01 

rpeciol 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: + 3  or bener 

weopon to hit 
MAGiC RESISTANCE: 7S% 
SIZE M (67 
ALIGNMENT Neutral good 
WORSHIPERS ALIGN: Neutral good 
SYMBOL: Ice-blue two-handed 

Fwnd 

PLANE Giodsheim 
CLERIC/DRUID: 13th level in ea ch 
FIGHTER: 15th level ronger 
MAGIC-USER/ILLUSiONIST 20th level 

magic-user 
THIEF/ASSASSIN: Nil 
MONK/BARD: 15th level bord 
PSlONlC ABILITY: ii 
S:24(+6,+12) 124 W.23 D:24 C 2 5  CH:23 

Fiey is not on Aerir, but o Vanir. the son of Njord ond Skadi. He is  the god 
of Fairyland and has at his command all the elves of that land. He is also a 
weatherdeity and controlrall mannerofrtormrandcolms. 

Fray's ship Skidblodnir, o gift from the dwarves, can hold all the gods and 
their mounts, and trovels 01 CI rate of 60". When not in use, it folds to fit the 
g d r  pocket os CI I inch cvbe. It soils according to the verbal direction of 

.D. 'bo 

Frey O W ~ S C I  mogicol boorand horre (detoilrfallow, below). 
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The god lives and rules in Alfheim (fairyland) and when not there, is 
served bya special mortal calledSkirnir. 

Frey'r +4 two-handed sword does 2-20 points of damoge per hit on 0 1 1  
creatures but giants; it doer 10-100 points to fire giants, and 5% to 0 1 1  
others. 

BlodugHofi (Frey's horse) 

FREQUENCY: Unique 
NO. APPEARING I 
ARMOR CLASS: 3 
MOVE: 24"/18" 
HIT DICE/POINTS: 50 hp 
% IN LAIR: Nil 
TREASURE TYPE Nil 
NO. OF ATTACKS: 3 
DAMAGE/AllACK 1~10/1-10/1-6 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: Rerirmnt to fire 
MAGIC RESISTANCE: 75% 
INTELLIGENCE Very 
ALIGNMENT: Neutral 
SIZE: L ( 9  at the shoulder) 
PSlONiC ABILITY: Nil 

LEVEL/X.P. VALUE: V111/4,500 
Attack/Defense Modes: Nil 

This horse teieportr at will, and glowr with the light of day in m y  battle. 
This light kills 011 vndead types with the touch of o light beom for those 
wiihin2Wyards. 

Blodug-Hofi has CI burnished coat of light brown and o pale white mane 
and tail. it fights along with Frey in battle, and if its master is down it stays 
near to defend him, which it will do unto death. I t  fights as on 11 hit dice 
monster, biting for 1-6pointrand kicking witheachaf ikfore-hooverforl- 
10 poink each. Ik c o d  is fire resistant, giving it +4 on saves VI. fire ot- 
tacks, ond subtracting I point per die of damoge taken. 

Gullin-Bursti [golden bristles - Frey's golden boor) 

FREQUENCY Unique 
NO. APPEARING: I 
ARMOR CLASS: d 
MOVE: 18"/32" 
HIT DICE/POiNTS: 100 hp 
% IN LAIR 80% 
TREASURE TYPE: Nil 
NO. OF ATTACKS: 2 
DAMAGE/ATTACK: 2-20/2-20 
SPKIAL AllACKS: Nil 
SPECIAL DEFENSES: +2 or better 

MAGiC RESISTANCE: 75% 
INTELLIGENCE: Low 
ALIGNMENT: Neutral 
SIZE: L (IO'at the shoulder) 
PSlONlC ABILITY: Nil 

LEVEL/X.P. VALUE: X/22,3W 

weopon to hrt; regeneration 

Attock/Defenre Modes: Nil 

This creature appears to be c1 giani rust-colored boar with head bristles of 
pure gold. Frey uses Gullin-Burrti to pull his wor choriot into bottle. The 
boor was a gifi of the dworven race, and with a god on it it can teleport 
where the god wills. It was much like Thor's gootr in that i t  could be eaten 
during the day, and if its boner were not broken, it would regenerate at 
night from the boner and skin. it normally regenerates 1 hit point per 
round.Thecreatureatiocbara 16+ hitdicemonster. 

Skirnir (Frey's shield-mon) 

ARMOR CLASS: 3 
MOVE: 12" 
HIT POINTS: 99 
NO. OF ATTACKS: 3/2 
DAMAGWATTACK: Bv weapon 'ype 

FIGHTER: 9th level ranger 
MAGIC-USER/ILLUSIONIST Nil 
THIEF/ASSASSIN: Nil 

~ ~. 
MONK/BARD: 5th level bard 
PSiONlC ABILITY: VI 
5:  17(+ I, +I) I: 14 W: 18 D: 18 C: I8 CH: 18 

Thiifighterisloyal tothegodFreyand irolwaysathirsidein battle.Arplit 
second before he is  struck by a blow or affected by CI spell thot would end 

or not. 

h; SI life, he is avtomoticaily teleported to Alfheim, whether he wont3 to go 

Skirnirweorr +4choinmail ond wields CI +3 two-honded sword 

FREYA [goddess of love ond fertility) 

Greater goddess 

ARMOR CLASS: 3 
MOVE 18"/48" 
HIT POINTS: 339 
NO. OF ATTACKS: I 
DAMAGE/ATTACK: By weopon 'ype 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: + 3  or better 

MAGiC RESISTANCE: 80% 
SIZE: M (6') 
ALIGNMENT: Neutral good 
WORSHIPEVS ALIGN: Neutral goo 

ond 011 lovers 
SYMBOL: Falcon 
PLANE: Glodsheim 
CLERtC/DRUID: 15th level cIeric/lOth 

level druid 
FIGHTER: 7th level ranger 
MAGIC-USER/ILLUSiONIST 15th level 

THIEF/ASSASSIN: Nil 
MONK/BARD: 12th level bard 

weopon to hit, also see below 

illusionist 

PSlONlC ABILITY: VI 
S:24(+6, +12) 1:24 W:24 D:24 C:25 CH:ZO 

Freya commands all fire spells 01s 0 30th level spell carter, and is able io 
remove any curse with o touch of her hand. She often travels in falcon 
guise, but she con $hope change into ony bird form. When traveling in 
humon form. she rides in a chariot pulled by 2 gigantic cots (AC 5, HD 5, hp 
30,D1-8/1-8/1-12)which moverota rateof 18'' 

Freyoureso +3 frostbrand in baitle. Naavion orfireattack con hurt her. 

Freyo porrerrer the necklace Briringomen, o piece of jewelry of fantastic 
value (I million gold pieces) that glows when a lie is lold in i ts presence. 
She also hor o clook of faicon feathers thot allows her to fly in falcon form 
0148 .  

This goddess is  the leader of the Valkyrier, ond sometimes accompanier 
them tochooseihetlainatthegreotestbattler. 

Freya isactuolly oVonir, and the twin sister of Frey. 
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FRIGGA (goddess of the atmosphere) "Wife of Odin" 

Greater goddess 

NORSE MYTHOS 

ARMOR CLASS. A 
MOVf. 15" . . . . . . 
HIT POINTS: 366 
NO. OF ATTACKS: As per rhope 
DAMAGE/ATTACK: AI per rhope 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: +3 or bene, 

weapon to hit, also os per rhope 
MAGIC RESISTANCE: 75% 
SIZE: M (6) 
ALIGNMENT: Lawful neutrd  
WORSHIPERS ALIGN: lawful nevtml 
SYMBOL: lorge cot 
PLANE: Glodsheim 
CLERIC/DRUID: 15th level cleric 

mogic-user 
THIEF/ASSASStN: Nil 

PSIONIC ABILITY: II 
S:20(+3, +8) 1:23 W 2 0  D:24 C:25 CH:25 

MONKBARD: 10th level bord P w 

Friggo if able to control 011 forms of weather and is able to view any area 
that has CI breeze blowing through it. She has CI mogicol necklace of block 
opots that will charm anyone or onything she wisher within right of it 
(magic roving throw applicable). The charmed being will then be able to 
do nothing but flatter the goddess. 

There is o 1% chance (once a month) that the goddess will personolly 
deliver one worshiper who colls out her name from mortol danger. 

In bottle, the goddess shape changes into creatures and fights with their 
powers. She starts out with dragon forms and goes to avian forms towords 
theend of ony given bottle. 

Her hondmridew are Volkyrier; the names of some of them are Fulla, 
Voro, Lofn, Vor, Gno, Eiro, Hlin, Syn, Viofn, and Snotra. 

In her role os Odin's wife, she is often worshiped by housewives and those 
reeking marriage. Shespinsflox intogold for Odin'sclothes. 

GARM (guardian of Hel-gate) 

FREQUENCY Unique 
NO. APPEARING: I 
ARMOR CLASS - I  
MOVE: 18" 
HIT DICE/POINTS: 200 hp 
'yo IN LAIR: 95% 
TREASURE TYPE H, U 
NO. OF ATTACKS: I 
DAMAGEjATTACK: 6-60 
SPECIAL ATTACKS: Fear 
SPECIAL DEFENSES: + 2  or better 

weapon needed to hit 
MAGIC RESISTANCE: 80% 
INTELLIGENCE: Average 
ALIGNMENT: lowful evil 
SIZE L (12' at the rhouider) 
PSlONlC ABILITY: Nil 

LEVEL/X.P. VALUE: X/26,200 

This beart is responsible for guording the golewoy to the land of the dead. 
$0 that beings do not enter or leave. It looks like a giont dire wolf with o 
disproporrionolely Iorge heod. Over the centuries i t  has fought ond killed 
several heroes and gods who were trying to retrieve c1 loved one. Its 
treasure consists of the goods of those who unsuccessfully attempted to 
pars. 

AttocklDefensa Modes Nil 

The sight of this monster is  so terrible that beings of the 6th level or less 
will avtomoticolly flee in terror. and those of higher level must sove VI. o 
fearspell o t 4 .  

Gorm obeys the low$ of Hel. and is ollowed to trove1 on 011 planer when 
tiel is out collecting dead and the woy to her domain is magically closed. 
When ittrwels, ittakesapockof20dire wolveralongforcompany. 

Gorm ottockr 06 a 16+ hit dice monster, biting with its huge iawr for 4-60 
points of damoge. 

HEIMDALL (the bright god) "Guardian of the Bifrost 
Bridge" 

Greater god 

ARMOR CLASS: -5 
MOVE- IS'' . ~ .  
HIT POINTS 390 
NO. OF ATTACKS: 2 
DAMAGE/ATTACK 3-30 (+ 14) plus 

see below 
SPECIAL ATTACKS Surprise 
SPECIAL DEFENSES Never wrnrmed I 
MAGIC RESISTANCF RI 

~ ~ ~~ 2% 
SIZE: M (7') 
ALIGNMENT: lawful good 
WORSHIPERS ALIGN: Lowful good 

ond mogic-users 
SYMBOL: His horn 
PLANE Gladrheim 
CLERICIDRUID 12th level in each 
FIGHTER: 17th level ranger 
MAGIC-USER/ILLUSIONIST: Nil 
THIEF/ASSASSIN: Nil 
MONK/BARD: 8th level bard 
PSlONlC ABILITY: Ill 
S:25(+7,+14)  123 W:24 D:25 C:25 CH:23 

This god's moin function is to guard Bifrost, the rainbow bridge. Heimdoll 
olwayr attacks with surprise and is gifted with exceptional senses (eye- 
sight, hearing, touch). His eyesight octs CIS on unlimited range and duro- 
tion clairvoyance spell .  He never travels about without his sword Hofud 
("head). This sword is  o vorpol weapon, and is also a sword of frost g i m t  
slaying. If inflicts 3-30 points of damage ot D strike, plus Heimdoll'r 
strength bonusof 14 points. 

Heimdall wearso + 3  white orrnor inlo bank that has the same effect os (I 
gem of brightnerr. His horn. called Gialler, is the alarm system for Argard. 
Heimdoll will blow CI blast upon i t  to announce the coming of the frost 
giants, and the gods ond their hosts will iswe out to fight the last battle 
(Rognorok). This horn is olso rounded in ~1 different woy to proclaim D 
visitor. 

Heimdcrll is the sworn enemy of Loki, who mocks him and his rteodfail 
guardianship. 
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HE1 [goddess of deoth) 

Greoter goddess 

ARMOR CLASS -5 
MOVE: infinite 
HIT POINTS: 350 
NO. OF ATTACKS: 3/2 
DAMAGEIATTACK: 5-50 ( + S i  
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE 95% 
SIZE: M ( 6 X ' J  
ALIGNMENT Neutml evil 
WORSHIPER'S ALIGN: All alignments 
SYMBOL: Her foce 
PLANE: Hoder 
CLERIC/DRUID: 20th level cleric/lOth 

level druid 
FIGHTER: 12th level ronger 
MAGIC-USER/ILLUSIONIST: 15th level 

NORSE MYTHOS 
JORMUNGANDR (Midgard Serpent) 

in each 
THIEFIASSASSIN: 15th level asbaisin 
MONKIBARD: 10th level bard 
PSIONIC ABILITY: i 
s :20(+3,+a j  1:24 w : ~  D 2 4  c 2 5  CH:X 

This goddess C D U S ~ ~  plagues. direoser, and pestilence with the wave of 
herhond.Thsrethingrwillafflictthebeingrrhe lookrat, takingawoy5hit 
points p e r  round until they are dead or cured. She striker with o + 3  sword 
that also coures direare whenever it hiis, ond doe4 5-50 points of damage 
oto blow. 

WithinoWyard rodiurof herbody i5anauraofwitheringthatrubtrocts20 
hit points from 011 thesse not making their magical saving throws. She is 
01~0totolly impervious tool1 physical weaponry. 

The goddess of deoth lives in a dismal palace in the area of Hades known 
as Niflheim. She appears (IS a yount woman, whore body is  completely 
white on the left ride and jet black on the right. The lefl half of her face is 
totally blank. She rides a white, spectral ihree-legged horse. 

IDUN (goddess of spring and eternol youth) 

Lesrer goddess 

ARMOR CLASS: 3 
MOVE: 12"/18" 
HIT POINTS: 329 
NO, OF ATTACKS: 3/2 
DAMAGWATTACK BY w e o ~ o n  Npe . . .  
SPECIAL ATTACKS: Nil 
SPECIAL DEFENSES: +2 or better 

weonon to hit ~, ~ ~ 

MAGIC RESISTANCE 25% 
SIZE: M (6') 
ALIGNMENT: Chaotic good 
WORSHIPER'S ALIGN: Chootic good 

and oli farmers 
SYMBOL: Apples in o wicker chest 
PLANE: Glodrheim 
CLERIC/DRUID: 15th level cletidl4th 

level druid 
FIGHTER: 7th /eve1 mnger 
MAGIC-USER/ILLUSIONIST: Nil 
THIEF/ASSASSIN: Nil 
MONUEARD: 13th level bad 
PSlONlC ABILITY: V 
S : 2 0 ( + 3 , + 8 /  1:22 W:23 D:24 C 2 4  CH:24 

This goddess protects the ''Apples of Youth" which the gods eat to remain 
immortal. There apples are able to return 10 years of youth ond restore up 
io 50 lost hit poimr per bite. There apple$ are carried in 0 1 foot by I foot 
wickerchestwhichalw~yroppearsfullofapplesbut con holdanyamount 
of them put in it. ldun is the wife of Brogi. 

FREQUENCY: Unique 
NO. APPEARING: I 
ARMOR CLASS: -3 
MOVE See below 
HIT DICE/POINTS: Head: 300 points; 

Body: infinite 
% IN LAIR: Nil 
TREASURE TYPE: Nil 
NO. OF ATTACKS: I 
DAMAGEIATTACK: 5-50 
SPECiAL ATTACKS: Conmicrion, 

poison 
SPECIAL DEFENSES: Regeneration 
MAGIC RESISTANCE: 99% 
INTELLIGENCE: Very 
ALIGNMENT Chootir PvIi 

~ ~. 
SIZE: 1 (25,000 miles iong) 
PSiONlC ABILITY: Nil 

LEVEL/X.P. VALUE: X/55,000 
Aftock/Defense Modes: Nil 

LOKl (god of mischief, strife and fire) 

Greatetgod 

ARMOR CLASS: A 
MOVE: 12"/12" 
HIT POINTS: 300 
NO. OF ATTACKS 3/2 
DAMAGEIATTACK: By weapon type 
SPECIAL ATTACKS See below 
SPECIAL DEFENSES: Immune to fire 

ond magical control, + 3  or 
bener weapon to hit 

MAGIC RESISTANCE 75% 
SIZE M (6') 
ALIGNMENT: Chootic evil 
WORSHIPERS ALIGN: Chaotic evil 
SYMBOL: Flome 
PLANE: Pondemonivm or Gladrheim 
CLERIC/DRUID: 12th level in each 
FIGHTER: 12th level mnger 
MAGIC-USER/iLLUSIONIST: I Ith level 

magic-vser/20th level illusionist 
THIEF/ASSASSIN: 15th level c(55(1ooin 

MONK/BARD: 5th level in each 
F'SIONIC ABILITY iV 
S24(+6.+12) 1:25 W:19 D 2 4  C:24  CH:24 
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While this god moves among the others in Asgard, he is known to be the 
one most likely to betray them to the giants. Depending upon his current 
status with the other gods, he moker his home in Gladsheim or Pande- 
monium. He i s  tolerated because he is blood brother to Odin and horacted 
in the far post to rove the Argardianr from certain death and destruction. 
While the god can rhope change atwill, he uruolly relies on his power to 
force beings to do what he desires “io his suggestion power. Looking ot the 
god for 3 melee rounds or more negotes all saving throws agoinst that 
ruggertion. and this applies to all beings. (Magic resistance is still effec- 
tive.) He wears o p i r  of boots that combine the powers of woter wolking, 
flying, trauelling, ondrpeed. 

Though Loki connot be mogicolly controlled, illusions will work on him, but 
only when cost by beings of greater than the 20th level. 

The gods  colors are red and black ond he wears them at all times, even 
when in the guise of something else. 

I - I 

NORSE MYTHOS 

MAGNl (god of strength) 

Lesserg& 

ARMOR CLASS: 4 
MOVE: 18” 
HIT POINTS 325 
NO. OF ATTACKS: 2 
DAMAGE/ATTACK 8-80 
SPECIAL ATrACKS: Nil 
SPECIAL DEFENSES: +2  or better 

(edged) weapon to hit 
MAGIC RESISTANCE: 70% 
SIZE: M (7’) 
ALIGNMENT: Chaotic good 
WORSHIPER’S ALIGN: Chootic good 
SYMBOL Mountain 
PLANE: Gladrheim 
CLERICIDRUID: Nil 
FIGHTER: 15th level fighter 
MAGIC-USER/ILLUSIONlST Nil 
THIEF/ASSASSIN: Nil 
MONK/BARD: 5th level bard 
PSlONlC ABILITY VI 
S:25(special) I: 20 W: 20 D:24 C:25 CH:22 

Thorn son. this god transcends the normal definition of strength in ihe 
ADSD sense, in that hiswassuppored to bealmost limitless. 

He can bend anything he con grip, put his fist through anything, lift nearly 
anything (judge’s opiion), even things that ore supposed to be unliftoble 
like his father’s hammer. Any mclteriai object thrown at him, he can catch 
and throw bock ot the cosier (hitting 90% of the’ time), and with his + 3  
hammer he doer 8-80 points of damage per strike. 

Thisgod is io  tough ond hardy that blunt weapons of any type connot harm 
him. 

MODI (god of courage ond berserk rage) 

Lesser god 

ARMOR CLASS: -4 
MOVE: 21” 
HIT POINTS. 379 ~ ~~ 

NO. OF ATTACKS: 2 (or4)  
DAMAGEIATTACK 25 or50 
SPECIAL ATTACKS: Vorpol blode 
SPECIAL DEFENSES: + 2  or better 

weapon to hit 
MAGIC RESISTANCE: 95% 
SIZE: M (7 ’ )  
ALIGNMENT Chaotic good 
WORSHIPER‘S ALIGN: Chootic good 
SYMBOL: Sword ond hammer 

PLANE: Glodrheim 
CLERIC/DRUID: Nil 
FIGHTER: 15th level fighter 
MAGIC-USER/ILLUSIONIST Nil 
THIEF/ASSASSIN: Nil 
MONK/BARD: 9th level bard 
PSlONlC ABILITY: IV 
S 2 4 ( + 6 , + 1 2 )  1:23 W:22 D:24 C:25 CH:25 

Using a vorpal blode that striker for 25 points of damage per hit (plus its 
decapitating power), Thor’r son Modi is  always in the forefront of m y  
battle, and his presence inspires his followers with such courage that they 
do on extra 4 points of domoge per hit (affecting 011 those in a 90 yard 
radius). He is  immune to 011 forms of magical conirol or illusions. In battle, 
the god is  oble to “know’’ when the best time comes to retreat and re- 
group his forces for best effect. 

After the god has sustained more than holf of his hit points in damage. he 
will go into CI berserker rage which allows him to double 011 his powerr in 
combat.ro that he hits4 times perrovndfor50points par hit. 

NORNS (the fates) 

crossed 

ARMOR CLASS 0 
MOVE: 12”/2/21” 
HIT POINTS: 299each 
NO. OF ATTACKS: I 
DAMAGE/ATrACK: 1-10 plus speciol 

SPECIAL ATTACKS See below 
SPFCIAL MFENSES: See below 
MAGIC RESISTANCE: 80% 
SIZE: M (5’) 
ALIGNMENT: Neutrd 
WORSHIPER’S ALIGN: None 
SYMBOL: Lightning bolt 
PLANE: Concordont Opposition 
CLERIC/DRUID: 12th level in each 
FIGHTER: 5th level ranger 
MAGIC-USER/ILLUSIONIST 15th level 

(see belowJ 

in each 
THIEF/ASSASSIN: 10th level thief 
MONK/BARD: 8th level in each 
PSlONlC ABILITY: i 
S : 2 3 ( + 5 , + l l J  122 W:25 D:23 C:25 CH:9 

The Noms, called Urd, Verdandi, and Skuld, represent the port. present, 
and future, but they ore only willing to tell of there things (IS long as they 
deal with themselves or an9wer questions of slight import. They travel 
about the Prime Material Plane in the form of swans, and in this shape they 
deal out fate in the form of prophecy. At the birth of every mortol mole, 
they know what the babe‘s fate will be and may tell if presented with ex- 
pensive gifts of gold and silver (1% of the time). They tend the tree of life, 
called Yggdrosil, and often advise the gods on specicrl rituationr. 

They fight with daggers, when forced into this sitwtion. and their weapons 
do 1-10 points of damage, plus the magical bonus of subtrocting one point 
from every ability scoreo being h05(intelligence,wisdom, etc.), nosaving 
throw ollowed. They ore immune to all oanmogical ottockr, i.e.. they can 
only be hurt by mogic or m a g i d  weapons. 
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The Norm are not normal goddesses, ond do not have worshipers as such. 
They weave the web of fate importially. 

THOR (god of  thunder) 

Greotergod 

ARMOR CLASS: 4 SIF [goddess of excellence and skiff in battle) 

NORSE MYTHOS 

Lerrer goddess 

ARMOR CLASS: 4 
MOVE: 18” 
HIT POINTS: 349 
NO. OF ATTACKS: 2 
DAMAGE/ATTACK 3-301+ I I 1  . ,  
SPECIAL ATTACKS Nil 
SPECiAL DEFENSES: Immune to 

mogicol control, +2  or bene! 
weapon to hit 

MAGIC RESISTANCE: 80% 
SIZE: M (6’) 
ALIGNMENT Chaotic good 
WORSHIPERS ALIGN: Chootic aood - 
SYMBOL Sward upraised 
PLANE Gladsheim 
CLERIC/DRUiD: 12th level druid 
FIGHTER: 12th level ranger 
MAGIC-USER/ILLUSIONIST Nil 
THIEF/ASSASSIN: Nil 
MONKfBARD: 12th level in each 
PSiONiC ABILITY VI 
S:23(+5,+ll) 1:24 W:22 D:25 C 2 5  CH:25 

Thor’r wife Sif ha$ beautiful golden hair (a gift from the dwarves) and is  
dressed in white ond silver most of the time. She useso. +3 w o r d  in bottle 
which does 3-30 points of damage (plus her strength bonus). 

She is the patron of young warriors, and there is CI 1% chance that a 1st 
level fighter devoted lo her moy receive a bless spell if he or she prays to 
Sif beforeo bottle. 

SURTUR [lord of the fire giants) 

Lerrer g d  

ARMOR CLASS: -2 
MOVE I S  
HIT POINTS: 380 
NO. OF ATTACKS: 2 
DAMAGWATTACK: 6-60 
SPECIAL ATTACKS See below 
SPECIAL DEFENSES: Immune to fire. 

+3 or better weopon to hit 
MAGIC RESISTANCE: 60% 
SIZE L (20’) 
ALIGNMENT Lawful evil 
WORSHIPERS ALIGN: Lawful evil 

SYMBOL Flaming sword 
PLANE: Gladsheim (Jotunheim) 
CLERiC/DRUiD: 15th level cleric 
FIGHTER: 20th level fighter 
MAGIC-USER/ILLUSIONIST: 5th level 

magic-user 
THIEF/ASSASSIN: Nil 
MONKIBARD: Nil 
PSlONlC ABILITY Nil 

(fire gionrr) 

MOVE: 18” 
HIT POINTS: 399 
NO. OF ATTACKS: 2 (3) 
DAMAGE/ATTACK: IO-1W (+ l6J 
SPECIAL ATTACKS See below 
SPECIAL DEFENSES: +3 or better 

MAGiC RESISTANCE: 80% 
SIZE: M (7’) 
ALIGNMENT: Chootic good 
WORSHIPERS ALIGN: Ail 

weapon to hit; ond see below 

olignmenrr, especially warriors, 
beings needing cemin weather, 
or ones wonting fair play 

SYMBOL: Hommer 
PLANE: Gladsheim 
CLERIC/DRUID: 10th level druid 
FIGHTER 20th ievei fighter 
MAGIC-USER/ILLUSiONIST Nil 
THIEFIASSASSIN: Nil 
MONK/BARD: 3rd level bard 
PSlONlC ABILITY: VI 
5: 25 /SDeCid: + 7, + 161 I: 20 W: 20 D 25 C: 25 CH: 24 

Thw oppearr (IS a lorge red-haired and red-bearded man dressed in black 
and yellow + 3  chainmail. He rider through the sky on his golden chariot, 
which is pulled by his two magical gootr, Tanngrirner ond Tonngjort. Thor 
is a particular friend to mankind among the Norse gods, and wiit often 
alert his worshipers to incursions of evil. The god often fights on Glods- 
heim agoinst giant types. and his nome is enough to make gionts check 
morale. Whenwithin90yardrofhim. therervclntsondollierafThorgaino 
benefitof +2onalldice throws. 

Thor? norma( strength is 25, but he has CI mogical girdle and o magical 
glove which enable him to exceed even this limit. Meginjorder, his girdle. 
giver him the strength to wield his mighty hommer (described beiow). and 
enable him to break any barrier or obiect. His magical glove, Jorn Grieper, 
giver him the ability to strike three times per melee round and io handle 
his hammer even while red-hot. 

Mjolnir, Thor’s +5 magic hammer, has the following abilities: 

I t  doer 10-100pointsofdamage. 

It can be thrown up to 2M) yards, and it never miss- when thrown. It 
returns to Thor’s hand automatically. (If Thor throws Mioinir, that is  his 
oniyattack in that round.) 

i t  con cost lightning bolts d o n y  target within right. up too total of 1W 
dice of lightning bolts per day. This bore 1W dice can be broken up into 
lightning bolts of m y  size Thor desires, i.e., 25 4 dice bolts, or 10 3 dice 
boltsond 170dice balt,etc. 

It is so heavy tho? only beings with o strength of 25 con even lift it, and 
it requires more than o 25 strength to wield it CIS D weapon. 

When Thor throws Mjolnir, it trails o lightning bdlt behind it, ond when 
it hirr, there is CI lorge clap of thunder which affects all beings within 
30’ os a power word, stun (save YL. magic negates). 

If any other being uses o lightning spell within 200” of Thor, it will auto- 
matically turn and strike the cmter, whether the Thunderer wills it or not. 

S:25(+7, +14) I: 19 W: 14 D: 12 C 2 5  CH:20 All of Thor’sclericsreiy on hammersfor theirweopons 

Mort fire g i o m  regard Surturar their leader and their deity. Deep in Jotun- 
heim, Surtur woib for the day when he con ieod the fire giontr to the great 
battle of Ragnarok. 

Svnur looks like an immense fire giant, with crockling flomer for hair ond 
eyebrows. He wears heavy iron armor which is hot to the touch (1.10 
points of damoge to any who contact it with exposed flesh). and wields a 
15-foot flaming iron sword. He strikes with this wice per round, inflicting 
6-M) points of damage on a hit. Surtur is immune to fire attacks of any kind. 

.. 
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Tanngrisner8 Tannglort [Thor's goats) 

FREQUENCY: Unique 
NO. APPEARING: 2 
ARMOR CLASS: 0 
MOVE: 24"/24" 
HIT DICE/POINTS 100 
% IN LAIR Nil 
TREASURE TYPE: Nil 
NO. OF ATTACKS 3 
DAMAGE/ATTACK: 3-24 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 25% 
INTELLIGENCE: l o w  
ALIGNMENT Neutral 
SIZE L ( 9  ot the shwlderj 
PSIONIC ABILITY: Nil 

LEVEWX.P. VALUE: X/14,100 
AttacWDefenre Modes: Nil 

There two enchanted animals ore used to pull Thor's chariot through the 
air and on the lond. 

The creatures ore often eoten by Thor ond his friends. as they mogically 
regenerote from the bones and skin with the light of the morning sun. 

They appear as giont goats. Tanngrisner is  white and Tonngjort i5 black. 
They attack by butting with their large horns. They add +6 to damage 
inflicted when iheychorge, and they attackor 16+ hit dice monfterf. 

THRYM (ford of the frost giants) 

Lersergod 

ARMOR CLASS: -2 
MOVE: 15"  
HIT POINTS: 300 
NO. OF ATTACKS: 2 
DAMAGEIATTACK: 4-40 (+ 14) 
SPECIAL ATTACKS Nil 
SPECIAL DEFENSES: + 3  or bener 

weapon to hit, immune to cold 
amcks 

MAGIC RESISTANCE: 60% 
SIZE: L(21') 
ALIGNMENT Chaotic evil 
WORSHIPER'S ALIGN: Chaotic evil 

SYMBOL: White double-bladed 

PLANE Gladsheim (Jotunheimj 
CLERIC/DRUID: 10th level cleric 
FIGHTER: 20th level fighter 
MAGIC-USEWILLUSIONIST: 3rd level 

illurionist 
THIEF/ASSASSIN: Nil 
MONWBARD: Nil 
PSIONIC ABILITY: Nil  
S:25(+7,+14) 1:16 W:12 D:21 C:25 CH:ZO 

Thrym is both leader and deity of the frost giants. Like Surtur. he woits for 
the day when he con leod the frost gionts against the Aerir in the last 
battle. Thrym wields a huge f 3  doublebladed axe which inflicts 4-40 
points of damage on D hit. He weori o coat of white fur over his suit of 
choinmoil. Otherwise, he appeors much like an oversized f r m  giant. 

Thrym hor ten brothers who are i n  mosl ways like normd frost giants (AC 
4, MV 1 2 ' :  #AT I, D 4-24). However. each has 100 hit points and attacks os 
o 16C hitdice monster. 

(frost giontsj 

axe 

TYR (god of war and low) 

Greotergod 

ARMOR CLASS: -5 
MOVE 18" 
HIT POINTS: 380 
NO. OF ATTACKS: 3 
DAMAGElATTACK 2-20 (+ 12j 
SPECIAL ATTACKS Nil 
SPECIAL DEFENSES: f 3  or bener ~ ~ ~ ~~. . ~ . 

weapon to hit, and see below 
MAGIC RESISTANCE: 25% 
SIZE M (6x7 
ALIGNMENT Lowfvl good 
WORSHIPERS ALIGN: Ail warriors 
SYMBOL: Sword 
PLANE: Gladsheim 
CLERIClDRUID: 13th level druid 
FIGHTER: 25th level poladin 
MAGIC-USER/ILLUSIONIST 10th level 

THIEF/ASSASSiN: 15th level thief - 
MONKlBARD: loth level in each 
PSIONIC ABILiN: I 
S:24(+6,+12) 190  W:20 D:25 C:25 CH:24 

illurionist 

Tyr appears os a powerful-looking bearded man who has lost his right 
hand. It woslhe losing of this hand that firmly established Tyr as the god of 
law and trust. When the dwarvei finolly forged o cord thot could bind the 
Fenrir Wolf, the great monster would only consent to having the cord put 
upon it if one of the Aerir would ploce his hand in the Wolf's mouth. Tyr, 
knowing whotwar planned, placed hit right hand in Fenris' mouth without 
hesitdon. When Fenris found thot he was bound, he bit off Tyr3 hand, but 
he could not escape. By honoring thiscontract. Tyr became the gad of law. 

In his aspect of war god, Tyr watches over the Volkyties and makes sure 
that only the most valiant mortal worrior~ore taken toodin otVolhalla. 

Tyr wields CI t 3 sword in his left hand thot doer 2-20 points of damage on 
o hit. He automcltically senses the presence of any thief who comes within 
1W of him, and he con see invisible obiects 

ULLER [god of hunting, archery and winfer) 

Lersergod 

ARMOR CLASS: 3 
MOVF. 7A" . . .- . -. . . 
HIT POINTS: 390 
NO. OF ATTACKS 2 
DAMAGEIATTACK 2-20 (+ I I )  
SPECIAL ATTACKS: Longbow 
SPECIAL DEFENSES +2  or bener 

weapon to hit; immune to fire, 
cold, lightning and elementolr 

MAGIC RESISTANCE: 50% 
SIZE: M (7'j 
ALIGNMENT Chootic neuti01 
WORSHIPERS ALIGN: Chaotic 

ne"tl0l 
SYMBOL: Longbow 
PLANE: Gladsheim 
CLERIC/DRUiD: 13th level druid 
FIGHTER: 18th level ranger 
MAGIC-USER/ILLUSIONIST: 12th level 

THIEF/ASSASSIN: 12th level ossassin 
MONKIBARD: 12th level bard 

illusionist 

PSIONIC ABILITY: I 
S:23(+5, +I!) 124  W:24 D:25 C:25 CH:25 

Uller was once a great god, but his power has waned with the orcension of 
Odin. As the greatest hunter of the Aesir, Uller spends CI great deol of time 
in the wilderness areas of Argard, and is thus immune to the effects of the 
elements. He cannot be harmed by fire, cold, lightning. or any of the 
various elementoli. 
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Though Uller i s  in many woyr m outsider, the other Aesir have D high 
regard for his capabilities, and he has been known to tempororily rule in 
Odin's place when Odin was elsewhere. 

Uller is  the potron of archers, and a mighty bowman. He uses a + 5  long 
bow; he can shoot it ot m y  toiget that he con see, with no range peoolties, 
and he never misses targets less than 200" away. He also wields o +4  
two-handed sword that striker for 2-20 points of damage (plus strength 
bonus). 

NORSE MYTHOS 

Uller is a110 the god of winter, and sometimes gives aid to those less able 
losurvive it than he. 

VALKYRIES "Choosers of the Slain" 

ARMOR CLASS -2 
MOVE 15' 
HIT POINTS. 1M . . . -. . - - 
NO. OF ATTACKS: 2 
DAMAGEIATIACK: By weopon wpe 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: 25% 
SIZE: M (5%') 
ALIGNMENT Chaotic neutrol 
CLERICIDRUID: Nil 
FIGHTER 15th level fighter 
MAGIC-USERIILLUSIONIST: Nil 
THIEF/ASSASSIN: Nil 
MONKIBARD: 8th level bard 
PSlONiC ABILITY: Nil 

Attock/Defeme Modes: Nil 
s: 19(+3,  +7j I: 17 w: 17 D: i s  c: 19 ci-I :$ 

These warrior maidens ride pegosi of maximum hit points. These mounts 
we the offspring of Sleipner. It is  the Valkyries' duty to bring the souls of 
the best and most voliont doin warriors from battlefieldr to Volhollo, the 
hall of Odin. They act os serving maids in Odin? hall and CIS handmaidens 
to Friggo. When they ride forth to choose the doin, their armor gwes off o 
pearly, flickering light that is soid to C O U S ~  the Aurora Borealis. They lravel 
ethereolly, and ore only visible to wclrriors in morio1 danger. 

VIDAR (god of strength and silence) 

tesrergod 

ARMOR CLASS: 3 
MOVE: 21" 

NO. OF AllACKS: 2 

SPECIAL ATTACKS: See below 
SPECIAL DEFENSES Silence, + 2  or 

MAGIC RESISTANCE: 95% 
SIZE: L (20') 
ALIGNMENT Chaotic good 
WORSHIPER'S ALIGN: Chaotic good 
SYMBOL: Iron shoe 
PLANE: Gladrheim 
CLERICIDRUID: 10th level druid 
FIGHTER: 18th level ranger 
MAGIC-USER/ILLUSIONIST: Nil 
THIEFIASSASSIN: Nil 
MONKIBARD: Nil 
F'SlONlC ABiLIN: VI 
S : 2 5 ( + 7 ,  + 14) 1 2 0  W: 19 D:25 C:25 CH:22 

Vidar, 0 son of Odin, is a stoic bastion of strength for the Aerir in times of 
need. He speaks only when he must, ond then he uses os few words os 
possible. Though not a rocioble god, his hate of evil is strong, ond when 
the Aesirdon'tneed him, hecombahitin hisownway. 

Though not 0 greater god, Vidat'r strength and conrtitution are renowned, 
and he is o fearsome opponent to enemies such os giants. On his right foot 
he WBWS o magical iron shoe, with which he con strike twice per round for 
8-80 paints of damage. Any object or perron that Vidor steps on with this 
shoe (ruccerrful "to hil" roll required) will be pinned until the god 
chooser to let them go. No creature can fight or cast spells when under 
Vidar'r shoe. 

At will, Vidar con make CI 24" rodius around himself completely silent. This 
effect connot be countered by dispel magic, spell turning, or anything else. 

HIT POINTS: 380 

DAMAGE/ATIACK: 8-80 

better weapon to hit 



This culture WOI omong m o d i  first attempts at civilization, and it IS one of 
man's first recorded religions. Becou~e of this, the gods are unusually close 
to their worshipers and every worshiper is a servant of his or her god. We 
constantly reeo willingneirto helpthat iksaon lost toallothermythoi. 

Every city hor its potron deity; all the people belong to that temple and 
none oiher. All officiols of the city ore clerics of the temple and the high 
priest is  alwoyr the king or queen of that city-state. The temples have o 
stepped pyramid shape in the manner of the Aztec temples. 

Sacrifices and gifts to the deities we  dl made as items thot will dress up 
altars and the temple surroundings; the richer and more valuable the 
better. The clerics themselves make items to be directly sacrificed to the 
gods by burning clt the some time that human lives are sacrificed to the 
gods (primarily condemned criminols). 

Each temple has on image of its god on a raised platform in on inner shrine 
closed off to the public. Before the imoge is  a table used os on altar tho! 
has all the gifts of the year placed upon it. There is o central courtyard 
beyond the main entronce for public worship. The building will have ride 
chapels and storerooms of several types. The main entrance to the temple 
is set at right angler to the inner temple. The more important temples are 
raised up an ortificiol hills (w riggurofs) of red brick. 

Clerics serve the best meat and drink to the gods on special tobler beside 
altars. This food is burnt every night for the gods' use. The seventh, fif- 
teenth, and twenty-fifth days of the month are holy days. Asocrifice isal-  
ways held on the night of the new moon. 

There are three degrees of punishment for clerical sins. Committing the 
first maior transgression results in on acute severe gartro-intestinal disease 
(as per DMG) for the offending cleric. The second transgression results in o 
punishment of 15 troubles. eoch worse than the l m  (though none are 
wtomaticolly fatol). Thus, c1 cleric might be dung by a bee, then sprain on 
onkle, then suffer food poisoning, etc. If there warnings are not enough, 
the third transgression results in the death of the offending one. Any frons- 
grerrion can be erored m the sight of the deity by o sacrifice sufficient in 
proportion to the nature of the offense. These sacrifices must be important 
and/or expensive. 

Clerics of this pantheon must shave dl hair from their bodies and wear 
kilts and robes of white with colorful borders. The shape and color of the 
border indicotes the cleric's potron deity. Female clerics wear rounded 
conical hats to cover their baldness. 

Mole: The geogrophicol area of the Sumerion mythor is  almost exactly the 
same CIS the Babylonian. Though aeporated by time, they share similar 
cultures and ideas. (This overlap is in much the 9ame manner os that of the 
Greek ond Roman mythoi.) While we could hove listed there groups to- 
gether, we thought that there wos enough diversity between there two 
sections to warrant reparation. In some cases, this diversity has been 
deliberotely increased in order to prevent overlap. 

ENLlL (air 8 war god) "ruler of the pantheon'' 

Greatergod 

ARMOR CLASS: -2 
MOVE: 12"/36" 
HIT POINTS: 4W 
NO. OF ATTACKS: 2 
DAMAGE/ATTACK 50 points 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 50% 
SIZE M (6!4'J 
ALIGNMENT Nevtrd good 
WORSHIPERS ALIGN: Al l  good 

olignments 
SYMBOL: Pickaxe 
PLANE: Elysium 
CLERIC/DRUID: 20th level cleric 
FIGHTER 19th level ranger 
MAGIC-USER/ILLUSIONIST: 15th level 

THIEF/ASSASSIN: Nil 
MONWBARD: 12th l w e i  bard 
PSIONE ABILITY: Nil 

magic-user 

S : 2 5 ( + 7 ,  +14) 1:25 W:25 D:23 C:25 CH:24 

Enlil always appears os D tall man with a heavy dark beard and curly hair. 
At will, the god can shape chonge, and con ESP at any distance. Enlil con 
raise electrical storms, and from them direct lightning bolts at torgets up to 
o mile distant. doing 40 points of damage per strike (rave VI. rpelirfor half 
damage). Unlike the other deities of this pantheon, Enlil has the power to 
raise the dead. Enlil takes nodamoge from lightning orelectricol attacks. 

In battle, the god wears a war helm that is not affected by anything. When 
Enlil is weoriog it, he feels no shock or horm from objects hitiing the helm. 
In any given melee, when attacked by only one weapon, thot weapon is 
forced to hit the helm (noraving throw). In other words, if Enlil were fight- 
ing Thor. who uses Mjolnir, the hommer would be forced to hit the helm 
every time, no motter what Thor wonted, ond Enlil would feel nothing. If 
ottacked by two or more weoponr, Enlil chooser which sholl strike his 
helm. The god wields o stone axe in battle that doer 50 poina of damage 
per strike, but no damage if ii hits metal. (Enlii'r petceniage chonce of not 
hitting metal (if in combat with CI metallicoily-armored opponent) is equal 
to the bore armor class of the opponent times ten. For example, Enlil 
would have only CI 30% chance of striking on vnormored portion of o 
person in p lde moil. if he "hits".) Enlivr axe does direnchont m y  magic 
item that i t  comes in contact with (no $we).  I t  cannot be broken, will tele- 
port to the god's hand if taken more than 100 feet from the body of the 
god, and has a 25% chance of negoting ony spell tossed at the gad before 
the spell reacher him. (In addition, Enlil has 50% magic resistonce, and (I 
soving throw, if applicable.) 
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ENKl (god of the riven 8 oceans) 

Greotergod 

ARMOR CLASS: -2 
MOVE: 12"/24" 
HIT POINTS: 388 
NO. OF ATrACKS: 3/2 
DAMAGE/ATTACK: 35 points 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: See below 
MAGiC RESISTANCE: 50% 
SIZE: M (6') 
ALIGNMENT: Lawful neutral 
WORSHIPER'S ALIGN: Lawful neutral 
SYMBOL: Ibex (movnmin goat) 
PLANE: Nirvona 
CLERiC/DRUID: 20th level cleric 
FIGHTER: i3th level paladin 
MAGIC-USER/iLLUSiONIST: 13th level 

THIEF/ASSASSIN: Nil 
MONKAARD: 10th level bora 
PSlONlC ABILITY: Nil 
S:23(+5,+l l)  1:25 W 2 4  D:23 C 2 5  CH:23 

This god i s  olwayr green in color in any of his human manifestations. At 
wiii, he shape chonges. Enki is owore of and can summon ony being thot 
hor died in the woter to do his bidding. (One being of any species con be 
summoned per day. The summoned being instantly oppeors and does the 
bidding of the god; that porticuior being cannot be summoned ever 
again.)Enkimoveri ikeclblinkd~g,ondirimmuneioollf~rm~of heat.He 
con only isleport to areas where there if water in quantities of more than 
M gallons. 

The god i s  known for his great hatred of demons, and he will slay any 
perron in his presence that has ever dealtwith these monsters in o friendly 
manner. in bottle. he fights the strongest enemy facing his group first. He 
uses a m o l l  iode green mace that has several powers: it striker for 35 
points of damage on D successful hit; it is ethereal when not held by the 
god; it negates ony spell below the 6th level cast at the god; and it will 
never cause harm too lawful neutmi being it striker. Hisarmor, helm, and 
shield are made out of water, and automaticoily obrorb the first two hits 
mode against the god in any given melee round. 

Enki is also the patron of jewelers, goldsmiths, and stonecutters. Naturally, 
because of Enki'r interest in this area. only the finest iewelr, gold items, 
and carvings con be given to the god's temples in homage. 

INANNA (war goddess/goddess of love) 

Greater gadders 

ARMOR CLASS: -2 
MOVE: 12"/24" 
HIT POINTS. 101 

in each 

SUMERIAN MYTHOS 

This aid tokes the form of thot warrior never being hit, always making his 
or her saving throw. and never missing an attempted hit. This ihm for the 
duration of the melee. 

At will, the gadders con shape change. animate statutes of herself in her 
1emplei.and cansummon from thedeodany beingrhe h m  killed i na  post 
battle tooidony givenride(on1yonoonetime barisperbeing). 

She uses o small double bloded bras axe in battle thot has the following 
abilities: it striker for 25 points of damage per hit, causes any armor it 
strikes to turn to dust (no saving throw). and the user is never surprised. 
Her breast piotes negate any domcge cowed by heat. cold, fang, or claw 
to her body. 

The goddess is o fickle being and requires the sacrificing of the best in 
mogicol or high quolity weopons on her oliam. 

in battle. she drives (I chariot pulled by seven lions to which she has given 
the gift of flight (MV 30"). They are otherwise normal beasts which are 
undsr her complete control. 

KI (goddess of noture) 

Greater gaddess 

ARMOR CLASS: -2 
MOW. l 5 " / 3 b /  0 6 "  
HIT POINTS: 380 
NO. OF ATTACKS: 0 
DAMAGElATrACK Nil 
SPECIAL ATTACKS: See below 
SPECiAL DEFENSES: See below 
MAGiC RESISTANCE: 90% 
SIZE: M (5') 
ALIGNMENT: Neutral 
WORSHIPER'S ALIGN: Neutral 
SYMBOL: iriJ 
PLANE: PrimeMderiol Plone 
CLERiC/DRUID: 30th level cleric/ldth 

. . .  
NO. OF ATrACKS: 2 
DAMAGEfATTACK: 25 points 
SPECIAL AllACKS: See below 
SPECIAL DEFENSES: See below 
MAGiC RESISTANCE: 66% 
SIZE M (6 ' )  
ALIGNMENT: Lowful evil 
WORSHIPER'S ALIGN: Worriors and 

SYMBOL: A shepherds staff 
PLANE Nine Hells 
CLERiC/DRUID: 10th level in each 
FIGHTER: 20th level ranger 
MAGIC-USER/iLLUSIONiST: 12th level 

THlEF/ASSASSiN: 15th level thief 
MONWBARD: 10th level bard 
PSlONlC ABILITY: II 
S : 2 0 ( + 3 , + 8 )  l:21 W i 9  D 2 5  C:24 CH:25 

This goddess usually appears in the form of o beautiful woman, and will 
on rare occasion3 pick exceptionally brave warriors in battle ondaid them. 

IOYWS 

in eoch 

level druid 
FIGHTER 10th level palodin 
MAGIC-USER/ILLUSiONiST: 20th level 

in each 
THiEF/ASSASSIN: Nil 
MONK/BARD: 20th level bard 
PSlONlC ABILITY I 
5:25  1:23 W.25 D 2 3  C 2 5  CH:25 

Ki  appears as on elfin wornon of greot beauty. The goddess cannot be 
touched by anything material cast through the air at her. At will, she con 
shape change (into "on-monster forms only). She can give the "luck of the 
gods'' to those she fovorr. This luck taker the form of the recipient olwoys 
making his or her saving throw ond only suffering half damage from any 
attack; this lasts for CI 24 hour period. 

Any "on-monster animal ofany species is  hers tosummon instantly, in m y  
number up to 100. No species ton be summoned more than once per 
week. Thus, she can summon I W tigers. 100 lions, 100 condors, etc., in any 
given week and they will instantly come to her coii. She con only summon 
one type of creature ot a time. She 0150 hos the power to instantly know 
where any given thing is on the surface of the earth. 

When forced to do combot, she will toke only hoif domoge from any attack 
andwillalways make hersaving throw onall things. 

Ki'r clerics are druids; her Great Druid may receive communications direct- 
ly from the goddess. 
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gravity ond mognetiJm ond hor complete control over there forces. She 
can give the gift of flight to thore she especially favors. She dso has the 
power to wither thore she hotet. This withering takes the form of a special 
9th level spell that works like three chorgerfrom ostoffof withering. It re- 
quires the somecomponentsoso wish spell. 

NANNA-SIN [moon god) 

Lerrergod 

ARMOR CLASS: -2 
MOVE: 12"/24" 
HIT POINTS 339 
NO. OF ATTACKS: 2 
DAMAGE/AlTACK: 30 mints 
SPECIAL AlTACKS: Nil 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 75% 
SIZE: M (6') 
ALIGNMENT: Chaotic good 
WORSHIPERS ALIGN: Chaotic good 
SYMBOL: Jet black axe over the 

PLANE: Elysium 
CLERICIDRUID: 13th i w e l  in each 
FIGHTER: 16th leyel fighter 
MAGIC-USER/ILLUSIONIST 15th level 

THIEF/ASSASSIN: Nil 
MONWBARD: 15th level bord 
PSlONlC ABILITY: Nil 
5:25(+7,  f14) 1:24 W 2 5  D: 19 C:23 CH:25 

This human-appearing god is always bathed in a blue glow that octs 05 o 
rodofbeguiling toollwhocomewithin 10feetof it.Atwill,Nanna-Sinc~n 
negate any of the following: heat, cold. electricity. light, and darkness. 

He uses a f 3  jet black axe in battle which striker for 30 points of damage 
per hit; italroactsararwordofrhorpnerr. 

moon 

in eoch 

NIN-HURSAG [goddess of the earth) 

Lesser gmlderr 

ARMOR CLASS: -2 
MOVE: 9'//12" 
HIT POINTS 355 
NO. OF ATTACKS: 3/2 
DAMAGE/ATTACK: 2-20 
SPECIAL AlTACKS: Gravity control, 

withering 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 50% 
SIZE: M [6'j 
ALIGNMENT Nevtrol 
WORSHIPERS ALIGN: Neutral 
SYMBOL: Blue-white diamond 
PLANE: Elysium 
CLERIC/DRUID: 13th level druid 
FIGHTER: I lth level fighter 
MAGIC-USER/ILLUSIONIST: 30th level 

mogic-user 
THIEF/ASSASSIN: Nil 
MONWBARD: Nil 
PSIONIC ABILITY Nil 
S : 2 3 ( + 5 , + l l )  193 W:23 D:23 C:23 CH:23 

This deity always oppeorr os D dark-skinned female. She is mistress of 

UTU (sungodj 

Greotergod 

ARMOR CLASS: -2 
MOVE: Infinite 
HIT POINTS 377 
NO. OF ATTACKS: 3/2  
DAMAGE/ATTACK: 50 points 
SPECIAL ATTACKS: Light rays, poly- 

SPECIAL DEFENSES: Heat ouro, 

MAGIC RESISTANCE: 90% 
SIZE: M (6') 
ALIGNMENT: Chootic good 
WORSHIPERS ALIGN: Chaotic good 
SYMBOL: Rodiont run disc 
PLANE: Nirvona 
CLERIC/DRUID: 15th level cleric/l4tt 

morphing 

regeneration 

level druid 
FIGHTER: 13th level ranger 
MAGIC-USERALIUSIONiST 15th level 

in each 
THIEF/AFCASSIN: Nil 

~ . . .. .. . . 
MONK/BARD: 5th level bad  
PSlONlC ABILITY: VI 
S:24(+6, +I21 1:20 W 2 2  D:22 C:24 CH:25 

This deity, always in humon form, is constantly bothed in o dazzling IO' 
rodiur yellow glow. The glow COUIBS 0 1 1  enemies to suffer a -2 on 011 
strikes at the god, and all undeod wither to dust at o touch of his glow. He 
con cast two light rays per round at anything in right, each of which doer 
20 points of damage when they hit (rove vs. spells for holf damage). He 
regenerates oli lost hit points when touched by heat of any degree obove 
1W F. and he is able topolymorph living matter into dirt, with a -3 on the 
being'rsaving throw. 

In bottle, the god throws bits of the sun he hor pulled away. The+ sun-bits 
can be thrown up to 2 miles away from the god, and they strike for 50 
points of heal domoge when they hit, His aura also COUIBS anything strik- 
ing his body to melt unless the thing is indestructible. 

CLOUD CHARIOTS 

All of the g a l s  ond goddesses have cloud chariots at their personal com- 
mend. These devices appear to be clouds that give off CI dazzling radiance. 
When CI god steps on them, they become platforms of tronsportotion for 
thegodrondalsoo meclnfto imprerrworrhipersond non-believersolike. 

A cloud chariot travels ot o rote of 24", and can telepoit itself to m y  place 
where there are clouds in the sky. I t  is unaffected by any material force 
ond is never destroyed. The gods will always appear to their clerics on 
such devices to prove that they ore gods. These devices ore copable of 
corrying anything the controlling deity wither. 
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APPENDICES 

APPENDIX 1: THE KNOWN PLANES OF EXISTENCE 

There exists an infinite number of parollel universes and ploner of exist- 
ence in the fantortic "multiverse" of ADVANCED DUNGEONS L DRAG- 
ONS. All of there ''worlds'' co-exist, but how ''real" each is depends en- 
tirely upon the development of each campaign referee. The charts and ex- 
planations which follow show only the voriouo planes tied to tho? of nor- 
mal existence. The parallel universes are not shown, and their existence 
might or might not beoctuol. 

THE INNER PLANES 

The Prime Materlal P lme 

The Prime Moterial Plane (or Physical Plone) is at the "center" of the Inner 
Planer. It houses the universe and 0 1 1  of its parallelr. I t  is the plane of 
Terra, and yourcompoign, in 0 1 1  likelihood. ThePrimeMateriol is bounded 
or permeated by (111 of the Inner Planes and the Astral Plane. The Prime 
Materiol Plane is made up of the four elements plus positive ond negoiive 
energy. 

Tho Positive Material Plane 

This is (I place of energy ond light, the place which is the source of much 
thot is vitol and octive, the power supply for good. Any creature from the 
PrimeMateriol that tried to entertheParitiveMateriol Plane (e.g. from the 
Ethereal Plone) would oroboblv be insiontlv consumed bv the Dowarful 
energies there. 

The Negative Material Plone 

The Elemental Planer 

The planer of Air, Earth, Fire and Water "surround the Prime Materiol 
Plane. Fig. 1 shows one way of viruoliring their relationship to each other 
and the other Inner Plones. The Elemental Planer are represented by the 
band thot surrounds the Prime Materiol Plane(s). Don't be fooled by the 
opporent rizer of the planer represented in Fig. I. There ore an infinite 
number of parallel Prime Materiol Planes, ond each and every one of 
there are bounded by the Elemental Planer, so the Elemental Pbner are 
themselves infinite. in effect. Fig. 2 rhowr one woy of visuoliring the 
Elemental Planes' relotionship to each other. It is possible to actually phy- 
sically move from one Elernentol Plane i o  onother by moving through the 
Pora-Elementol Planes. 

The Elementol Planer are the homes of many different kinds of elemental 
creatures, ond some of them have the ability to trove1 to the Prime 
Moterid Plane. There is probobly more traffic between the Prime Moterid 
and the Elementol planer than between any others. This is usually either 
direct travel (through gates or summoning) or by way of the Ethereal 
Plane. There are olso nexiol points i n  distant, out-of-the-way plocer on the 
Prime Material Plone thot lead directly to the Elementol Planes. There 
nex id  points would most likely be found in the deepest ocean (to the 
Plane of Water), high in the atmosphere (to the Plane of Air), for under- 
ground (to the Plane of  Eonh), or in an active volcano (to the Plone of  
Fire). Temporary nexial points may also be estoblished occorionolly, such 
01 on opening to the Elemental Plane of  Fire in the middle of CI raging for- 
est fire. 

The Par.-Elemental Planes 

Where the Elementol Plones meet ore the lesser Para-elemental Planer. 
Theseare: 

This is o place of anti-matter ond negative force, the source of power for 
undead, the energy areo from which evil grows. No one is certain whot 
types of creature may exist on the Negative (or Positive) Materiol Pbne. 
Any creature from the Prime Materiol Plane would probably be completely 
drained of 0 1 1  life and energy. 

The Plane of Ice, where Air and Woter meet. 
The Plane of Dust, at the coniunction of Air and Fire. 
The Plone of Heat, whereFire ond Earth converge (lava). 
The Plane of Vapor, at the meeting of Eorth and Water. 



There planer are home to many para-elementols, and they can be 
reached In the some monnerr the Elemenmi Planer can be reoched. 

InnerPianes t t  toucher only the PnmeMoterial. 6 8 8  Fig. 3. Astral travel ond 
combat ore explomed later. 

The Ethereal Plane 

The Ethereal Plane surrounds, toucher and permeates 011 of the inner 
Planes and the endless porollel worlds of the univem without being (I part 
of them. The Ethereal Plane is basically inrubrtontial, and few “real” creo. 
tures octuolly live there (though there are rumors of floating islands of 
solid ether, populated by exiles. which drift about the Ethereal Picme). To 
creatures on the Ethereal Pione. obiects on the Prime Material Pione (or 
any of the Inner Piones) appear as incorporeal phantoms. Ethereol crea- 
tures may pass through these phaniomr with no difficulty, although a per- 
son being ”passed through” might experience L) chill down the spins. 
Ethereal beings or things are ”real” to eoch other, however. Note that the 
Ethereal Pione doer not extend to the Outer Piones. SO it is not possible for 
cremtwes on thaseplanesto”go ethereal”. Ethereal travelandcombdare 
explained later. 

The Plom of Shadow 

The Piane of  Shadow co-exists with the Prime Moterial Plane. and is  o 
result of the interaction of that plone ond the Positive and Negotive Mo- 
terioi Plones. The Negative plone provider the darkness, and the Pmitive 
plone the light; there meet at the Prime Material Pione. which casts the 
shadow. Thus the Plane of Shadow is a place of dirtorted and mutable 
shadow-creoturer, of white, block and all shades of gray. 

THE OUTER PLANES 

Tho A d r d  Plan. 

This plane radiates from the Prime Moterid to LI non-spoce where endless 
voriices spiral lo the porollel Prime Moterid Plones, and to the Outer 
Planes os well. This plone con be uied to travel to dirtont worlds, to 
porallel ploner, or to the Outer Planer ihemaelres. Note that the Anrol 
Pione toucher only the upper layer of eoch of the Ovkr Piones, and of the 

The Outer Plmor of Alignment 

There planes ore the homer of the deities and the source of alignment 
(religiour/philo,ophical/ethical ideols). There is an exact correrpondence 
between olignment and the Outer Ploner. Figure 4 and Figure 5 can be 
used to viwolize this more clearly. Note that the olignment positions on 
the Character Alignment Graph match up exactly with the Outer PIones ot 
ideniical alignment. There are nine baric olignmenh, and nine ploner 
which correrpond to thore alignments. There ore also eight other planer 
bstween the nine which represent “border1ine”alignmsntr. 

As Fig. 4 shows, olignment 1s D matter of degree rather than obrolute 
definition. Thus, (I lawful evil character who tended towards neutrol evil 
would probably end up in Gehenno rather than Hodes or the Nine Hells. 
TheseventeenOuterPioner are osfollows: 

TheSeven Heavens of absolute lowful good. 
The Twin Porodirer of lowful/neutral good. 
The layers offiysium of neutral good. 
The Happy Hunting Grounds of chooticineutral good. 
The layers of Oiyrnpvs of absolute chaotic good. 
The loyers of Giadrheim (Argard. Vanoheim, etc.) of neutral/goad 

The layers ofLimbo of neutral (absolute) chaos. 
The layers of Pandemonium of neutral/evil chootics. 
The 666 layers of theAbysr of obrolvte chaotic evil. 
The loyersof Tortervs of neutrolichootic evil. 
Hodes”7hree Glooms” of neutral (absolute) evil. 
The furnaces of Gehenna of neutralilowful evil. 
The Nine Hells of obrolute lawful evil. 
The nether layers ofAcheron of neutral/evil low. 
Nirvana of neutral (absolute) law. 
The layen of Arcadia of neutrol/good law. 
The plane of Concordant Opposition of true neutro16. 

choatics. 
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KNOWN PLANES OF EXISTENCE KNOWN PLANES OF EXISTENCE 

FIG. 3 THE OUTER PLANES 

ASTRAL 

As can be seen from Fig. 3, the seventeen Outer Ploner contact eoch other 
01 their topmast layers. I t  is possible to move directly from the upper layer 
of one Outer Plane to an odiocent one (though i t  is not necerrorily od- 
virable or safe). Thus o being could go from the topmmt loyer of theAbyrr 
to Pandemonium or Tanerus, and it is likewise possible to move from 
Hades toTorterur, Gehenno, or the plane ofconcardont Opposition. 

ETHEREAL TRAVEL AND COMBAT 

A character con achieve the ethereal state (move to the Ethereal Plone) by 
various means which include magic rpellr, mogic items, magical ointment 
(oil of etherwlnesr) or pionic discipline. It is possible to move io  or about 
any of the Inner Pioner which theEtherea1 Plane permeates. ond i t  is pos- 
sible to move from plane to plane ethereally. To move on the Ethereol 
Plane, an entity has but to will movement for itto hoppen. If concentration 
upon movement lapses. progress immediately holts. Ethereal tmvel is tire- 
leis and rapid. Creatures in ethereal state need neither food, drink, rest 
nor sleep. Ethereal creatures may move from plane to plone by moving 
from the shadow of one plons to the shadow of onother. This may be ac- 
complished by concentrating upon moving to the desired destination. This 
gets easier with practice, as the being marks out o mental "trail" through 

the ether. The first time (I journey between two poink is mode, the DM 
should check for encounters three times. On the recond journey, he or she 
should check twice, and on 0 1 1  subsequent journeys between the two 
known points, only one check need be made. 

All movement and travel in theEthereo! Plane issubject tocertain hazards. 
Some monsters are able to function partially in this plane, while some 
roam the planefreely. The worst hazard, however, istheEther Cyclone. All 
these dangerraredetoiled below. 

Ethereal Encounters 

Encounters occur on a 1 in 20; if the party is following an unfamiliar 
"poth", check three timer total: at the beginning, midpoint, and 01 the end 
of the journey. If an encounter is  indicated, consult the Ethereml Encounter 
Table (below) and ,011 percentile dice. Read to the right on the table to 
find the creature (and number) encountered. Evorion ii possible only if the 
adventurertoreable to move morequickly than the monsterencountered. 
This will only occur if the party is both following o familiar "path" and the 
least-intelligent member of the party hor a higher intelligence score tho" 
the mort-intelligent pursuer (due to the fact that ethereol travel is o func- 
tion of mental concentration). 
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KNOWN PLANES OF EXISTENCE 
Ethereal Encounter Table 

Dice 
score 
01-04 
05-08 
09-1 1 
12-16 
17-23 
24 
25 

26-27 
28-32 
33-34 
35-36 

37 
38-42 
43-44 
45-46 
47-51 
52-53 
54-M 
57-61 
62-68 
69-70 
71-72 
73.74 
75-77 
78-81 
82-88 

89 
W-92 
93-94 
95-97 
98-00 

Creature Encountered 
Aerial sewont 
Basilisk' 
Cockatrice' 
Couatl 
Diinni 
Dragon, chromotir 
Dragon, plotinum 
Efreeti 
Elemental, air 
Elemental, earth 
Elemental, fire 
Elemental. water 
Ghost 
Gorgon* 
Grooning spirit 
Human traveller- see ChwaaerSvbtabls* 
Intellect devourer 
Invisible stalker 
K i - W  
Lommosu 
Medurd  
Nightmote 
Salamander 
Shed" 
Spider, phase 
Thought eater 
Titan, elder 
Titan, lesser 
Titoo, mojor 
Wind walker 
XO," 

Numbers 
1 

1-2 
1-4 
1-4 
1-6 

1 
1 

1-3 
1 
I 
1 
I 
1 

1-2 
1-2 

1-2 
1-3 
1 

2-8 
1-2 
1-4 
2-5 

1 
1-6 
1-3 
1 
1 
1 

2-5 
3-6 

'These creatures' perceptions extend into the Astral and Ethereal Ploner 
(as do their magical attack forms), but they do not actually travel 
therein. Their possible oppearonce applies only to situations in which 
the encountering porty is near to the Prime Moteriol Plane, and could 
therefore possibly be affected by the creatures'attock forms. 

"The Character Subtable used for DUNGEON RANDOM MONSTER EN. 
COUNTERS in the DUNGEON MASTERS GUIDE i s  used. with the follow- 
ing modifications: Party size will be only 1-6. No limits to the number of 
charocters of one clclo~ apply. There will always be 1 cleric; if there are 2 
or more in the party, there will O I P O  be o minimum of 1 magic-user. 
Character level will be: 

CLERIC 9th. 18th 
Druid 7th. 14th 

FIGHTER 8th - 15th 
Paladin 7th-16th 
Ranger 7th-16th 

MAGIC-USER 11 th -20th 
Illusionist 10th-17th 

THIEF 9th. 16th 
Assassin 10th. 15th 

MONK 8th-17th 
BARD7 1 1  th. 18th 

t 71hor8th levelfighterability.6thto9th levei(d4 +5) thiefability. 

KNOWN PLANES OF EXIS: 
The Ether Cyclone 

The twisting vortex of the Ether Cyclone is caused by fluctuation, 
net Planer. ond as such is only encountered on ethereal journey 
planer. There if CI non-cumulative 5% chonce per plane crossed 
ty will encounter the Ether Cyclone. The effects of being cau 
Cyclone oredetailed below: 

DiceScore Effect Of Cyclone 
1-10 Blows so as to move party in random direction < 

round, and i f  travelling is involved, party is S I C  
to incur 1 odditional encounter check. 

Blows to CI plane different than that which the PO 

or desires to travel to; the usual encounter ch 
be made. 

when no longer lost the porty will arrive at c 
ploneasdetermined by rondom means. 

unless swing throw v e r s u ~  ~ p e l l i  is mode, th 
blown to the Astral Plone. If o sove is IUCCB$ 

party will still orrive ot o randomly determir 
touched by the ether. 

11-15 

16-18 Blows so CIS to muse party to be lost for 5-60 

19-20 Storm cyclone CWTBP party to be lost for 10-120 

Ethereol Combat 

Though the inner Planes ore mere phantoms to creatures on th, 
Plane, such creatures wi l i  certoinly be "md" to eoch other, 01 

melee or spell costing is possible between ethereal beings. 
possible to combat creatures who exist or function partially on th 
Plone. Thus, those creatures whore attack forms extend to the eft 
be attacked by ethereal creot~res. I t  is only in there instomes 
con be cost from the Ethereal to the Prime Material Plone. ond 
will only affect the creature with ethereal connections. Etheret 
damoge isactual damage. 

ASTRAL TRAVEL AND COMBAT 

Artroi t r o d  is  possible by vclriouz mems including magic o 
prionic discipline. The A ~ t d  Plone touches only the endless P 
terid Plane and the 17 "first layers" of the Outer Planes. The As 
doer not touchany of thelnner Plones other tho" theprime Mater 
It if possible to move obout, in, or to any of the Prime Moteriol un 
to the first layers of the Outer Planes by means of clotmi trave 
clerical ostrol spell for pertinent details). As with ethereal trov, 
men1 through the Asfro1 Plone is speedy, and while there the i 
needs no food, drink, rest or even sleep. 

Beings in an astral state move from place to place simpiy by con' 
upon moving to the desired destination. As with ethereal trovel 
easier with practice, CIS the w t m  traveller "learns the way" 
should check f w  encounterr three times on the f i rst  journey beh 
points, twice on the second journey, ond only once on any SL 

j0"r"eys. 

Astml Encounterr 

Encounters in the Astral Plane occur on a 1 in 20 chonce; check 01 

three times per journey, depending on the party's familiarity 
route fallowed. Use the ioble below to delermine creotu 
countered. Evasion is  handled os described under Etherad Er 
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KNOWN PLANES OF EXISTENCE 

Astral Encounter Table 

Dice 
Score 
01 -04 
05-10 
11-13 
14-16 
17-22 

23 ~~ 

24 
25-28 
29-37 

38 
39 

40-41 
42-46 
47-49 
50-55 
56-61 
62-63 
64-71 
72-74 
75-79 
80-91 

92 
93-97 
98-w 

Creature Encountered 
Aerial servont 
Boriliak' 
Cockatrice' 
Demon, major 
Demon, minor 
Demon, prince 
Devil, orch- 
Devil, greoter- 
Devil, lesser- 
Dragon, chromotir 
Dagon, piotinum 
Gorgon' 
Human traveller- see ChorwterSubtable** 
lntelle~t devourer 
invisible stalker 
Ki-ri" 
Medusa' 
Night hag 
Nightmore 
Rokshora 
Shed" 
Titan, elder 
Titon, lesser 
Titon, m o p  

'See beneath Ethereal Encounter Tabla. 

*'See beneath Ethereal Encounter Table. 

Numbers 
1 

1-2 
1-4 
1 

1-3 
1 

1 
1-3 

1 
1 

1-2 

1-2 
1-3 

1 
1-2 
1-4 
1-4 
1-3 
2-5 

1 
1 
1 

The Psychic Wind 

Perhaps the most dongerous thing that can happen lo on clstrol traveller is 
getting caught in the psychic wind. No one knows how or why the wind 
blows, but all feor its effects. The chonce of a delayed or dirrupied journey 
is  D "on-cumulative 5% per plane crossed (including alternate worlds of 
the Prime Moterial) or solor system travelled to (if journeying across the 
Prime Materid). The effects of theprychic wind are shown below: 

Dice Score 
1-12 

13-16 

17-19 

20 

Effect Of Wind 
Slows travel only, incur 1 additional check for rondom en- 

Counter. 
Blows off course, and party is lost for 2-20 days' lime, then 

must return to ~tclrting ploce. 
Blows off course so that party arrives at o different dertino- 

tionasdetermined by random method. 
Storm blows. and unless a raving throw versus magic i s  

made, the silver cord is  broken, and the party is  killed. If 
a $ w e  i s  successful, the party is lost for 4-40 days and 
must return lo the sloiting ploce thereafter. 

Note: If ostrol projection does not involve o. 6ilver cord ottochment, then 
the porty concerned is both lost and orrives at CI different destination when 
struck byaprychicrtorm wind. 

Astral Cornbet 

As on the Ethereal Plane, ostrill beings are ''rsol'' lo each other, ond con 
cost rpellr ond melee normally. The moior impediment to there activities is  
that ostrol trovellerr employing on ~istrol spell or the psionic ~ s l m l  piojec- 
tion discipline do not carry their porrerrionr with them into the Astrol 
Plane (except for certain magic items that hove o multi-planor existence, 
e.g. an ornulet of the planer). Beings trovelling ortrally by these modes 
will therefore have to rely 00 their natural weoponry or rpellr without 
moterial components in any mtrol melee. Mort creatures can do no more 
thon destroy the ostrol body, causing the silver cord to return to the 
moteriol body ond preventing further ostrd travel for a period of time. 
Very powerful beings (gods. demigods, etc.) might be oble to snap the 
silver cord, thus killing theastral and materiol bodiesrimultaneourly. 

KNOWN PLANES OF EXISTENCE 
PLANAR TRAVEL 

The purposeof thissection ist~sumupalloftheinformotionthothorbeen 
rtoted or implied about planar lravel. First, travel among the Inner Planes: 
this is  usuolly done by means of the Ethereol Plone, as i t  permeates 0 1 1  of 
the Inner Ploner. (It i x  not possible for cwolures on the Outer Ploner to "go 
etherea''.) AI with all planar travel, it is  dso possible IO passdirectly from 
one plane to another by meom of "gates", thereby avoiding ethereal 
travel. A Sate may be formed by a magic spell (such as a gate spell, or 
conjure elemental, which forms o direct opening between !he planes) ~1 

magic item (e.9. an omuler of the planes, CI well of many worlds, acubic 
gote, or ony of the various elemental-summoning devices), or divine inter- 
vention. There are olso direct nexiol points connecting the Prime Material 
and Nementol Ploner. 

Trovel to and from the Outer Ploner is usually by means of gates or via the 
Astrol Plane. (Note thot the Astrol Plone can only be entered from the 
Prime Material Plane or one of the "first layers'' of the 170uter Plones.) If 
o being is gated to one of the Outer Ploner, he comes complete with body 
ond possessions, leaving no port of himself behind. However, if o being 
astrally project3 and tmvels the Astrai Plone to one of the Outer Ploner. he 
leoves his material body behind on the Prime Moterial Plane, connected to 
his essence by o silver cord. If his material body is  destroyed or the silver 
cord is snapped while he is in the Astrol Plane, the being is permanently 
ond irrevacobly killed. If he moves lo one of the Outer Planes from the 
Astral Plone, o body forms oround him, but it is devoid of porse~rionr. Both 
bodies ore now connected by the silver cord. and if either body is 
destroyed, the being will continue on in the remaining body (returning in- 
stontly Io the Prime Moterial if the Outer Plane body is killed). If the silver 
cord is snapped on the Astral Plane, the unoccupied body dies. 

Random Deterrnlndion of Planar 

if for some reason it becomes necerrary lo choose CI plane of existence at 
rondom,thefollowingtobles may be used: 

Inner Planes 

Die Roll Plana 
1-2 PrimeMoterial Plane 
3 
4 Positive Moteriol Plane 

Prime Moterial Plane (olternate world) 

5 
6.7 . .  
8-9 

lQll 
12-13 

14 
15 
16 
17 

18-19 
20 

Die Roll 
1-3 
4 
5 
6 
7 

8 
9 

10 
1 1  
12 
13 
14 
15 
16 
17 
18 
19 
20 

Negative Moterial Plone 
Elemental Plone of Air 
Elemental Plane of Earth 
Elementd Plone of Fve 
Elemental Plane of Woter 
Poro-Elementol Plane of Dust 
Para-Elemental Plone of Heat 
Para-Elementol Plane of Ice 
Para-Elementol Plana of Vapm 
Ethereal Plane 
Plane of Shadow 

outer PI."** 

Plane 
Astral Plone 
Seven Heavens 
Twin Paradises 
Elysium 
Happy Hunting Grounds 
Olympus 
Gladsheim 
Limbo 
Pandemonium 
Abyss 
Tortarur 
Hodes 
Gehenna 
NineHellr 
Acheron 
Nirvana 
Arcadia 
Concordant Opporilion 
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TEMPLE TRAPPINGS 
APPENDIX 2: TEMPLE TRAPPINGS 

The listing below giver a representative sample of typical items thot might 
be found in CI temple of some of the deities listed in this work. Any WOI- 
shiperr or servitors of the temple should be keyed by the DM. The DM 
should choose from ihe list to stock the temple, using random selection 
only to fill in details or in spur-of-the-moment situations. Note thot some of 
the items below will not be applicable to certain religions (e.g., no flame 
pitrfar living rocrificer ina  lawful good temple). 

01-05 altar 51-52 incense burners 
0607 bells 53-54 lectern/dois 
CB-09 bmzierr 55-M mosaics 
10-11 candlesticks 57-51 offertory 
12 choke 62-63 pointings 
13 chimer 64 psdol orgon 
14 choirorea 65-68 pews 

15-16 carsocks 69 prayer wheels 
17-18 cloth, altar 70-74 pulpit 
19-22 COI"rn"S 75-79 robes 
23-24 cryptdfloor markerrtoner 80 sacrifice 

26-27 font/immerrion chomber 83 .troll. 
28-29 gong 84-86 shrine 
30-35 holy/unholy booksand tomes 87 rtainedglarr 
36-40 holy/unhaly inscriptions 88-91 statue 

46 holy/unholy treasure 96 throne 
47-48 holy/unholy weapons (nan-magical) 97-98 vestry 
49-53 idol/icon 99-00 vestments 

APPENDIX 3: CLERICAL QUICK-REFERENCE CHARTS 

Thir lisiing has been provided for quick reference when specific informa- 
tion about a cleric's religion is needed. Deifiesore orronged olphabeticolly 
within their pantheon, except that the most important deity is listed first. 
The information presented here is to be wed CIS guidelines only - all 
clerics of one deity will not necessarily dress identicolly. for exomple. 
Rank within the temple is often differentiated by Yoriotions in color, lining 
or striper, etc. Special sacrifices and holy days may be ordained ai m y  
time. ot the pleasure of the temple (or its deify). 

SPHERE OF CONTROL: Thir refers to the item, condition, or element over 
which the deity exerts some meowre of control (e.g. Air, Rain, The Hunt. 
Affairs of the Heort, etc.). 

ANIMAL: The animol or onimolr listed here are the ones most commonly 
associated with or rocred to ihot deity. Clerics of this deity will often pro- 
tect this type of animal. Some deities are not osoclated with an onimal, 
however. 

CLERICS This describer whether the clerics of this deity can be mole (M). 
female (F], or "on-humon (N-H). 
RAIMENT: Thir is  the prescribed form of adornment for o cleric of this 
deity. This may include: robes, headdresses, hairstyles, tattoos, makeup, 
physical disfigurotionn (e.g. D notched eor, misshapen head, eic.),  orna- 
ments or jewelry, footweor, etc. 

 COLOR^): This lids the colors. if m y .  associated with the deity or its 
clerics. Items using these colors might include ceremonial robes, altar 
drapingr, candler. holy banners, etc. 

HOLY DAYS: This listing gives ihe highest holy days associated with o deity 
and its worshipers. Sacrifices, rituc~ls, ond prayers on there days are more 
likely to be heard and acknowledged by the deity. Note that acknowl- 
edgement ifnot theKlmethingosgrontingaprclyerorrequert1 

SACRIFICEIPROPITIATION: Listed here are boih ihe frequency and form of 
sacrifices expected of the worshipers of this deity. In addition, tithings and 
actual sacrifices should be made by 0 dutiful worshiper when grateful (re- 
turning from an adventure alive, for example), repenlont, begging a favor 
(removal of famine from the area, etc.), ond so on. Aciual items of socri- 
fice may include: animals, monsters, humonr (or non-humons), food or 
crops, items of wealth (jewelry, fine linens, rare woods, etc.), items of 
power (mogic), incenses ond perfumer, services, etc. The way there items 
ore offered to the deity may vary greatly, but include: libation. cremation, 
vivisection, burial, immersion in holy water. casting intoa pit,et 01. 

PLACE OF WORSHIP: This giver the mosi common locale or construction, 
whether noturd or mon-mode, in which clerics of the deity gother (with or 
without CI congregation) to worship thoi deity. 

25 flamepit 81-82 sanctuary 

41-45 holy/unholy symbols 92-95 tapertry 

CLERICAL QUICK REFERENCE CHART 
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