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W:at does it truly mean to be a follower 
f Avaru or a priest of N esirie? What 

types of actions 01ight incite a f otlower 
or priest. tQ <"Inger or inspire. him to compassion? 
And in the oftcQ lonely journey of an adventurer 
or regent, where can he seek allies or turn Ms 
a~ntions for a crusade? 

cause trouble for the power's followers. 
Symbol: Icon recognized a~ the deity's emblem. 
Wor. Align: The alignment of the god's followers. 
Ava~r: .Appearance and habits of avatar(s). 

the c.hurch 
1n the se~tfons that follow, each deity and his Clugy: Character classes capa.l;ile of holding 

or her follow·ers and priests are examined closely. office in th~ church. 
Each is given attention a'?-d details that have Clergy Alignment: ~igtun~ots allowed to clergy. 
oever before been exploi:ed m BtRTIIRIGfIT'il game Dogma: The church s official philosophy. Vv'hete 
products In addition h h appropriate. this 

~r~;~-~~~~ili:Cs t e pant eon is~o~di~<l:t 
philosophy of each . I sects. 
dei!Y is cxa~ined to • • . • . Day:to..day 
ass111t DMs tn plan- f ri·l Actmt1es: Common pursuits that 
ning strategy and O ce I"" occupy the clergy's time. 
plotting behiod..:the- . ' "-A., Holy Days/Important Ceremo.nies: 
scenes machinatjons. Celebrations and solemn observations 

As stated in the Rulebook, tho new gods worked held annually o.t on regular calendar dates. 
closely with each other in the early years follo\v- Major Centers of Worship: The most important 
ing the Deji;m.aar calacly!im. As lhe centuries or influential temples dedicawd lo the power. 
have come and goue. however, rivalries and argu· Affiliated Orders: Officially recognized groups, 
ments have developed between the gods. Wars such as knights or rangers, out.side the clergy. 
and feuds between thei r mort.al followers have Priestly Vestments, Adventuring Garb: Recog-
ensued, and alliances have been built. The powers nized trappings of clergy, whether secret or obvi-
!.itill work to increase the well-beini; of their wor· ous, common or cei:emonia.l, 
shipers, priests 1 and Lemples. But despit~ the 
rifts, aU the gods of the new pantheon still hold 
fast to their singular pact; Never again ~hall the 
gods battle each other in physical fonn. 

shortho.nd for powers 
descriptions 

T he following abbreviations are used to 
describe the general powers, attitude~, and 
priest and paladin abilities of the deities. 

'!Od descriptions 
Del"ivative Names: Conuno.nly recognized 
names based on the power's circles of interest. 
Power: Greater, intcnnediate, or lesser; plane of 
residence; alignment. 
Portfolio: The god's areas of interest and concern. 
Aliases: Deities are known by different names in 
different p~rt~ of the continenti these are listed 
here. The name used hy the largest number of 
worshipets is used throughout: the text. 
D omafo Nrune: The name of the god's territory 
on bi~ or her plane of residenf.C. 
Superior: The pow·er from which the god takes 
directicn. ff any. 
Allies: Deities who can be. called on for assis­
tanc~e or who might ask for assistance. 
Foes: Deities mo$t tikely to cause tt'<>uble for the 
power; deities \\1lose followers are mnst likely to 

priest/ pnlodi n requi rernents 
Requirements: Ability requi.rements to be a 
priest or paladin. 
Prime Req: Abilily score mo:.t. important to the 
cla.ss. 
Alignments: Alignments require:d for the da.ss. 
Weapons: Weapons allowed to pTicsts or pal· 
adin.s . Standard means all weapons normally 
allowed to the class. 
Armor: Armor allowe<l to priests or paladins. 
Major Spheres: Major spheres of access. ToM 
indicat;es the Tome of Magic accessory. 
Minor Spheres; Minor spheres of aCGCSs. 
M.a_gjcal Items: Categories of items allowed to 
priests or paladins. 
Power Over Undead: Tumiog abilities granted by 
the power: 1lil=no tu.ming powers; standard1:nor~ 
mal turning ability for cleric.s; command=cotn.· 
mand ability as for evil clerics. 
Powers~ Special powers granted to pri~ 
or paladins; numbers followed by ) indi-
cate the level at which the power is 
granted. 
Proficiencies: Proficienciei.. 
required OJ' granted are identi­
fied here. Levels in paren­
theses indicate the level 
at which bonus pro-
ficiencies are 
game'd. 
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Godde$$ of~ Sam, Lafly, of Ruzsoti 
G-reater Goddess of Mechanus, LN 

Portfolio: 
Alia$es; 

Do ainName: 

~1:1,p,erlor: 
~eta: 
Foes: 
Symbol: 
Wor.Align: 

Stm, rcaso1;t. magic 
.Avan.alM (Anuire), Lani 
(Bre.cbt1ir)1 V1U1i (Rjurik) 
The Gleaming Spire/ 
Meehan us 
None 
N ~sirie. Laerme 
Kriesha, Belinik, Elo~le 
GoJden setting ~ 
Any 

Avani is the principal goddess of the Khin.asi pan­
theon. ln addition. to het role as the patron of 
reason and magic. she' is the ligh.tbringer and 
Lifebringer to the Kh.inui ~pie. Hel' home is the 
sun; from there she shines forth her divine radi· 
ance, chasing away shadow and that which skulks 
in darkness. She brings alive the world each day. 

Avani can .be a harsh and relentless goddess, as 
unforgiving as the sun that beats down on the Khi­
nasi. lands , ot she cao be wal'm and nurturing, 
enfolding her people in the glow of her di\lioe radi­
ance. A former priestess of Basar~ at the batU1.;1 of 
Oeismaar, she inherited Basaia's portfolio and 
res-ponsibilities when that goddess was de,stroyed. 

• o.von1's uvntor 
The Khinasi believe that Avani appears to thctn 
every clay with the rising of the sun. She is a 
great and beneficent goddess, and so gives this 
bies~ing to all the world. As a result, for part of 
each day, she disappears from the lands of the 
l<bina5i so that she ml\y hring her gift to the rest 
of the world. 

The ignorant among the Khiaasi know that 
Avani will return i:n the morning to c.basj} away 
the shadows that lie upon them, "The educated 
realize that she comes back each moming 

because dhe set the world spinning, so that 
her divine .r:adiance could shine upon all 
the wodd. Her regul~r visits also protect 

her believers frnm incursion!> of the 
Shadow, for she denfes the Shadow a 

place to buiJd on Aebl')...m. ll:\$tead~ 
the darkttcu must hide fn the 

dank plKes below the surfacie 
of the world. 

Avani hJis also JLppeared to her folJo~r~ a~ a 
beautiful, dark-skinned, mature woman whose 
gaze can calm her pe<>ple and terrify bet- eii,emies. 
'A..llhough few can clai:m to have Hcerved ·a visit 
from their goddesl) in thi$ form. 8he has appe.al'td 
to her v.~hiper.s r•rdleSJ -of their ·station in 1 ife. 
from humble farnicrs to dread .kings. Few daim to 
know why she.appears t.o ao.y inaividual; $Orne are 
given <JQfl!Sts, others .i.,njpi,,:atioo; $Om~ a.re ~ited 
with her blessing, others With her wrath. 

The Lady of Reason'$ w<>rshipers believe ' hat 
stte has also appeared iaother forms. Warriors 
devoted to htr have claimed that she ha.'> floWQ 
oyer their lines before <i battle as a -white eagk. 
Scholars believe to have been visited in the fom 
of epiphanies; the inspiration or revelation she 
has granted has given insight to resolve difficult 
problems. It U. even whispered among Khinasi 
courts that the roy:il rnagc of Ariya, Rahil ,the 
Falcon (MJ<b; W1; Ma, minor, 19; LG), has been. 
blessed no fewer than four times with such visit!. 
H ls enemies suggest that such benedictions are­
the only way he ever figures anything out; others 
~.re in awe of his lmportallce in the eyes of his 
goddess. He neither confirms nor denies these 
rumors, for he remains ~ private man. 

Avan.i ha~ also been known to come to the aid of 
farmers, shepherds, and travelers. One tale relates 
that she Jed a lost shepherd and his fiOGk to shelter 
from a violent i.'torm by appeadng to them as a 
white ram, leading them to a deep cleft in the side 
of a hill. Inside the cr<:'riee were food and '~r t6r 
both man and bea6t, and a f'tre that never extin­
guished Ulltil the sun roJe the next morning. 

thechure:h 
Priest,11, paladins 
L.G, NG, LN, N , LE, 1'.'E; pal­
adins, LG only 

1be church of Avani hu its strongest hold among 
the domains of the Khinasi , The people of thi$ 
cultute sec Avant as the supreme ruler of their 
pantheon; many Kbioasi have little tolerance for 
the teachings of others . 

Avani expects her priests and paladins to rep­
resent themselves as if they were representfog 
her. They must ~trive to be firm but fair in the'r 
dispensation of justice, mll!11: aid the poor and 
defend those unable to ptoted themselves, and 
must be merciful to enemies whom she would 
deem des.et'Ving. 

Dogma: 1;'o t he common people of Kbfoasi. 
Avani's dQctrine is simple. SJie is the Light­
l:irlnger, the Giver of Life. She is the sun1 and she 
11hln~ bar di,1.ne radiance upon the world every 
<4y, protecting alt peopl~ fr9m the encroach· 
~ ef Shadow ,and darkne.ss. Her light britlgs 

;t€~~~~~~i 6A•·~Pl<ira"" :...P..·-..~(oqd to1he tables o{ her people, for crops need 



both rain and sun w prosper. Her warmth enfolds 
her people; she chases away storm.s tmrt desttoy 
well~being. She touches her followers with her 
blessing every day; for each ray of the sun carries 
her divine benediction. Many less-educated Khi­
nasi believe that they must be wary among pale­
skinned people, for they live without Avaoi '~ 
favor and cannot he trusted. Even among the 
wealthy and leanted, th it betief holds some sway. 

Despite the reverence with whkh the Khinasi 
people hold Awni, opinions vary significantly JS to 
what she represehts. This comes in part as a result 
of the natural indin.ation amona the educated to 
apply thc!ir rtUon to ~g Avani'5 true mes­
"11"· Many are the ..-t works of grour like the 
Db~ourse (seet "Affiliated Groups" , but th.e 
inevi~e r,esult of these- ~dies is a frqmentation 
or tht: ~hurch info regional holdings th~t some­
times fight each Other as much u they do their tra.• 
ditional enemies. Many helieve1hatAvani ~ l'Vl"Oth 
with her people as a :result. and they po.int to the 
Tarvan Waste a a place where her displeasure has 
taken (~nn, for the Waste is hai'$h1 devoid of the 
hounl.)f or other lands. 

One qf the oldcSt temples of Avani in KhinasJ 
lands iS-the Great Temple of Avani. in Mairada and 
Suiriene. He~f so[Jl~ Qf the eacliest :Basarji made 
landfall in their sojourn from Djapar, some ye.in 
before the epic battle at Mount Uel.i;maar. They 
brought with them their belief in tbeit godde$s, 
Basa&. At the Battle of Deismaar, Sasala and her 
foflo"'-ers ~-telOd. \\1ith the other gods .and peoples to 
battlo At.ra.i and bis darlt host. Like the other g<)ds 
who opposed A.zrai, Basara was destroy~d. Her 
c1Mne essence p;issed to her high priestess, the wise 
and beautiful Avani. To venerate both the Baisarji's 
roots on the continent and the ascension of their 
priestess to godh<>od, the survivors built the fust 
temple to Avani on the island of Suiricnc. 

Although the Great Temple is no longer the 
preeminent tcunple to Avani in Cecilia, it'l status 
as the oldest lends il a certain weight in theologi­
cal discussio"s among th~ Khinasi. Suiriene ls 
now a state inhabited by a minure of Khinasi and 
Anuirean people, and has been influenced by the 
culture and religion brought by the Anuireao.s 
when they ruled Khi.nasi lands centu{i~s ago. The 
temple of Avani is aa?-0rded respect by nearly all 
people of the domain, however, and doctrinal dif. 
terences between religions are virtually nonexis­
tent on the island. 

The principal belief of the adherents of the Great. 
Temple is that Avani is the direct descendant... of 
Ba.c;afu, and that she has inherited all Ute power and 
responsibilities of that goddess.To worshipers of 
Avani, this distinction is crucial. Other temple~ 
argue that Avani received her divine essence not 
ju.'>t: from Basai'~ hvt from all of I.he gods assembled 
at Deismaar; as $ucb, she is JI new gocldess. Thus 
her doctrine must be discovered anew, despite her 
mortal hb'tOiy as &~a.i"a's high priestess. 

Priests of the Great Temple teach that the 
arrival in Ce:rilia of the Basarji pre-dated that of 
the people,S of Adutia who fled th~ tecro.i:- of the 
dark go<f i\zrai. The gods of the Ba.sarji were sim­
il11r to those of the?" Adurian pe:opfes, and their 
fear of the power of Azrai propelled them into 
the conflict facing the Adutians. When Basaia 
was demoyed, sh~ passed her es~ence to Avani. 
Avani i~. therefore, the direct descendant of 
Basara. andher meS$a~ diffen little fr<>m that of 
the ancient Basarji goddess. 

The Gr¥t Temple js frequently plagu.ed by 
heretics claiming that Avani's mission of following 
the same docttlne as B~sara means that the new 
goddess is no more than a faint echo of her past, 
This is bJasphem}" to the adherents Qf the Great 
Tempfe. They belie~e instead that the divinity of 
Avani wa~ "'g;.ft granted her by the ancient goddCSJ 
BasaY.a, and that with that gift caJl\e the responsi­
bilities that Basaia shouldered (~ely, the :guid· 
ance and protection of the Basarji people). As 
such, tollowers believe that Avani is truly the new 
goddess of the Khln.ll5l: those in Djapar who deny 
Avani's divinity deny that their goddess of old gave 
of herself in order to protect the people who relied 
on her wisdom and i.uength. 

Critics of the Gre.ilt 'temple of Avani argue 
that its priests live in the past and cannot. lead 
the modem Khinasi people. Further, such critics 
believe that Avani should be worshiped only by 
the Khina.si. Chief among these opponents of the 
Gtcat Temple is the Zikalan Temple of Avani. 
Exalted High Pric.$tess Shandare (FK.h: Pr9, 
A\.-a11i; Bu, major, 39: l.N) believe~ Khi.nasi ~a be 
the only civili~ed culture in Cerilia. Her sect sees 
the Vos and Rjurik as mere barbarians, the Brecht$ 
concerned only with money, and the Anuireans 
pa5t their socio-economic prime. Only the Khina.~i. 
Shandare believes, look beyond the djly~to-d.ay in 
order to concern them.selves with art, literature, 
religion, philosophy, and other fields of learning. 
l 'he mark: of a great culture, she claims, lies in 
what it can discover ()f and !eave for it~ world. 
Raiding for women ;md cattle, grubbing for 
coins, or fightin~ inccss.antly for petty land 
holdi.ngs are beneath the enligtrtenecL 

Shandatc'.s critics suggest that she does 
nol sec Khinasi peasants and merchants 
"grubbing for coins," and point out 
that she herself "fights incessantly" 
to extend her influence over othc:r 
~nds. Her perceptions (or lack 
thereof) color her religious 
attitudes. While not pre­
cisely racist in her views. 
Shaodare beli~ves that 
the s~ggcfl.ion 
thatAvanl 
shares her 
divine 





gT&Ce with those not prepared to receive it is 
contemptible-; 'The Life and Protection of Avan­
alae in the Anu.irean domain of Elinie is a rebel 
church, 4ccording to the Ziblan Temple. Avani 
would no't gr~ce such barbarians with her sub­
lime word. 

Anotbu important temple dcivoted to Avani is 
theAriyan 'temple. A much mol'e toler~nt-and 
progtessive church than the temple ln Zikala. it is 
fortunat.ely the church most foreign people recog­
nize when they think of the worship ofAvani. This 
is true tn part bttause of tl\e relative economic 
importance and stability of the domain of Ariya. 
The Life and Protection of Avanalae is a splint.er 
church otthe Arlyan Trunple, and deJpit:e their dis~ 
tance from one an.other; U,,e foi:m~ {ollows the the· 
ologi.cal tead of its parent church. 

The Ariyan Temple takes a much more benefi~ 
cent approach in its interpretation of Avani's 
word. Its members believe that Avani is an inher­
ently benevolent goddess. Her word is one of 
peace and prosperityi to achieve both is Lo 
aebieve a i-i~h, rewarding life. The Temple ieal­
izeS' that such state~ arc ephemeral; ironically, 
peace and prosperity often can be achieved only 
through violence and strife. 

The l"iery Oawn of Avani is slightly more mill· 
tant io 1ts beliefs. It argues a doctrine similar to 
that of the Ariyan Temple. but sees 1he goals as less 
attainable. As long as others yeam to take away 
that wbic.h a ·person has achieved, they aver, an 
individual can n~.r fully attain peace. or prosper­
ity, for he must always guard again.st the depreda­
tions of others. The Fiery 0.aWJi teaches that ene­
mies must be defeated before a per:S-On can enjoy 
the opportunityto achieve a sense of tranquility. 

The Wachen an Son:nlac:ht in Rheulgai-d is 
thought to be an ideological descendant of the 
Fiery Dawn. Anpther temple tbat seems to pro­
fess a more fatalistic doctrine •s the '.M.edecian 
Way in the L11mias domain. 

Those devoted to Avani rely on her to light 
their way. They believe that Avani will guid(l 
them along their individual paths. The Raging 
Heart of Avalli uke11 the ~iewthat their: goddess 
p.laced people upon the wodd to test them. Only 
those Whose spirits are forged by the cxp~ricnce 
of grappling with the challMgcs of the world, 
they believe, can attain the cnlighte.nmeot she 
desires her people to reach. Such awarenes$ .. ~ 
be achieved only through ~tiont not reflection. 
Surviving and even thriving in the T.arvan Waste, 
for example, is itself a chal1enge that allows 
Avani's followers to prepare themselves for an 
afterlife of service to their goddess. 

Day-to-Day Activiti~: The priests and paladins 
of Avani, like those of other faiths, arc important 
elements of the communities in wbkh they live. 
Many of them, ¢Sf>ec.ia1ty less-er members of the 
dergy, are involved in the daily activities of their­
neighborhoods. They work for both the temporal 

and the spiritual well-being of their people.. Clergy 
members fulfill a variety of functions: They ser:ve 
with military forces, defending against enemies: 
they work as judges, acbitrators, and negotiat.o~ to 
resolve disputes_l!eacefully; they labor along$ide 
people i.n the fields and besee~h of their goddess 
her Msistance in bringing prosperity; and they b~l 
the sick, care for the dead, .and britlg children into. 
the world. Despite the rel.ati'vtly mundane WQrk in 
which all clergy metnbtrs engage, the temples of 
Avani also require that their priests and paladins 
devote some tline each day to reflection, disc.us­
sion1 or study. The woTld is a mystery; they admit, 
but an engaging one. A person will likely never 
know the answers to all the world's riddlea; that is 
f (>r the gc)ds. But to study, to seek the truth, and t,.o 
learn and tea~)1. are goals worthy of every pers.Qn, 
no matter what his station. Avani relies upon her 
church to pursue such goals. 

Holy Days/Important Ceremonies: The 
most important ~remony of each day is the one 
that greet, Avani on her retum to light the world. 
Priests of Avani ~onduct ceremonies that begin 
just before c!awn each day and end shortly after 
the sun has risen. The morning WQrship signals 
the start of the day for most of Avanf's faithful. 
The priest$ also hold a prayer service at the end 
of each day, at sun.set: at this service, they off er 
to Avani their hopes that she has found h er peo­
ple worthy that day and that she will retum again 
to light their world the next morning. 

In Khi.nasi lands. the ann,ivcrsary of Avani's 
ascension to .godhood is ~elebrat.ed witb reveren~ 
by nearly- all people, even those whose patron deity 
is a different god. Neatly all Khinasi see AvanJ as 
their patroness and guardian, and themselves as 
her children. Although the anniversary of her 
ascension is also the date on which the battle of 
Deismaar was fought over fifteen hundred years 
ago, the celebrat~ons only briefly commemorate 
the evenw of the battle. 'ro the Khinasi, the holi­
day is observed to venerate their patroness, not 
remember what was essentially a foreign war. 

Many Khinasi also celebrate the birth of el­
Arra:sI. for legend states that ho was blessed of 
Avani. .He was born on the 32nd day of 
aleomin (Roelir on the Anuirean calendar) 
in the year 1249 MA (7~4 HC). lt is said 
that cl-Arras-i was stillborn, but that the 
unknown midwife who at.tended his 
birth blew upoAhis brow apd hi~ 
-chest, and V+"hen he started to c.ty, 
thase in att~ndance fell to their 
knees in ama:.iement at the 
mirade they had i_~L · 
nessed. When-they 
recovered ~ir 
smis:c~<J 



manners-and sought out the woman who had 
saved the child, she was gone. Most believe that 
this mysterious woman was A\ .. ani herself come 
from her ~lace in the su.n to bring to the Khinasi 
p,eople their deliverer. 

Major Cetttets of Worship: The Great Temple 
of Avani in Masetiele in the dolllain of Sttiriene is 
possibly the oldest temple of Avani in existence. 
Although it has lost much of iu formCT influence 
and glory. it. rflnains an important center for wor· 
,hip.and study of the wotd of the ~dess. 

the High. Hierophant of the Lite and Protec· 
tion of Avanalae makes her home in the city of 
Ruotv-an in the A1luirean domain of Coeranys. 
Dupit.e its frontier location, the temple in Ruor· 
van remains the most important establishment o{ 
the Anuirean church of Avani . Most doctrinal 
disputes within that church are decided there, 
.rather than in the more resplendent temple in 
the City of Anuire. Ruorvan's temple maintains 
conbl-ct with its cousinl) in Ariya through a small 
1leet of merchant vessels. 

Perhaps the most splendid tem~~3dedkawd to Avani is the Sunrise Temple in Zi • The seat 
of Exalted High Priestess Shandarc's power, 1>he 
pours money into its beautification: she wants 
the Sunrise Temple to become the ctlnter of a 
much greater temple holding, one in which she 
guides the worship of the faithful 

Directly opposed to the expansion of Shan­
dare's temple and its doctrine is the Central Tem· 
ple of Adya. this temple, perhaps mor'e th;m any 
othe,t, .-epre~enu the wQrship of A,vani to much 
of the rest of the world. Its prlests work actively 
to promot~ their interpretations of the gra<:c of 
their st<>ddeu to as many others as possible. 

ARiliated Orders : Like most churches. 
Avani's temJ;>lcs have several orders affiliated 
with them. Many of these are warrior societies 
de.vo~ to defending the principal faith of the 
'Khinasj. ihe Sw<>rds of Avani, the army of the 
Prince. of Ariya, is one such society. The princes 
of that state have long hec;n devoted servants of 
their goddess: many have been priests or pal­
adins. l'he Swords of Avani have recognized and 
served the princes 31' both teinpoTa) and spiritual 
rulers, and have been successful in defending 
Adya for over li.ve centuries'a_ga.inst a host of 
dangerous enemies. One of those enemie$, the 
Zikala.n Temple of Avani1 has. created its own 

army of devoted warriors . 'fhe Legion of the 
Blessed Warriors of the Sun. serves as the Zik.a.la.n 
Temple's warrior ann. As aggressive and devo~d 
to their interpretations of their goddess as is the 
temple hierarchy itself, the Legion· i.s a danget ous 
weapon in Shandare's arsenal, and will lileely ng­
ure prominently in her expansion plans. 
~ot a ll the organizations affiliat~d with the 

durch of Avani are militant in nature.. One of the 
most famous of these is the Discour5e. The Dis­
course is a society of sages, scliolats, wizards, 
priests, and other learned folk dedicated to the 
study of the world around them. Its members 
come from all walks of life; it is, in fact, an ele­
ment of their charter that no one 5hould be tumed 
away, based upon economic. statu~1 from partic.i­
pating in their studies and discuss~ons. It is cer­
tainly true that most of the member$ are well·off 
eeonorn.ically, but numerous exceptions ha"•c 
existed through the ages. One of the Discourse's 
more distjnguished members, in fact, was a pris­
oner, He was 'entenced to hard 111bor for stealing 
a horse, but his defense w~s so hl'illiant (if futile} 
that one of the Oisc-0urse's 5Cholats saw to it that 
his sentence was commuted. 

Members of the Discourse 1earn anything they 
can of the world: history, e~onomics, p(>litic.S, the­
ology. philosophy, art ..• whatever they ~ ~ttr­
est in. Sciences figure le~s prominently in their 
$tud~es t.ba~ do ~utn.anities, but there is)ittle they 
will tgn.ore m their search for understand~ng. Mut1h 
of thei.r education comes from individual ~udy fol­
lowed by discus.sion ~mong interested membe~. 
Some of these discussions become rather esotenc, 
and mcmbefs make no effort to "talk down" their 
ideas, a tendency that has angered more than one 
les.s~ducated nobleman in the past. 

lt is considered a great honor in Khinasi lands 
to be invited to parti~ipate in -a dis<:1,1ssion of the 
Discourse, and !lD even greater one to be invited 
to become a member. At times , such .h.onors 
hav.c elevated members of the lower classes to 
som~ me<1sure of respect among the Khina.si 
intelligentsia. Such persons genet"ally need not 
concern themselves with earning a living any 
more, for the Discourse is well funded by dona­
tions from numerous $Ciurces. Such f und5 ensure 
that scholars, regardless of their original cc.o­
nomk status, are able to devote themselves to 
the.ir studies and queries. 

nu-o.ni's temples 
Te~ 
ATA 
ATA 
ATA 
ATA 
fDA 
FDA 
FDA 

~~,. 
el·.<\rrasi 
el·Arrasi 
el·Arrasi 
el-Arrat 
el-Arntt 
el-Ar.rat 

Level Province (Rating) Domain/Ruler 
5 Ariya (710) Ariya!el-Arrasi 
2 Kfeira (3/4) Ar~el-Arrasi 
1 Kouxir (2/3) ;\r1yalel·Arrasi 
1 Tegbcr (213) Ariyalel·Arrasi 
1 Mesire (5/0) Mesi.re/el~Mesir 
1 Dwarfs Deceing ( 115) Kodovnyy/N1kailov 
1 Dzernin (215) Ko~lovnyy/Nikailov 
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~le •ct Level Province (Ratiag) Domain/Ruler 
cl- at 2 Higllvalc (215) Kozlovnyy/Nibilov 

FDA el-1\rtat 2 N~rik(2/3) Kozlovnyy/Nikailov 
FDA cl-Arr at 1 Ras • ededn ( 1/6) Kozlovnri/Nikailov 
FDA cl-Arrat 3 el-Deyir ( 4/3) Djafra/c -Djafara 
FDA el-Arrat 4 Oja&a (7/0) Ojafra/cl-Ojafara 
FDA el-Arrat 1 Djin Belim ( 118) D~afra/cl-Djafara 
FDA cl-Arrat 2 Nurida ( 512) D1afra/el-Djafara 
FDA cl-Arrat 2 Qadal (215) Djafralcl-Djafara 
FDA cl-Amat 2 Ras Ohoumairc (3/6) Djafra/cl-Ojafara 
FDA el-Arrat 2 Sahaiad (2/5) Djafra/cl-Ojafura 
FDA el-Ariat 1 Almein (217Jm Min Dhousai/el-Dhousai 
FDA el-Mat 1 Ras Dheire ( l/8) Min Dhousai/cl-Dhousai 
FDA el-Arrat 2 ioure d-Fasil (5/4~ Min Dhou!l<li/el-Dhousai 
FDA el-Arr.n 1 W~t lbnoume ( U ) Min Dhou!lai!cl-Dhousai 
GTA LafU'Z 2 Baered ~312) Suiricnc/Buired 
GTA Lafirz 3 Mase~ e (5/0) Suiricne/Buired 
GTA J.:aftn 1 Northeape ( 1/8) Suiriene/nuired 
GTA Lafirz 2 Cecidein (3/6) Malradalel-Ma1r 
GTA Lafirz 1 Dakeir (217) Mairada/el-Mair 
GTA Laflrz 2 Mainlda ~613~ Mairada/el-Mair 
Med Narvadae 2 Binessin 3/4 The 1..amiaflne Lamia 
.Med Narvadae 1 Coromandcl (1/6) The Lamia/lbe Lamia 
Med Narvadae 1 K.lniera ( 1/6) The Lamia/The Lamia 
Med Narvadae 2 Moten~ (215) The Lamia/fhe Lamia 
Med Narvadae 1 l\'orth Marten (2/5) The Lamia/The Limia 
Med Narvadae 2 South Marten (2/5) The Uilmia/Ibc Lamia 
RHA min Uighcra 1 el-KeSir {1/4) The Tarv.an Waste/min Uighera 
RHA min Uigbera I IW'r f,114) The 'larvan WastC/min Uighera 
RHA min Vighera 1 cl-Sera ( 1/4) The l'arvan Waste/min Uighera 
RHA min Uighera 1 limbedrif (1/4) ·rhc Tarvan Wa~telmin Uighera 
ZTA Shandire 1 Alhnir (213) Zikala/el-Zisef 
ZTA Sbanaarc 1 &.ada (1/4) Zibla/el-Zisd 
ZIA Shandare 2 el-Faril (2/5) Zikalalel-Ziscf 
ZTA Shanda.re l Ghada (1/4) Zikala/el-ZiM:f 
ZIA Shan dare 0 Khoused ( I/ 4) Zibla/el-Zisef 
ZTA Shandarc 2 el-Tehara \213) Zikala/el-Ziscf 
zrA Shandare 3 Turin (5/0 ZikaWel-Zisef 
ZTA Shand.are 2 Andujar (312) Binsada/el-Reshid 
ZTA Shandare 1 .\iQura (3/2) Binsada/el-Reshid 
LPA Haen.!len 1 Achicsc ( 4/ 1 ) Ghocrc/:rael 
LPA Haensen 2 Conallier (2/3) GhoereZfael 
LPA Haenscn 3 Thoralinar (312) Ghoercffacl 
LPA Haen sen 2 City of Anuire (1()/0) City of Anuirc/Dosicre 
LPA Haem1en 3 Ansien (5/0) Elinle/ibn Daouta 
LPA Haensen 2 Hope's Demise (2/6) Elinle/ibn Daouta 
LP~ Haensen 3 Osoeriene (3/l) EliniC/ibn Daouta 
LPA Hacnsen 2 Sendouras (312) Elinic/ibn Daouu 
LPA Haensen 2 Soileite (2/~ Elinic/ibn Oaouta 
LPA Hacoscn 1 Bo~nd (3 ) Coeranys/Cariele 
LPA Hacnxn 2 Caudraight ( 4/jh Coeranyii/Cariele 
LPA Hae1UCn 2 Decpshadow t ) CoeranywCarielc 
LPA Haensen 1 Duomil ( 2/3) Coer.mn/Cariclc 
LPA Haenseo 2 Mistil (2/3) Coeran\·s!Caricl~ 
LPA Hacn~en J Ranien (2/3) Coeran} s/Cariele 
LPA Haensen 3 Roorven ( 4/1) Coeranys/Cariele 
was ap-Drin 3 Nochlauch (4/4) Rheulgard/Liebshill 
:WaS ap-Drin 4 Vnbraustadt (4/4) Rhculgard/l.ieb'ihill 
Was ap-Orin 3 Upllund (5/0) Rheulgard/Liebshul 
was ap-Drin 3 Wahlrud (5/0) Rheulgard!K.a) sun 

A1A=Ariyan Temple of Avani FDA=Ficry Dawn of i\yani 
GTA.Creat Tems)le of Avani MedcMedecian Wav of Avani 
RHA· Raging Heart of Avani Z'll\aZikalan Tc~te of Avani 

j LPA•Li!e ana Protection of AvanaJae WaS=Wachen an . onnlacht 
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The Discourse i.s strongesi in such states as 
Ariya. Suitiene, and Meske. Many schotars in 
these states re-ceive liberal c<>nt:ributions tQ their 
studies from the nobility, wealthy merchants, and 
the church of .Avani, The Distourse is also 
strongly supported in Ztkala, but c;ther Khinasi 
nates often suspect a political motive in the dis­
coveries and discussions of the Zikalan members 
of the Discburse. Su~h views are unfair to t.be 
fmdfngs and theorioi. of the Zikalnns, for the Dis­
course has existed there far 1011ger than has 
Shandare and her expan$ionistic ideology. 

Priestly Ve!dments: The traditional garb of 
Avani's priesthood is a simple white robe trimmed 
in gold with a gold turban. The.se have become 
more efaborate as time has passed, and nowv~ry 
from temple tQ temple, but the general style 
remain$ relatively unchanged. 

Priests rarely beaJ' ceremonial weapons. The 
exception is in prayer ceremonies beseeching 
their goddess's favar in an upCQming battle. Pal­
adins and warriors sworn to defend the faith 
often hear such weapon.sin Avani's rituals, for 
the,se are symbols of their goddess's eterna1 vigi­
lance against the forces of darkness. 

Adventuring Garb: Priests of Avani are &eer in 
their choice of adv4nturing and Wlir gear. They may 
wear iny sort of atmQr, but may not beelr a shield. 
They tend not to wear any of the plate armors (this 
is $enerally true among the Khinasi), preferring a 
lighter armor such as improved mail. Anuirea.n 
worshipers o( Avanalae are the e1{ceptioo to this 
and sometimes wear plate. armors. 

The weapon choiccs available to the clergy of 
Avan.i are the same regardless of the cultural her­
itage of th~ dergyin.an. They may use any blunt 
weapon, dagger, spear, or how. Priests and pal­
adins of Avanj are proud of their belief in their god­
des~. and tend to wear her symbol openly, either 
on a surcoat, as an emhlem on a necklace, or 
emblu.oned onto their armor. 

priests 
Requirements: 
Prime Re9: 
Alignment: 
Weapons: 

Annor: 
Major Sphet'eB: 

Minor Sphere!f: 

Magical Items: 
Pawer Over 
Undead: 
I>owen: 
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paladins 
Requirements: 
Prime Req: 
Alignment: 
Weapons: 
ArmoJ': 
Spell Spheres: 

Magical lte~: 
Power Over: 
Undead: 
Powers: 

Str 12, Con 9. Wis 131 Cha17 
Strength, Chaclsma 
Lawful good 
Any 
Any 
Divination, ElemeAtal (Fire). 
Hcali:ng, Protection 
As paladin 
Turn: Standa.rd 
Cornmimd: No 
A-. paladin, but a:ec.eives spcll­
casting power at 7th level 
rather than 9th. rn addition, 
paladins of Avani .-eceive magic 
resistance of 10% + 3% pe.r level 
VN. evil magic. 

proficiencies 
Priests and paladins of Avani gain religion (Avani) 
as a bonus nonweapo~ proficiency at first level. 
Other proficiencies for members of specific 
churches follow. 

Zikalan Temple of Avani 
Required Proficiency: Oratory (see The Compku 
Paladin's Handbook) 
Bonn,<i Pr<>ficicncy: Law (at 7th level) 

Ariyan Temple of Avani, Life and Protection 
of Avanalat1 
Required Ptofidency: Etiquette 
Bonus Proficiency: Any one academic profi­
ciency of the player's choice (at 6th level) 

Great 'remple of Avani 
Required Proficiency: Heraldry 
Bonus Proficiency: Ancient history-the Ba.sarji 
people (at 6th level) 

fiery Dawn of Avani. Wachen an Sonnlacht 
Required Proficiencies: Riding (horses); in addi· 
tioo, tbre~ of the ftrst five weapon proficiencies 
must be devoted to dagger, spear, and bow 
Bonus Proficiency: Strategy or leadership (at 5th 
level) 

Raging Heart of Avani 
Required Proficiency: Survival (desert) 
Bonus Proficiency: Endurance (at 3rd level) 

Medecian Way 0£ Avani 
Required Proficiency: Disguise 
Bonus Proficiency: Astrology (at 7th level) 



erik 
Old Fatba of the Forests, Patron of tbe Rjurik 
Greater Power of the Oufland.s, N 

Portfolio: 
Aliases: 

Dom;Jin 'Name: 
Superjor: 
Allies: 

Foes: 

Symbol: 
Wor.Align: 

Forests, hunting 
Aerie (Anuire), lr-aikhan 
(Vosgaard) 
Nature's Re.st/Outlands 
None 
Vani (Avani), Lirorn 
(Ruoroil) 
Cods of the humanoids, 
Belinik 
Oak tree 
Anynonevil 

Erik is the forest lord, the god of nature and the 
protector of the wilderness. A descendant of the 
high druid Njarl Sun bow and himself th<l high 
druid in his turn, Erik wru; one of the leaders of 
the R,juven people. He was Reynir's chosen 
champion at the battle of Oeismaar. Erik inhcr­
i~ed Reynir's power when Reyni:r and the other 
gods wetc destroyed, In honor of thei·r new god, 
the Rjuven adopted the name Rjurik. 

.Erik works closely with his two allies: his wife, 
Vini , the sun goddess, and Liroro, god of the 
moon and mystic places. Vani brings morning to 
the world each day, and Lirorn works with ETilc 
to protect the mystic places of the wilderne:s:s. 

His chief enemies are the gods of the human­
oids: Kartathok of the goblins, Yeenoghu of the 
gnolls, and Torazan of lhe orogs, whom he e~pe­
ci.tlly hates. The hum$noids have ever been the 
chief enemies of the RJurik people, and he re­
members his hatred o( them from his days as 
high druid. Belinik's passion for destruction and 
his inhent<aoce of Azrai's blo()d make him a nat­
ural enemy of Erik, but t he followers of the two 
gods have only rarely come l.nto dil'f:ct conflict. 

Erik has few laW5 given to bis followers: equally, 
he levies on the:m few requirements. Hi$ principa~ 
cpocern is the safeguarcUng of the wildemes$, and 
he demands of bi.s foUo,vers that they ta.kc only 
what they need &om the bounty of nature. He 
becom~s angi:y 'When wild.lands ate despoilec\ purely 
for personal pin. Tales epeated around the urepits 
of Rjurik balls abound with Erik's vengeance 
against those who violate his sitnple edicts. 

e.ri){' s a vuto.r 
Erik's av<\tat: take~ on numerQus forms. He often 
~pp~a~ as a bare-<:h.~~ted, st;c<>ng ~arrio.r v,~ an 
iron gray beard and wild mane of hatr1 dres~d Ul a 
great kilt of multiple Juides of green on black. He 
is usually armed· with a great axe a:nd 5"J>ear. 
An.other favored foim is that of an old man with a 

green, mossy beard and wooQ-bark skin. The 
Emerald Sp.ital, one of the principal druidic o.rgani­
zations cievoted to the worship of Erik. is said to 
take its name from <me of his avatar focms. In this 
form, he appears as a maj~i:ic, lowering pine rising 
out of a rocky tor. Druids also say that he takes on 
the guise of forest creatures in order to test his 
worshipers' adherence to his laws of the forest. 

the church 
Clergy: 
Clergy Align: 

Pries~ {always called druids) 
LG. NG. CG, LN, N, C N 

The worship of Erik is one of the most unified 
faiths in CeriJia. Despite the rivalry between the 
traditional Emerald Spiral and the more urban 
Oaken Crove, the faith has not had to endure 
major doctrinal rifts e~pel'ienced by some of the 
other faiths Qf Cerilia. Both churehes maintain a 
g\lardianship over the wilderness, both believe 
that people should use on,ly what they need frQm 
the wilds, and both believe in t.he supremacy of 
Erik in the panilieon of I.he Rjurik. Despite these 
simil;\rities and the pe<lce that exists between th.e 
two hierarchies, there are some subtle differences. 
These differences are actually more politic.al in 
nature, for they will affect the fut.\lre of the Rjurik. 

Dogma: The Emerald Spiral is the older, more 
traditional representation of the worship of Er!k. 
This sect believes that the traditional ways of the 
Rjurik peQple ru:e the ways that should be followe<J 
today. ibe claasical Rjutik arei a Aomadic peopl~ 
they do not build c~ties , Most hunt the wilds for 
their sustenance. Some of the more settled tribes 
grow crops, which they trade to the nomadic tribes 
for wood, peltsr and other pr<>ducts of the wilder­
ness. trade with outside.rs for the trappings of their 
civilization does not be.nefil tht people: it only 
makes them depertdent on outsiders. Greed for the 
wealth of othcJ:s brln~ no one honor. 1hese people 
believe that Erik protects the wilderness so it can 
pro\'idc for the Rjudk people, and there \$ no s~b 
provision fo~ others. trading away ETik's ~ts tC> 
outsiders wrongs him. 

Followers of the Oaken Grove of E'l"ik do 
not dispute the nomadic. people$, but they 
believe that the attitudes of the Emerald 
Spiral are mired too deeply in tho past. 
Such way:s serve only to keep the Rjurik 
pec>ple stagnant as the world around 
them chang~. Trade with othets 
does not weaken the people. The 
Rjurik have dealt before with 
tJie new ideas that contact 
with othen bring~; ·tho 
people have remai-ned 
unc'hanged despite 
these influences. 



And despite the care with which the bounty of 
nature is tended. the land cannot support the 
needs of aU Rjurik peop~. & more pertnancnt set· 
clements grow, the Rjurik there need materials that 
the forests and other wild lands of the north can­
not providei only trade with others can provide 
these. Cateful management of th.e wilds will pro­
"ide enough material for the Rjurik people to use 
and trade \\ithout endangering them. 

.The Oaken Grove of Aerie in Anuirean land!> 
is pa.rt of the greater church in Rjurik lands, but 
ib ideology di(fers somewhat from its parent. 
Not involved in or concerned with the religiows 
differences between the two churches In the 
Rjurlk highlands. the Oaken Grove in Dhoesonc, 
Mhoried, and Cariele is most concerned with the 
preservation of wilderness and resources in those 
Anuitean lands. In Carielc, they are fighlin& a 
lo$ing battle against ~he 11apacity of the guilds, 
but tneir views are more popuJar in Mhoried and 
O.hoesonc. They are much like the Oaken Gr(lve 
in R,iwik lands in that lh~y willingly trade what. 
they gather from the forest with merchants from 
other domains; despite this, they are pas~ionate 
ln their protection of the wildernes!t and are 
careful tb b.arl·~~ only wht the land can lw.ar, 

ln Brecht lands, the Old Father of Forests 
maint ains a -small presenc.<1 in some of the Basin 
states. This church is much llke the Emerdld Spiral 
in belie& and doctrine. FoHowers of the Old 
Father of Farei.i.s guard the wildernes~ agninsL the 
depredations of both man and be<bi. The church is 
comprised almost exclusively of druids, tanger:i, 
and others who derive their livelihoods from tho 
Coulladaraight. Although the reclusive elve!t of 
Coullahhie are not worshipers of the human~ of 
the forests, they respect the efforts of his folfuwer$ 
in the Basin states to preserve the sanctity of the 
wild lands. Despite their respect f.or the followers 
of the Otd Father o( Forests, the elves rarely inter­
act with t he druids of that church, pr-eferrlng to 
deal instead with the rangers and other woodsmen. 
Much of the t rade that comes from Coullabhie. 
passe11 through the hands of Frn Ha ea elf yn to 
theiie rangers a.nd ·woodfolk, and Ott to other 
hum.ans in Cerilia. 

Day-to .. Da.y Ac;ti.vities : Mank' druldi; of the 
Emerald Spiral act primarily as 'village priests" 

fnr the tural and wilderness Rjurik. As such, 
their principal dutie~ revolve a!'ound pro­

tecting their chargeoS from the more 
dangerous aspects of their harsh 

environment. They see to the 
health of lhcir pe_ople, defencl 
them when thi;y must., and 
help them eke oat a liv ing 
from the wilds. These druids 
are also responsible for en­
suring that the people do 
~endEdk. 

the Emerald Spiral ls noL a stro:ogiy hierarchi­
cal organization, so its dtuids are not sent to a 
particular village ot nomadic group from some 
central location. ln many cases, the druids who 
fulfill the ''villa~e priest'' role grew up with the 
people to whom they eventually ministei:-, \\'hen 
they show some sign of promi~c. a local druid 
trains Lhem ln th~ secrets of their profession. 
They may r.ea.ch Vet)• old age and never see a 
b~b.er-tanking member of the E~eratd Spiral's 
hicrarchr; they may be only dimly ·aware of lt. 

Other druids of the Emec.tl~ Sp~l a.re part of 
that group's very £mall "guiding body." Thdse druids 
maintain the st.one circles that {um;:tion a$ the tem. 
pie holdings of that church, interpret as best they 
can tho omens of their god, and c:ns~re that the 
wild lands of the north remain u.nsullied by the 
greed of other11o. In some tare drcwnstances, ~ 
interact with the outside w9rld, hut as a general 
rule, they remain aloof from the a1fairs -0£ others~ 
concentrating instead on the needs of their peq>lc. 

The druid~ of the Oaken Grove of Erik are far 
more lik~ly to interact with ~oplcs of other cul­
tures. Their principal function is les!i one of pro­
te~tiQg their flQcks '$rtd mor.e in ensuring tNt the 
people of the larger Rjurik towns .:;lo nPt exhaust 
the gift given them by Krik. 'Their temple holdin~s 
are more centralized than those of their brotbe~ 
nnd i;istcrs oi the Emer.-ild Spiral These temples 
ate! located in the towns artd cities Qf the north, 
and the druids Wh(} run the templ~ spend lhetr 
days maintaining their holdings, advising t he local 
rulers. and mini"ttering to Erik Md Jil., followers. 

Holy Days/Important Ceremonies: The prih­
clpal holy day de.voted to the worship of Erik is 
Midsummers Day. Both the Oaken Grove of Erik 
and the Emerald Spiral celebrate this day with tra~ 
ditional fc&tivilics and, rites. During the night of 
Midsummer's Eve, the druids gatber mistletoe, 
sprigs. of holly. and other sacred mab!claJs for their 
spells and rites. 1bci.e are bJess:ed by the. moon al 
midoigbl. and then by the dawn ~u.o. of Midsum­
mer's Day. Stories ttiU th.at it never rains during the 
night of Midsummer'c; E?ve until the morning SWl 

has risen lhe ne~ day. for Erik watches over his 
wotsh.i,pers on this, thcU' m.ost sac:red d;Jy. 

The morning of Midsummer's Day begins "\\ith 
the druids' invocation of Erik's protection over 
the people in the year to come. This solemn cere­
mony is thank!ully brief, for it heralds a day of 
hunting, visiting wi.th neighbors , dancing, and 
other festiviti.es . The hunters ~ome to the dawn 
ceremony armed with bow and .spear asking for 
Erik's ble!.ising, for the yield of that day's hunl 
presages t11e bounty of the year to come. Those 
who remain home from the hunt build great 
hearths for cooking the game the hunters cap­
ture, bake breads, prepare local de1icacies (such 
as haggis), and tap the great kegs of mead and ale 
thal will .iccom.pany the lat~r festivities. When 
the: food is cooked, the druids again invdk~ Erik's 





ben~diation and the villagers and towpspe.ople 
join together in a__ gr~at community fea,t. The 
feast is followed by ilancing. cente.u, aiid other 
merriment. 

The 'Rjurik people are a passionate people. 
They cQntend with harsh winters aQd d~gwc>us 
beasts in order to survive in the highlan<b. Out. 
siden; who witness these festivitiesue oftm. sur­
p nsed at the wildneu and mayhem of such 
events. They ue even .more_su.-pri~d.to find that 
not only do the Rjorilc druids participate in these 
events, they often lead the~~ i" thcmi, 

Major Centers of Wonhip: In Rjurik lands, 
the most f.-mous stone circle dedic'.at~d to the 
worship o{ Erik i$ Joc.ated in the so1,1then) nills of 
the province of Bj4ttkhelrn in Hogunmark. It is 
there that the high druid of Iiogunmar"'1 Thorjak 
the Green (MRj; Pr13. Erik; Re, major; 28, CG) 
makes his home. l'horjak iii revered tbroudiout 
Rjurik lands for his wi$dom, and many !leek him 
at the lovely grove where he lives. 

Other important eitdes include that of Gre~ 
Scligsdotter ( FRJ; .Pr12, l:irik; Vo, nutjOI'.· 28; CG) 
in the provinc.e o( Aaldvaar in Jankaping. Al­
t.hough no real .. administrative center" e~sts for 
the Emeraid Spiral, the stone cird~ in Aaidvaar 
fulfills a similar function. 

The largest temple holding of the Oaken 
Grove of En'k is in the coastal province ofYvarre 
in Rjuvik. High druid Gil.other Brattdt (JdBt; 
PdO. Erik; Re, ma;or, 32; CG), however. H-..•es in 
Riveside,, in Dhoesone. 

Among the Brecbts1 Wdtship of the· Old Father 
of Forests is concentrated in Rheulprcf. and 
Treucht. The stone citdes and sac~ed grove!i of 
Treucht seem connected ~ith the venenition of 
both. Erik and Lirorn. The sacred Midsummer's­
Evc ceremonies take on a spedal !iignlficance in 
this laJld, 

AffiliaUd Orders: Several soeieties of warriors 
are associated with the reverence of Erik. ·The 
B.lack Arro~ of Jankaping were originally a cqm­
pany of ~couts and aTchcrs drawn from: among the 
ranb of the followers of the Emerald Spiral. Many 
years ago, they came to the aid of Jankaping when 
its jar! put forth a c.all to arms in order to defeat an 
orog army from the Blood Skull Baronies. 1'he 
Bla'k Arrows' perl'ormance WM tlj.() impreS$ive th.at 
the ja1.'I formed them into an elit.c unit that patrols 
the borders of tho domain even. today • .reporting 
incursions by enemies to both their jarl and to the' 
druids of the Emerald Spiral New members -0i the 
unit undergo training pro\!ided by the rangers and 
other followe,rs of the Emerald Spiral in an ap~en­
li<:ieship that can Last. several years. lbe unit bas y,et 
to encounter any conflict of interest:. between the 
jarl and the Emerald Spintl. fc;ir the jarls of fankap­
ing have ever supported the druids of the. north. 

In the Giantdowns, the Watch is a loose .associa· 
tion of rangers, druids of Erik, and other wilder­
ness folk who have banded together for mutual 
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Re~t 
Seligsdottcr 
Selipdotter 
Seligsdotter 
Selig<sdotter 
Se!ip4ott:cr 
Se~o~r 
Seligsdotter 
Seligsdotter 
Seligsdottcr 
Seligsdottei: 
SoliP!otter 
Selipdotter 
Sclipdotter 
Seligsdo«er 
Seliis4otter 
SeliP!otter 
Seti8Jc!otter 
Se~dotter 
Seligs4ottcr 
Seligsdottcr 
Selipdottcr 
Seligsdotter 
Seli.P4<>tter 
Selipdotter 
Se.l~otter 
Selijsdotter 
Seligsdotter 
Seligsdotter 
Selig$Clotter 
Seligsdotter 
Br.nett 
Brandt 
Brandt 
Brandt 
Brandt 
Brandt 
Brandt 
a ... n~t 
8riJ11dt 
Brandt 
Brandt 
Brandt 
Brao,dt 
B~andt 
Bnu:idt 
Brandt 
Brandt 
Brahdt 
Brandt 
Brandt 
Brandt 
Brandt 
Brandt 
Brandt 
Brandt 
Brandt 
Brandt 
Braqdt 
Brandt 
Brandt 
Brandt 

erik's temples 
Level Provin~e (Ratifta) 

2 Namve~ (213) 
1 Udvika \114) 
1 Darsruud (1/4) 
1 Leivih ( 4/3) 
1 Bjarkbeim ( 1/6) 
1 !?jaflfund ( 4/3) 
1 FJokyr ( 1/6) 
2 Gundviir (413) 
2 Hjolgrun(2/5) 
l Horviillc (116) 
0 JarnborJJ (017) 
O Oelfrwi (-0/7) 
t Sjaruud (114) 
~ Aaldnjor (214) 
2 Jialdvaar(2/5) 
0 Draasb (011) 
1 Ftoylaad (l~) 
1 Haitskaarig (114) 
1 Jokkak>cil (114) 
() Rjutaffel (0/7) 
1 Stangajord (213) 
1 Midjama ( 1/5) 
l Vjclthelma ( 115) 
0 &lik ( 0/7) 
() Fre.ibtaad (0f7) 
1 Hrudijik ( 1/6) 
-2 Kopingdal ( 4/3) 
0 Va.tltrand (017> 
1 Dbovjiir (1/6) 
1 Kv1paarheim (4/2) 
1 Aandvjor (l/4) 
2 Dalmsrhuud (2/5) 
2 Dvamik ( 4/1) 
2 Helbtr.aad (215) 
2 Selkhauske (215) 
2 Slcapa Hjaning (413) 
l Stjolvar (1/4) 
2 Taelrhud (213) 
l Hjarrsmark ( l/5) 
2 Na1bot~lt" (213) 
l Sj~rkhoelle (1/6) 
2 Svarkannek (2/4) 
4 Yvarre ( 413) 
2 An>aald (2/3) 
2 Hollenvik {213) 
1 L<>Ocirdik (114} 
3 Saeir.skaap ( 412) 
3 Ustkjuvil (312) 
2 B. amheim (413) 
2 ftaekholfn (213) 
l HvarUik ( 1/4) 
2 lMsmar.k (4/1) 
3 Leivika ( 4.13.) 
l Gunchii:t ~4/3) 
2 }l.ll'Va (4/1 
1 Stangajm · (2/3) 
2 Bymnor ( 4/J) 
2 Dh.alsicl (213) 
0 M.arloer's Gap (2/3) 
3 Toricn's Watch (3f6) 
l Bjondrig (114) 

Domain/Rul.,r 
Stjordvilr/Varri 
Stjordvik/Varrl 
Svinik/Hruthv.ar 
SVinik/Hruthvar 
Hoguomark/Freila 
Hogurunark/Freila 
Hogunmark/Freila 
Hogi,mmark/Freila 
Hogunmark/Fr.eUa 
Hogunmark/Freila 
Hogunmark/Freib 
Hogunmark/Freila 
Hogunmark/Freila 

!
ankaping//\lnor 
ankaping/Alnor 
ankaping/Alnor 
ankapingl Alnor 

Jankaping/Alnor 
Jankaj>inW.Alnor 
Jankaping/Alnor 
Jankapin~Alnur 
"rhe GiantdownsP. 
The GiantdownsP. 
Hjulvat/Uldviilc 
Hjolv-ar/Uldvilk 
Hjolvar/Uldviik 
Hjolvar/Uldviik 
Hjblvar/Uldviik 
Kvigmar/Ulrich 
Kvi r/Ulriclt 
ff:pal8ervinig 
Halskapal.Beronig 
Hal.sbpa/Bervinig 
HalskaPafBervinig 
HalJkapa/Bervinig 
Halskapa/Bervinig 
Halskapa/Bervinig 
Hablcapa/Bervinig 
Rjµvjk/Fulpr 
RJmik/Pulgar 
Rjuvik/Fulgar 
Rjuvilr/Fulgar 
Rjuvikli::ulgat 
StjordvikNarri 
Stjordvik/Varri 
stiordvik/Varri 
StJordvik/Vani 
Stjordvik/Varri 
Svinilr/Hruth\•ar 
Svinik/Hnrtmr 
Svinik/H ruthva:r 
Svinik/Hruthvat 
Svinik/Hruthvar 
HogurunarktFreila 
J ankap.in.g/ Alnor 
Jambping/Alnor 
MhoriedTMhoried 
Mhoried!Mhoricd 
Mboried/Mhoried 
Mhoried/Mhoried 
Dhoesonc/Dhoesone 



Temple R.egent Level '.P-rovince {Rating) Domain/Ruler 
Brandt Riveside (2/3) Dhoesone/Dhoesone OA 2 

OA Brandt t Romiene (1/4) Dhoesonc/Dboesone 
OA Brandt l Sontele ( 1/6) l)hocsonc/Dhocsone 
OA Brandt 0 Riverford i512} Cariele/Cladanil 
OF Astddsen 2 Treumflr ( /5) Trcutht/Ehrsdottal 
QF Astrldsen 1 Treu.~tap (217) Tr~uclrt/Ehrs~ottal 
OF Asttidsen 3 "Ruelsh:r! ( 4/3) M(iden/I'albehr 
OF Astrldscn 1 Ubalm en ( 116) MUden/J'albehr 
OF A:;tridsen Oeuchlach (2/6) R.heulgard/Oerwincle 2 
OF Astridsen 4 Endh.m (512) Rheulgard/Oerwinde 

.Mtridsun 2 aierlev (2/5) Berhagen/von S~haeflen OF 
or A.stridsen 1 Cluhagen (2/5) Bcrhagen/von Schaeff en 

Ac;tridsen Elfhabco ~3/6) Berh.agen/von Schaeffen OF 2 
OP Astricl!Icn 1 Sevla lml (-/5) Berhagen/von Sdiacffon 

ES"' The Emerald Spiral OEIOA,,,Oaken Grove al Erik/Aerie OF=Old Father of Forests 

safely. They arc directly associated with the t.iny 
holdings of the Emerald Spiral in that domain, for 
it is through that church that they rcccivc what lit­
tle ou~ide material aid is provided them. 

Priestly Vestmentsi Only Jn the temples of the 
Oak~n Grove of Erik do the druids wear anytlti11g 
approaching fonnal VC!>1ments, and even these differ 
substantially f roro holding to holding. Leather and 
studded leather ~or se!ilm to prevail among these 
dtuids: many also wear a green cloak or robe. lbe 
~or and clothing often have a representation of an 
animal embroidered or embossed onto them. but 
theso differ ru. well. Among the druids of the Emer­
~ld Spiral, the only uniformity of ceremonial dre:;s i.s 
an animal part of some sort: a 0031'.Skin tobc, a wolfs 
head mask. or an antlered helm, for example. loot­
ing <>f leather and other such Mfoncifying" is rela­
ti:vely Wrequen:t. Arms an(i arcnQr are home by the 
druids of both churches, for Ii.rik i.s ever a warrior 
god devot.00 to the rotedion of Ws peo.Pf.e. 

Adventuring Ga.rb: To the untrained eye, little 
distinction is evident between t.hc druids' ceremo­
nial arms and equipment and the garb ·worn when 
going to war. The Rjurik are a practical peo1>le, 
and they see little value 1n c:.re"'1tingf.ancy wear for 
corcmonie& and rit11al&. This is especially true of 
those Rjurikwho live in the ha~h wilderness of 
the north . .Among t.he more urban followers of 
Erik is a growing Lenden9• lo copy the t.raditions 
of the wealthy Anuiream; and Brechts, so more 
difference between practical everyctay woar and 
cer~monlal_g~rb ii. clrising among the dtuids and 
follo~ oflh'e Rjurik. god. 

pr-iests 
Requirements: 
Prime Req: 
Affgmnent: 
Weapons: 
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'Wis 12, Con 14 
WJ..Sdom 
LG. ~G, CG,L~, N,CN 
Axe, bo~·. club, dagger, dart, 
harpoon, javeli"1 knlfe. morn· 
ing stu, quar.t~rs\aff. sling, 
spear 

- --
Armor: Studded leather, wooden shield 
Major Spheres: All, Animal, Elemental, Heal· 

ing, Plant, Summoning, 
Weather 

Minor Sphere~: Divination, protection. 
travelers (ToM) 

Magical Items: 
Power Over 
Undead: 
Powers: 

As priest 
Tum: No 
Command: .No 
As druid, plus move sile.ntly, 
hide in ~hadows, and animal 
empathy as a ranger three lev­
els higher. Priests of Erik have 
a nonweapon p1oficiency cross­
over with the warrior group. If 
they spend slot.s on tracking, 
they do not tal<:e the -6 penaJty 
to their proficienc.y check: they 
are able to track a~ a ht-level 
ranger. ·!lley do n()i improve as 
a ranger would; to improve, 
they mu$t spend pi:olicicncy 
slot!!t. 

proficiencies 
Priests of Erik gain religion (Erik) as-a bonus 
nQnweapon proficiency at first level. Other proG­
cicndcs for members of the choi:ch follow. 

The Oaken Grove of Erik (Ae.ric) 
Required Proficiency: On~ eraft. profirjency of 
the player's choice (subjec(to DM'sapproval). 
Bonus Proficiency! SeamaDBhip or animal lore or 
another related craft proficiency of the playe1'1S 
choice (subject to the apprqval of the DM. at 5th 
level) 

The Emerald Spiral, Old Father of Fore"5 
Required Prot'icienties: Suniv.al {!uba~ibf:O. 
-est), hunting 
Bo,nus Proucien(y; Trackipg (~4th level) 



haelvn 
Lord of Noble WQr, Lawmaker, Patron of Anuire 
Greater Power of Mount Celestia, LG 

Portfoli.o~ 

Alia,Jes: 

Domain.Name: 

Superior: 
Allies: 
Foes: 
Symbol: 

Wor. Align: 

Courage, justice, ancl 
chivalry; rulership 
Halafa (Khinasi), Holit 
(Rjutik) 
Honor's Glory/Mount 
Celestia 
None 
Culra~cen, Nesirie 
Belinik, Kriesha. Eloele 
saver sword over a golden 
sunbutst 
Any 

Hael:Yn was the cHosen champion of Anduiras and 
inherited his divine portfolio and responsibilitie-s 
when Anduiras and the other gods perished at the 
Battle of Mount Deismaar. He is the principal 
deity of the Anuirean pantheon. and serves as the 
pantgon of a ~. He is worshiped as the lord o( 
courage and chivalry by ,noble warriors in other 
regjons of Cttllia. 

Haelyn is the divine warrior, de!ending the 
innoc~nt and defenseless from the depredations 
of others. A. consum.mottc st.i:ategist.. he com­
manded the annie~ of Anduiraf at Oeismaar. He 
expects his followers to study warfare and serve 
as the command~rs of the armies that oppose 
evil. 

fn his role as the Lord of justice, Haelyo is 
stem, but temper~ his judgments with mercy. He 
l"eprese.nts the rwc of law as the means by which 
a society i.s run. 

ho.elyn's o.vntor 
Haelyn m0$t often appears as a tall, muscular 
Anuircan with hazel eve.$, 11hod. blbnd hair, and a 
neatly trimmed mo.u5tache and beard. His 
favored garb is that of.a noble warrioi:; he usually 
appear$ in plate armor and tarrle$ a two-hand~d 
sword. He ba.s tho demeanor of a king and the 
eyes Qi a kind f~ther. He emanates the golden 
aura Qf his divine nature. · 

Haelyn rarely appears in avatar form, for he 
erefcrs to communicate with his worshipers 
OUouP.,~ priests. Whe1l he feels he must com­
m.an~~ W'Orl'hiper ~dly. he often se.nds 
a message tJiiii)ugh a dr~am or.vision. In these, 
Haelyn sometimes uses the iZ of~ hon or a 

~kindl.Ydra-~ ·~:-u~• .~ ~~e, lt~t 
b?Other Roele reported seems him •• an etrant 
knight wearing the device of both liaelyn and 
the rQyal family. on his shield. The holy man 

Fitzalan daims in his writings that Heeiyn 
appeared tu him on different occasiOO$ as a gray 
stallion, a white sparrow, a speaking star, and a 
wise old man wearing a golden crovvn. 

Sometim~s the god's omens and mdsages 
have appeared as glowing 11>ymbols on a shield. 
One tale even tells t.>f a worshlper who became 
lo.rt on a qlle$t. When he saw the pennon bearing 
the $ymbol of Haelynatop his l~ce hlowin~ in a 
direction contrary to the wind, be knew the 
direction his god wanted hlm t.c> take. Warriors 
locked in battle often call out Ha~yn's name as 
they strike their foe. If their cause is just, the 
blow $trikes true. Some witnesses dajm that they 
see the weapon give off a golden light as it st.ri.kes 
home. 

the church 
Clergy: 
Clergy Align: 

Priests, palawns 
LG, NG. CG, LN, LE; 
paladins, LG only 

One of the mort powerful churches on the conti­
nent of Cerilia is the church of Haelyn. From its 
ancient-cen~r of WQrship in what is now Dlemed, 
it has itprcad into every human-dominated region 
on CeriU;.. 1n Brecht lands, tl)e Anuirean Empire 
carried 'Mth it the worship of Haelyn. 

Crusader states that follow the Anuii:ean reli­
gious hierarchy continue to flourish in Khinasi 
lands. Priests of Haelyn brought the ways of 
their god even to the Rjurik and Vos peoples , 
although they were less succ~ss(ulin establishing 
the religion (particularly among the Vos). Hae· 
lyn 's church has declined somewhat f!ince the faU 
of the Anuireao Empire 1 for Haelyn was ever 
associated by t.hc conquered peoples with the 
trappings of Anuirean domination. Despite that 
association, it remains one of the principal rel1-
gi<ms on the continent. 

The worship of Haelyn was once organi:ted 
into a single church. The Imperial Temple of 
Haelyn was created after the battle of Deis­
maar by Anuitean clecgy who witnessed 
Haelyn's ascension to godhood. The 
Anuireans eventually built temples 
throughout Anuire; but to honor Hae-
lyn's heroism at Dels.111,flar, they built 
his f'itst temple in the hills over­
Loo · the.~ity of Aerele in the 
Barony • ed, clo$e to 
where M""'P'l..,"' 
onc:-e stood. 



Dogma: The church today is by no means a 
unified hierarchy. In the fifteen or so centuJ'ies 
since Deismaar, it has split in several different 
schisJ:Jls. The rempaof.s of the Imperial Temple 
still exist, but even that o·nc.e-great religious 
institution has been torn asunder by bitter doc­
trinal rivalries. 

The Orthodox Imperial Temple in Diemed 
claims to be the true heir t-0 the word of Haelyn. 
lts priests claim the distinction of being the first 
ch.~ch of Haeflvn founded after beismaa~. The 
ongmal Book o Laws, the most sacred text m the 
c'hurch of Haelyn, resides in a vault in the Avelet­
ine cathedral in Aere]e. The church draws from 
centuries of study of the Book of lAws to defend 
itS exacting dogma. wb.ich at its heart holds that 
a society can thrive only hy adhering ro a strict 
rule of law. Laws, the church believes, exist to 
regulate a person's inclination to place his own 
needs over those of the society as a whole. The 
only way to preserve the rule of law is to ensure 
that every member of a society has a specjfic, un­
changing function. As it is die responsibility of 
the ruler to guide the endeavors of his people, so 
is it the rcsp<>nsib{lity of the roled to follow tht!it 
prince's diet.at.es. 

Where the Orthodox doctrine has encountered 
opposition is in its inflexible view that. draconian 
adherence to an unchanging set of laws and the 
.institution of a rigid social hierarchy are the only 
ways to preserve order. The Orthodox clergy 
~es that .its views are supported in the writings 
9f the Boo~ of La., a claim that bas brought flbout 
n~rous debates and has caused at feast <:me rift 
within the church. Of the many c.el'emonies that 
arc part of the Orthodox Temple's daily rituals, 
most cmpha~ize the importance of majJ;itainiog 
the strength of the SQClal order. 

The principal opposition to the Orthodox 
creed comes from the Northern Imperial Tem­
ple, found in 'falinio and Boeruinc. Although 
nominally part of the Imperial Temple hierar­
chy, t.he priests of the 'Northern Temple see 
th,emselves as the pJ'incipal means by which 
the spirit of Haelyn1~ teachings is preserved. 
The primary cause of their dissension is the 

Northern Temple's belief that the Imperial 
Temple in Oiemed foe.used t.oo much on 

the material world and had abandoned 
Haelyas spiritual message. 
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The actual split occurred in 1297 
HC, when the holy man Fitzalan 

the Blessed was atrested by an 
ecumenical court in Aerele. He 

wa$charged for his refusal 
to ~ant his views that 
the church in Diemed 

had lost its right 
to claim 

spiritual supremacy over the worship ofHaelyn. 
He argued that the Im~rii,tl Temple's belief in a 
ruJe of law was empty lf not tempe:rcd .by mercy. 
He al,so argued that such rigid devotion tn the let­
ter of the law represented a spiritual l~iness, for 
it required no reflection on a '' right course" of 
actiQn; mercy. he maintained, is a deliberate act. 

This principal part of Fitzalan's message has 
been blurred hy his demanding work ethic.. Fitz.a. 
Ian did not intend that his work ethic become th,e 
ptincipal focus of his teaching, but it is that work 
ethic which colors the faith today. Fitzalan saw 
work as a method of establishing the self-disci­
pline oecessaiy to a moral life. As a farmer must 
tend carefully his crQps, preparing the ground, 
sowing the seeds, and protecting the plants from 
weed~ and blight, so too must a person tend his 
moral nature with equal care. Blind obedience to 
a code created by other men leads to spiritual 
stagnation; the mind and spirit must be tramed 
to r-esolve snch problems, just as a field must be 
carefully tended to yield crops. 

The nobles of 'ralinie, however, took Fitzalan's 
philosophy as a me:ans of demanding more effort 
from their vassals and petJ$tmts; outsiders, unfor­
tunately, usually see only this aspect of ffu:.alan's 
philosophy. Critics claim that the rift between 
the Northern and the Orthodox Impe.rial Tem­
ples ~urred as a result of the political disinte­
gration of the empire and not, in fact, as a rru;ult 
of doctrine. They point to the modern Northern 
Temple as an iruititution whose followers are as 
inflexible as those of the Orthodox Temple in 
Diemed. What they see, h.owever, is the fanatical 
few that inevitably accompany a young faith. At 
the real heart of the faith i:. a deeply spiritual 
people that striv~s to make the word of their god 
their way of life. 

The church of Haelyn's Bastion of Truth in 
Dhocsone is a result of the proselytizing spirit of 
the followers of the Northern Imperial Temple. 
Although consjderably less zealous today than 
they were. two hundred or s~ years ago, they 
remain passionate adherents to the teachings of 
Haelyn as interpreted by Fitulan. 

The more worJdly counterpart to the Northern 
Imperial Temple is the Western Imperial Tem­
ple, which ~ies Haelyn's religious teachings tQ 
the people of Avanfl, Tuornen, Alami e •. all~ 
Taeghas. Many argue that the Western Temple is 

nothing more than the collection of the religious 
holdings of the A-van family. The personal Loyalty 
of its prelate, Rhobher Nichaleir, to Darien Avan 
does nothing to discredit these claims. 

The prfem of the Western lcmple, h-oweve.c, 
argue that Haelyn was ohce a man of this world. 
A.$ such, he set forth hi, philosophy in the Book 
of La.ws as a means by which his {Qll9wel's could 
f a.ce the rigors of an often dangerous world. The 
8ook of Laws, they ~rguc, is at its htarl a li,.iing 
document. They believe that Haelyn-did--qot 



inten.d for fotlo~rs to inte:rJ)r~t his words C\S 
$trlct Tules; rather, he intended that people use 
the Book qf Laws as a guide for facing. the prob­
lems the wodd generates. As. the world changes, 
so too do its challenges change. The Western 
Temple thus views the Book Qf Laws a1t a guide to 
organizing a people to meet .challenges for the 
benefit of all. Oe!i-pite this modentc s tance, 
Anuireans from other domains remain suspicious 
of the Western Temple, for they believe that 
Rhobhes: Nichaleir demonstraoos well h.is solu­
tion to the "rigors of a dangerous world" in his 
support of the Prince of Avafiil. 

The church of the Holy Order of Haelyn's 
Aegis developed from a group of warriors that 
was part of the Imperial Temple. Composed of 
knights, warrior pri~is, and common soldiers. it 
wa$ the military arm of the church of Haelyn. 
When the Imperial Temple called warriors &om 
across Anuire to serve their emperor in bringing 
the light of Haelyn's worship and the benefits of 
Anuirean civilization to the rest of Cerilia, the 
Holy Order of Haelyn's Aegis was the first to 
answer. Only after the death of Michael Roele 
and the disintegration of the Anuirean Empi.r(: 
did the Holy Order of Haelyn's Aegis develop 
into a scparat~ church. 

While this group acknowledges the primacy of 
the Orthodox bnperial Temple in the worship of 
Haelyn, its aims are different from those of the 
parent church. The Holy Order believes that 
questions of religious dogma, while important, 
pale somewhat in comparison to the threat posed 
by the mighty armies of the Gorgon and others. 
The church today is not an aggressive military 
order, a lthough it is organized along mJlitary 
fines . Rather, it is an order that regards the 
defense of A.ouire as its sacred charge. 

Members of the. clergy are more moderate in 
their beliefs than the priests of some other 
churches of Haelyn, and aie qujte willing to work 
witb those whose persoruil religious beliefs differ 
from. thC<irs. They get alo.ng well with the Militant 
Oeder of Cuira6cen, despite that group's aggres· 
sive militant nature. The Order has established a 
strong alliance with the Elinien church of the 
Life and Protection of AvanaJae, and has coordi­
nated defense efforts with lhe druids of the 
Order of Aerie. 

The churches of Haelyn that have been estab­
lished in otber land"S originated in the Holy 
Order of Haelyn's Aegjs. Haclyn's Warriors in 
Rohrmarch aod the Dr11gonsea Temple of Ha~ 
lyn in Suir:iene are both remnants ofthe religious 
liold:ings created by the CTU~ading knights th11t 
acco[Jlpanied the expansion of the Anuirean 
Empire. Haely:n's Warrior:. are the only remain­
ing temple oI Haely.n in Brecht lands. The llrechts 
see a wonderful lrony in the war for control of 
Rohrmarch. for although the struggle· is essen· 
tiaUy politkal, the church of Haelyn battles on 

behalf of King Alaric against tb.e fox<.es of Princ.e 
Oden, who are supported by the church of 
Stortnlo.rd Seerhrand, a temple of Cuiracken. 

In Suiriene, the Dragonsea Temple of B'a.;Jyn 
remains predotninAAtly Anuirean in organiza­
tion, composition, and doctdne. It was once 
much larger, controlling many of the te1nple 
holdings in eastern Khi.nasi lands. 

The Khinasi temple of the ShJeld of Halaia 
was ..actually ooce part of the DF.agoosea Temple. 
When the Anuirean Empire began to suffer 
defeats at the hands of the l<hinasi, the Dragon­
sea Temple conducted a gallant defense of the 
territories it had sworn to protect. A profoundly 
spiritual people; the Khin.asi were so taken by the 
courage and honor of the followers of Haelyn 
that they forbade anyone to desecrate the tem­
ples of the Anuireans. Believing that the spirit of 
HaelyTI had been present at the battle, many 
converted to his worship. 

The Shleld of Halaia is a uniquely Khinasi 
tem,plc. Its members do not look to Anuire for 
~ptritual guidance, and they practice their wor­
ship of Haelyn only as a part of the Khinasi pan· 
theo~ headed by Avani. 

The Impregnable Heart of Haelyn in Dient 
Roesone, and Osoerde seems as much a result of 
the political rivahy that bi:oµght about the inde­
pendence of tile former provinces of weste1'n 
Diemcd as it does a doctrinal dispute with the 
Orthodox Imperial Temple of Haely.n. Despite 
the political Originl> of the schism, distinct diffe.r· 
cnces exist between the two churches. The Im­
pregnable Heart of Haelyn is in many ways a 
simpler church than its forbear i.n Diemed. It 
aJ,'gueN that the Orthodox Imperial Temple was 
so immersed in rites and cere(J'lonies that it lost 
sight of the essential nature oI Haelyn's creed. 

·ro the Impregnable Heart, HaeJyn's teachings 
are simple. and can be summari:1.ed in three 
words; courage, hooor. and justice. Everything 
else stems from them. Courage is demonstrated 
both in the face of an implacabl~ enemy and i.n: 
the defense of personal convictions before peers. 
Honor demands mercy and respect. both on a 
battlefield and in a trade negotiation. Justice is 
best served by an impartial set o{ fair laws th~t 
allow fot individual achievement. 

Day-to-Day Activities: Each of the tem­
ples differs slightly .in the act.ivities that 
compt'ise daily \'lork. Priests and acolytes 
of the Orthodox fmperial Templ~. £or 
example. are highly concerned with 
performing the num¢t0us daily rit\1-
!!ls that they have observed for 
over a mmennium, fQUowers 
of l-laelyn1s Aegis diliaently 
bone their martial skills. 
Pnesb of the Northern 
imperial Temple 
devout~ draw 
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inspiration from the &Qlc of l:.o..ws, 
De$pite the diff e.rences, all t,emples of Haelyn 

are involved in certain basic functions. They pro­
vide spititu~l ~dance for the people whq fook 
to them for inspiration. At every temp1e. priest~ 
conduct the morning ceremonies. $at praise the 
glory of Haelyn. and call for bis divine wisdom in 
the day to c.ome. Admittedly. these morning ser~ 
vices att not always well attended b.J' the people 
they serve. They ar~ so old a tradition in Anuire. 
however, that an Anllirean superstition holds 
that if a morning e\•cr <;omes that the bells of 
H.aelyn's churdiu are silent, the day-will be 
without dawn and the world's descent into 
shadow will hegio. 

ThC! clergy is responsible for mai.ntainmg its 
holdings. ,'I? an hour of ea~ day Is devoted lo 
labor for the good of the church. This labor takes 
on different Corms in different teanples. The 
priests of the ~orthern Imperial Temple, for 
example, migh~ work alongside peasants tilling 
the fieldlt that help feed the eom,munity lhrough­
o u t the year. Physical labor i.s also popular 
among the clergy of the Impregnable Heart, for 
they believe that hard work helps to clear the 
spirit of tbe darkness that the world inevitably 
brings. The followers of Haelyn'.s Aegis serve 
their god by teaching others how to provide for 
their own defense and by helping to build fortifl­
cations and watchtowers. 

Holy Days/Important Ceremonies: The 
most important day of the year devoted to the 
worship of Haelyn is Haelyn•s Festival, which 
oc4'.:urs on the day of the summer solstice, The 
night of the summ~r solstice, called the Nigbt of 
Fire because of the shower o{ falling stars that 
occurs each year1 is the culmination of the festi­
val. Every year Anuirean priesti. and diviner!I 
observe the movement of the heavenlv bodies 
and make theil' predictions about the nature of 
the coming year. 

Worshiper~ of Haelyn refer to the 22nd of 
Deismir both as Godsday and the Day of 
Ascent. It commemorates the battle of Dois· 
maa.r and honors Haelyn's inheritance of 
Anduiras's div1ne essence. The Booh of Laws 

appeared in a smaJJ ch11pel in Diemed on 
the 6th of Pasiphie1 the following year, 

and that day is now celebrated as the 
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Day of Holy Justice by the chutcli of 
Haelyn. Oth~r holidays vary from 

temple to temple. 
Major Centers of Worship: 

'rheologic41l scholarS" argue 
~i:>Qut which is the oldest 
churc:h dev<>tccl 

J,yn 's· Wbrdfii 

actuitlly built to honor liaelyn, but others insist 
upon the inclusion of the temples that once 
served Anduiras •nd were convettc;d to the wor­
ship of Haelyn. Those that atgue for the former 
are U50Ciat~d with the Orthodox Imperial Tem­
ple in Dlemed. for the fin1: churoh devoted soleli 
to Haelyn was constructed by them on a bluff 
overlooking the city of Aerele. ·~e largest of the 
temples of Haelyn, it is al~m ,quite po~sibly the 
most richly appointed. It bas had in its vaults the 
treasu~s of a thousand yearf ~r empire. and, 
many of these se,rved to finance the e~nsion of 
the temple's pcoperty. It houses an army<>f 
scribes, su,pplicants, and priests, and remains the 
most powerf uJ and influential church of Haelyn. 

The Sublime Chantry of the Shietd of Halaia 
in the city of Ber Palaia i11 Khoucane is the prin­
cipal place of wocship of Haclyn among the Khl­
nasi. It is considered one of the most beautiful 
buildings on the conlinent, and travelers arriye­
from all over Cerilia to see it. Its white stone 
walls and towers are topped with turquoise and 
silver minarets, and the central chapel is covered 
by a brilliant brass dome. The elegance of the 
interior is considered the height of artist Jaffa el· 
Mir's work. 'the tomb of Sir Bayard Ghieste, gal~ 
lant Knight Commander of lhe Anuirean order 
that defended the Anuirean religious domains 
against the Khinasi 700 years ago, lies under the 
allar stone of the ·Chantry. He is h<>nored today 
both by Khina.si .,.nd Anuireans, and pilgrims 
travel from both lands to pay their respects to 
the fallen knight. 

The Orchid Chapel 1n northern Talinle is 
highly regarded by all b~t the mo~t intransigent 
priests of the OrthodoK Imperial Temple as a 
saered place where worshipers claim they can 
feel J-laelyn's ¢elestial p.resellce, This chapel ls 
where the holy mah Fitzalan received vi.si.orts of 
Haelyn•s will. Nestled among verdant hills 
enshrouded by mist on the Fhcan Peninsula in 
northern Talinie, it is not easily accessible, so 
only the most passionate worshipers visit it. 
'l'huricmc Donal1s1 the Supreme Hierarch of the 
Northern Imperial Temple, makes an annual pil­
grimage to the site. 

Affiliated OrdeJ"$: Perhaps the most famoµs 
of the orders a~sQCiatcd with the worship of Hae­
lyn is the Holy Order of Haelyn's Aegis. Jt is the 
~ld,es"t of the military orders of the church of 
Haelyq, fotmed in the early days of empire, and 
its priests are actually considered to form a sepa· 
rate church devoted to Haelyn. Headquartered 
at Shieldb.aven Castle in the province of Beval­
dru01· in Mhorjed. the order remarJl.S committed 
to the defense of Anuire. 

A newe.r .military order that has gained som~ 
prom.lnenc::e is the Fellowship of Daerinius. This 
or~er wa~ fotro~d {rom the war.-ior~ who fol­
JOW~ the teachin,p of the holv man Oaeriniu~. 
In thefn~arly days, theywere charged principally 





with a defen-aive tole. They also taught the wis­
dom of Oaermius's intet'J)retations of Haelyn's 
word to any who would listen. 

A.s the Nol,ihe.rn Imperial Temple has become 
le9s tolerant of the "iews of others, so too has the 
Fellowship of Fitzalan become more apt to 
preach rather thal') teach. They have hecmne 
quite-militant in theil' heHefs, and they sec them­
telves as holy warriors sworn to preserve the true 
word of Haelyn. They have not yet gone so far as 
to convert by the sword. 

Several monastic orders are devote.d to Hae­
lyn. These do not comprise separate temple hold­
iQgs; rather, they are considered part of the hold­
ings of the vatlous churches. l.o general, monas­
teries do not involve themselve~ in the political 
affairs Qf church and state. MosL arc spiritual 
r-ttreat.s. but some ate centQrs of religious study 
and education. 

The Abbey of the Red Oak irt the province of 
Dhalsiel in Mhoried is famous throughout the 
Anulrcan heartlands. This c1oist.er is both a spiri­
tual retreat and the ~quarters of the Order of 
the Red Oak. a miliwy order associat.ed with the 
church of Haclyn1s Aegis. The fortified abbey has 
a hQspital In addition to a harradc.s. Schot.rly 
monks work patiently to illuminate texts holy to 
-the, church of Haelyn. 

The Abbey of the True Heart in the province 
of Edlin in Roesone is the spiritual center of the 
Impregnable Heart of H;aelyn. Its monk$ inter­
pret the word of their god, providing muc:h of the 
doctrinal core of the Impregnable Heart. 

Priestly Vestments; J>rjests of l-laelyn wear red 
ro~s trimmei:l in gold. The devic~s on each vary 
from church to church. The device of the Holy 
Order of Haelyn 'r. kgis, for o.xamplc. is a silver 
shield crested by a golden crown. Prlest;s of the 
Oragoruea Temple bear a golden swo.rd cros.sed by 
a silver scimitar on their robes and shields. Priests 
of the various churclies of Haelyn also cany ~· 
bots o( their office during ceremoni~. The high 
priest of any ritual bears a scepter, represe:=:~ 
the royal natur~ of his god. Four priests a 
him bearing sbi.efds) and four more carry ccre· 
lbQnial grtatswords. 

Adventuring Ga,rb: Priesb of Haelyri 
may wear any irort o( arm0t and carry an.f 

weapon when adventuring or going t.o 
war. .Although no specific prohibition 
e~ist:s,. against wearing lesser a(mor or 

carryin~ coJDmonerst weapons., tradi­
tion an the pci~sthood holds tliat 

such gear should he avoided. 
The ttaditionalists argue that 

Hae.lyn is the god of kinp 
and rulership, so his 

priests must 
command 

respect. This does not mean that a follower's atJ:n.5" 
and equipment must be ttxpensive oi:-gaudy. ( Somec 
priest,!! take vQws of silence, after aU.) lh"Y ·should 
use whatever equipment they can afi'ord and mwt 
keep it as clean and well serviced a:s pasn"h1e. 

priests 
Requirements: 
Prime Req: 
Alignment: 
Weapons: 
Armor: 
MajoJ' Spheres: 

Minor Spheres: 

Magical Items: 
Power Ove~ 
Undead: 
Powers: 

Wis 9, Str 9, Cha.12 
'WisdoD) 
LG, NG. CG, LN, LE 
Any 
Any 
All, Cbann. CQmbat, Eleml!ln­
tal (Air)~ Healiog, La~. Pro­
t.ec:tion 
Divinatio~ Guardian, Necto­
maJltiC 
As priest 
Tum: Yes 
CommandtNo 
1) +.2 bonus to avq vi. ft4r. 
bold, and mind-aff~s marJ.c 
5) 3 attacks per 2 to 
9) + 1 bonus to attacks with a 
single weapon of choice 

pulodins 
Requirements: 
Prim~ Req: 
Alignment: 
Weapons: 
Armor: 
Spell Spheres: 

Magical Items: 
Rower Over 
Und~d: 
Powers: 

Str 12, Con 9, Wis 13, Cha 17 
Strength, Charisma 
Lawful good 
Any 
Any 
Combat. LaW; Healil\g-. 
Protection 
As paladin 
Tum! Yes 
Com~nd: No 
& ~plus may select a 
weapon of chQice, Which grants 
+-1 .boru.w to-attack.rolls. 

proficiencies 
P.riests and paladins of Haelyn gain religion 
(Haelyn) ais a bonus nonweapoo ptqfidency at 
lirst level. Other proficiencies for mem6ers of 
the clmtch follow. 

Ih~ Orlhodo& Imperial Temple of Haelyn 
Require<! Profiden¢y: Bureaucracy (from Th~ 
ConJPlete P'1ladin's Handbook) 
Bonus Proficiency: Law (at 7th level) 

The Northern Imperial Temple of Hadyn 
Required Proficiency: +2 to the bonus religion 
(Haelyn) proficiency 



Bonus Pfof1dency: Oratory (at 6th level) (from 
Tbe Complete Plilailin's Handbook.) 

The~ Temple: ofHaelyn. SIUdd of Halaia 
Required Proficlency: Riding (land-based, hot5es) 
or scamanshjp 

The Western Imperial Temple of Haelyn 
Required Proficiency; Etiquette 
Bonus J>roficiency: .Administration (at 5th lev'd) 

Bo.nus Proficiency: Extra wea~n proficiency (at 
4th Jev~l) . ~hosen from lance, (medium), saber, 
scimitar, long sword, bastaJd sword 

Haelyn'9 Aegis, Haefro's Warriors 
Requited Proficiency: Leadership 

The Impregnable Heart of Haelyn 
Required Ptoficiencyi Elldmance 

Bonus Proficiency: Strategy (at 6th level) Bon\15 Proficiency: Leadership (at 4th level) 

Temple 
HA 
HA 
HA 
HA 
HA 
HA 
HA 
HA 
HA 
HA 
HA 
HA 
HA 
HA 
HA 
HA 
HA 
HA 
HA 
HA 
HA 
HA 
HBT 
HBT 
HBT 
HBT 
HBT 
HBT 
HBT 
HST 
IHH 
lHH 
IHH 
IHH 
IHH 
IHH 
IHH 
IHH 
IHH 
IH~ 
IHH 
lHH 
NIT 
Nrr 
NIT 
NIT 
NIT 
NIT' 

Regent 
Marb:oere 
Maricoere 
Maricoere 
Maricoere 
Mari<:oere 
Ma;ricocre 
Maricoere 
Maric::oere 
Maricoere 
Maricoen: 
Maricoerc 
Maricocte 
Mari~ 
Maricoere 
Markoere 
Maricoere 
Maricoere 
Maricocre 
Maricoete 
Marjcqere 
Maiicoere 
Maricoere 
Atd,annt 
Ardannt 
Ardannt 
Ardannt 
Ardannt 
Ardannt 
Ardannt 
Ardannt 
Armiendin 
Armicndln 
Atmiendin 
~din 
.Arniiendin 
Atmiendin 
Anniendin 
Armiendin 
Annieodin 
Armiendin 
ArmieJldin 
Armiendin 
Don.alls 
Don.a.IJs 
Donal,ls 
Don alls 
Donalls 
Donah 

huelvn's temples 
Lewl Province (Rating) Domain/Ruler 

3 &hiese(4/1) Gbocre/fael 
1 Bhalaene («ii'O) Gboerc/fael 
1 Sheline (4/1) Ghoere/I'ael 
1 Oanaroene (411) Ghoere/l'ael 
3 Ghiere (5/0) Gboerelfael 
2 Rhumannen ( 4/1) Ghoere/l'ael 
3 Tareste (510) Ghoere/fael 
0 Tomilen (312) Ghoere/fael 
3 Bevaldruor (613) Mhoried/Mhoried 
2 Bymnor i4/1) Mhoried/Mhoried 
2 CWUdon. 312) Mhoried/Mhoried 
o Maesi.lar 3/2) Mhoried!Mhoried 
1 Marloer's Ga~ (213) Mhoried/Mhoried 
0 Tenarien (312 Mhoried/Mhoried 
3 Wmoene ( 312 Mhoried/Mboried. 
2 ~~\:J,510) Elini~bn D•outa 
3 C on (3/2) Elini~n OaQUta 
2 Mbolien (213) Elinie/ibn Daouta 
0 Mbclliviene (512) Caride/Gl&danil 
0 Momrtainsedge (3/4) Cariele/Gladaoil 
2 Caudraight ( 4/1) Coeranys/Cariele 
1 Ruornve.n (411) Coeran,ys/Cariele 
1 Oha~in (114) Ohoe~e/Dhoesone 
1 Giant's Pa1tnesa (114) Dhoesone/Dhoesone 
2 Hidaele (2/3) Ohoesone/Dhoe&one 
0 Nolien (3f.2) Oboesone/Ohoesooe 
1 Ruidewash (215) Ohoesone/Dhoe.c>ne 
2 Sidhuire (2/5) Ohoesone/Dhoeaone 
l Sonnelind ( 413) Dhoesone/Ohoe.sone 
0 Tradebhein (2/.5) Dhoesonc/Dhoe.sone 
2 Abbawor (3/4) Roesone/Roesone 
3 8e1lam (31.2) Roesone/Roesone 
3 ~ ( 4/1) Roesone/Roesooe 
2 Duerlin (312) Roesone/Roeaone 
2 Edlin (3f.2) Roesone/Roeso:ne 
2 Fairfield (ln) Roesooe/Rocsone 
1 Ghoried (213) Roesone/R<>esone 
4 llien (7/0) llien/Aglondier 
0 AlamieT (411) Medoefe/Enlien 
2 AJgael (213) Osoerde!Raenech 
2 Ghalliete~~) Osoerde/Raenech 
2 Moe~ 213) Osoerde/Raenecli 
2 Calant ( 4) Boeruine/Bocruine 
0 OhalaeN (3/4) Boeruine/Boeruine 
2 Fhonillc (314) Boeruine/Boeruine 
6 Rivien {611) Bocruine/Boeruine 
3 Seasedge ( 610) Boeruine/Boeruine 
5 Tariene ( 6/0) Boeruine/&erume 



'lemple Regent Level Pt-ovince (Rating) Domain/Ruler 
~1T Dom1ll.t 2 Freestead ('.}15) Talinie/Donalli 
?-llT Donalls 2 Greensward(~) Talinie/Donalls 
NIT Donalls 3 Ice Haven (314) Talinie/Donalb 
NIT Dona& 4 Lindbolme (51.2) Talinie/Donalls 
NIT Donalls o Seannrt ( 114) Talinie/Dooalls 
NIT Donalls 2 Se~ (2/5) Talinie/Do~U. 
NIT Domlls 2 Wmter's Deep (314} talinie/Dooalb 
OIT Briesen 4 Aerele ( 4/l) Diemed/Diem 
Ol'J;' Brie.sen 3 Bliene (3/6) Diemed/Diem 
Ort Briesen 6 Ciliene (610) Diemed/Diem 

gg :~=~ ~ ~c!~! f~1 g~=~~= 
OIT .Bricscn 2 Tier(~) Dicme<f/Oiem 
W1T Nichaleir 2 Blurine (610) Tae~/I<horien 
WIT Nichaleir 2 Brosien (2/6) Taeglw/Khorien 
WIT Nichalelr 2 Seami$t (2/6) Taeghas/Khoricn 
WIT Nichaleit l Wilder's Gorge ( 1/6) 'faeghas/Khorlen 
WIT Nichaleir 4 Anuitt (7/0) A\'ailil/Avan 
WIT Nichaleir 3 Avarien (3/4) Avanil/Avan 
WIT Nichaleir 2 Bhrein (4/1) AvaniVAvan 
WIT Nichaleir 3 Caulnor (5/0l AvanlVAvan 
Wrt Nichaleir 2 Daulton (5/4 Avanil/Avan 
W)'l' Nicha1eir 1 Duriene (4/1 Avanil/Avan 
WIT NidWeir 3 Nentril (3/4) Avanil/Avan 
WIT Nidtaleir 3 Ialiern (3/4) AvaniVAv'an 
WIT Niebaleir 3 Vanilen (3/4) Av~nWAvan 
WIT Nichaleir 0 Alams~rt (312) Tuomen/Flaertes 
WIT Nichaleir 2 Hac.trien (5/0) Tuomen/Flaertes 
WTt Nichaleit 2 Monsedp {31.2) Tuomcn/Flaertes 
WIT Ni.c:haleir 3 Nabhricnc (312) Tuomen/Flaert<es 
WIT Nichaleir 3 Tuor's Hold (312) Tuomen/Flaertes 
WIT Nichaleir 2 Alaroine (5/0) Alamie/Ala.m 
WIT Nicbaleir 3 Deseirain (3/2) Alamie/Alaai 
WIT Nkhaleir 2 Maesford (213) Alamiel.Atam 
WIT Nkhaleir l Sorelies (1/4) Alamie/Alam 
WIT Nichaleir 3 Traiward (31:?) Alamie/Alam 
W1T Nic:haleir 3 City of Anuire ( 10/0) City of Anuire/Dosiere 
WITHW Nic:baleir 3 Endier (6/0) Endier/Kalilm 

Fussen 3 Alklund (4/1) Rohrmarch/Alaric 

~ ~:::ee: ~ ~I~ c211) :~:~~~ 
HW Fusscn ~ Friedlund (4/3) Rohrmarc.b/Alaric 
HW Fus$en 3 Nunkappel (5/0) Rohrnu\rch/Alaric 
DTH Kafalie 3 el-.&sire (314) Suiriene/Buired 
DTH Kafalie 2 Maaetiele (5IO) SUirlene/Buired 
SOH min Buseri 1 Ayandir ( 1/8) Khourane/el-Mashil 
SOH min Buscri 2 Barein (215) Khourane/e1-Mashll 
SOH min Buseri 4 Ber Falaia (6/l) KbouraJ)e/el-M.uhiJ 
SOH min Puseri 2 Sahadtin (2:/'1) Khouran~el-Mashil 
SOH min Buseri 2 South lhnoume (217) Khourane/et-Mashil 
SOH min Buseri 3 Zulaf (4/5) Khourane/el·Mashil 
SOH min Buseri 1 Bkhed.a (2/S) Mour e1-Sir.ad/e1-Sirad 
SOH min Bu.seri 2 Ghourfn (2/5) Mour el-Sirad/el-Sirad 
SOH min Buseri 1 Debissfn (315) Min Dhousai/el-Dhousai 
SOH min Buseri 2 Djakhandc (2/5) Min Dhousai/el·Dhousai 
SOH min Buseri 0 Ras Gherdfn ( 1/8) Min DhoU5ai/el-Dhousai 
SOH min Buseri 2 Ber Mera (5/4) Merasaf/el .. Zcsande 
SOH min Buseri 2 Dekera (3/6) Me.rasafleJ-Zesande 
SOH min Buseri 2 Pornt Qasar (4/5) Merasaf/el-Zesande 

HA-Haelyn~s • HBT·Haelyn's Bastion of Truth 
lHH•lnJp e lteart of Haefnt ~IT-Nortliem ~ Temple ,.,( Haelyn 
OIT•Orth x Imperial Temple OfHaelyn WIT=Westem lmPerial Temple olHaelyn 
HW·Hae~'s Wattiors DTH·Draaonsea "Temple ofHaelyn 
SOH111Shield of Halala 



helinil{ 
Prinet of 1error, Lord of Strife 
Intermediate God o£Pandemonium., CB 

'Qn:folio: 
~ases: 
Domain Nasne: 

Superior: 
Allies: 
Poes: 

Syinbol: 
Wor. Align: 

B.attle, feuds. fear 
.tUene-cht (BrechUit) 
The Strivinw2nd Layer/ 
Pandemonium 
No.n~ 
Ktiesha 
Haelyn, Cuiraecen, Avani, 
Laerme, Erik Ruornil 
Crossed axei: 
Any nonlawful 

Belinik is one of the two younger gods who 
absorbed into their mo:e:tal forms the divine 
essence of Azrai at Mount Deismaar. Many peo­
ple outside Qf Vosgaard believe that Belinik is the 
principal of the tWt> desceu;1<lants M Azrai, but 
this is oot precisely the case. Belinik and Kriesha 
are pad of the same church in Vos lands (the 
One True C hurch of Vosgaard). Belinik is the Vos 
god of war, stdfe, competltion, and hatt'ed. He 
inspires male Vos warriors to be savage in their 
attacks, merciless io their conquests, and fearless 
in their defeats. 

belinik's uuntor 
Belinik is said tO, appeat as a mighty Vos warrior 
dressed ln burnished plate armor. He wear:s the 
fresh skin of a bear or great hunting 
cat, whkh he is said to have defeated in a single 
combat. The avatar carries a great battle axe that 
see.ms to give off a nearly inaudible moan that 
hints of a terrible thirst for blood and souls. 'rhe 
man iJ 'Completely bald, but wears a black mow­
tache I.hat dtoops down to the edge of his jaw. 

The warrior has none uf the ritual S(.1attfog or 
tattoos favored among Vos wanfors, but his face 
shows a single ugly scar starting o,n his forehead 
and running down across his check to bis jaw. 
The scar is said to be a constant reminder of 
Belinik's only battle with Cuinecen1 the foul 
spawn of the Anuirean god. No matter what 
avatar form ~c takes, I.he scar is always visible. 
L19e.nd sa~ that whe!n he wishes to stoke up his 
great rage, he rubs the-sc.ar untU it bleeds; when 
~ see,s his own b1oocl, Ii< ~xpfodes fnto an anger 
so great that none dan stand before him. More 
than ®e hlgh pri.c~ who h.u failed him has been 
tom to pieces andohi1 ~iiliit c;ondemned to 
~p~kable horrors when Belinik opens his old ... 

Belinik's priest. a1so ~laim that he takes the 
form of a great fer.al beast that rampages through 
the counteyside, destroying any who stand in his 

way. He is said to have destroyed utterly a tribe's 
herds when he felt the Vos bad become too soft. 
in their ways. The tribe would be left with no 
choice other than to raid its enemies in order to 
survive in the harsh Vos Ltnds. 1£ they succeed. 
they eat; if not, they die- a horrible slow death. 

the church 
Clergy: 
Clergy Align: 

Priests 
LE,NE. CE 

l'\tearly all ~ric.st.s of Bc:linik are male, although a 
few exceptions are known. Women arc almo$t 
always part of Ktiesha'~ cletgy {Belinik's ~~ter) . 
Virtually no nonhumans exist among his clergy: 
the exceptions come primarily from the gobli­
noid races. 

Dogmit: De~troy or be destrored; win or die; 
conquer or perish. The chuTch o Belinik abhor:. 
peace. The few religioui> scholars who claim to 
know anything of Bclin.ik hold the opin.iQn that 
BeJinik feeds off hate1 4lnger1 jealousy, and other 
dark1 deshuctive emotions, thus becoming 
~trongcr himself. 

Belinik is stronge:st among the Voi.., but. tem­
ple holding.9 and underground shrines. exirt all 
over Cecilia, extending even onto the continent 
of Adutla. Despite their extraordinary capabili­
ties in warfare , the Rjurik reject the dark god 
of the Vos~ perhaps E,rik works to protect his 
people against the evil machinations of Belioik 
and his priests. What fe\v shrines to the Lord of 
Strife may exist in Rjurik lands are likely very 
weU hidden. 

The church of Belinik has found a field ripe 
(or plowing in Anuire. Jhe petty jealousies. 
secret (and not-so-secret) ambitions Qf sever~I 
rul.ers to ascend the lron Throne, and the nearly 
continual border warfare between hostile states 
have opened opportunities for the dark god's 
church to expand its influence throughout 
Anuirean lands. lo Osoerde, priests of Belinik 
have been granted temple holdings by the 
duke Jaison Raenech in the c.apitaJ province 
ofMoriel 

It is said by those very lucky few who 
have escaped the duke's overflowing 
prisons that the torturers there arc ...,,,.o_..._.L.. 

an priests wearing 'Yhite robes 
spattered wittl the. hfood and 
oth~r matter of their "'ktims. 
The duke watches diseas­
$ionately, even dinit.ally. 
-0ffering s\Jggeltions 
to the tortdiec~ 
which they 
can-... out 
with 
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som" p.tecisfon. Quite often, they do n~t even 
question their vit.tims. The duke has ~<:asionally 
taken part in the "interrogations," but finds that 
he has t.oo heavy~ hand, so leave5 the ceal work 
to the "pr-0fessionals." 

Slowly and carefully, the duke and the Vos 
high priest of Bclinik sc~k to expand the influ­
ence and pow~r of that church in Osoerde. Pri­
vat~ly, the high priest b.a.~ little use fur the duke, 
but be obeys his superiors and hides his time. 

io the extreme horror of the rest of the 'vorld, 
t he printiples on which the church in Osoerdc 
operates are .similar to those of other churches of 
Bellnik. Terror is power. l't gives an individual 
complete control over those around him. l'he 
ability to bold a human life in one's hands and 
snuff it out with but a word is power like the 
strongest drug: It js so intoxicating that one~ 
tasted, one can never set enough. 

In Belinik's evil chur~h, murder, torture, and 
other horrid deeds arc but means to an end: the 
c-0ntrol of others th,,.ougn £ear. Power is for the 
strong. The weak hide behind their paper agree­
ments, seekin g cumpromise over victory. A 
strong ruler dict~tes everything aod offers noth ­
ing. Peace is for the lily-livered. 

The Prince of Terror's followers belie\fe that a 
strung ruler must prove again and again to his 
enemies that to oppose hDn is to be destroyed. A 
wise ruler so\vs dissension amon,g his followers 
and offers openings through whic:.h those follaw­
ers can get at h,im, all the while lying in wail with 
a trap tnat, climioat.cs a would-be successor. Trost 
no o:ne. Finally, loyalty ~.annot be earned, only 
coerced through fear. 

Day-to-Day Activities: Priests of the Prince 
of Tettor engage in vei:y different activities !rom 
priesti; of other deities. BeUnik•$ clergy'are jlt the 
top of the food chain in Vos society. They do not 
work alongside others 1n thei,r community to bclj;> 
it prosper; they plan attacks on their neighbors 
to take what they have, raiding for slaves, live­
stock, womeo~ and gQJd , 

The prjests foment dJssens ioo between war­
riors of t heir ttlbe, for such conftict inevitably 
leads to violence among t b.e h<>t"hlooded Vos. 
They hone t heir h~ttle skills by t4}!1ti°'g thetn­
selve~ againsi others. usually armed slaves, in 
arena combat a nd pit. fights. Such comhats are 
nearly always to the de-atb. The priests have 
learned to admi.oi$ter t.o these slaves an e:ittract 
of tam.ris root~ which in~m:es frenzy. Slaves a1·e 
then told that they may escape if they defeat the 
priests rn mortal con)}>at, Pew do, for tamris root 
also nearly always induces blirtdness. Even if the 
slaves maJ:\<lge to win their freedom, most die in 
the harsh climate of the Vos lands or are killed by 
heas~ or VQs nidcrs of uther clans. 

Holy Days/Important Ceremonies: On the 
night before the Eve of the Dead, the temples of 
Belinik enaetthei.r dark terernonics. The follow-

crs glut themselves on food and drink and engage 
in rit.uals- of u.nspeakabfo violence and terror. 
lnrougb itttoxicants ancl other substanci!s, many 
of the mor.e fanatical achieve a state of psycho­
pathic madness. Many fights erupl between rei.·· 
ellers. and the floors of the temples often nm red 
with blood, I t is considered a good omen for a 
follower to track down and kill a priest. of Nesirie 
the ~ext day on the Eve of tbe Dead. 

In battle, priests of Bellnik are said to cut out 
and eat the heart of t he first enemy they kill, for 
they believe that they will become invinc.ible if 
they do so. Many a priest has been cut down by 
an enemywhile trying to acc;omplish this, but the 
practice remains prevalent despite the high mor· 
tallty rate. Among S(lmc t.,ribes, Vos warriors also 
do this . Before a battle. t hey witl often raid an 
enemy's camp. kidnap a warrior, t hen ritually 
slay him within sight of his comrades before the 
battle begins. A priest t hen enb his victim 's 
heart, the signal for his tr1be to attack. Tribe$ 
thaL accomplish this believe they are much 
favored by Belinik in the en$Uing battle. 

Major Centers of Worship: Most of the latger 
!:cm.pies of Belinik a rf! located in the relatively 
unknown Heartless Wastes of Vosgaard. Outside 
of Vos lands, one of the most import.11nt temple 
holdings is the One True Church o{ Vosgaard in 
Osoerdc. Although it is a small temple when c0m­
pared with those in Vo.'i lands. it is significa."'t. 
bcca~se it is the first such temple in Anuireall 
fands that has the support of th~ domain ruler. 

Two other churches of Bcllnik exist. in Anuire­
onc in Mictes. the other in the Five Peaks.-hut. 
they do not have the active support of the ruling 
pow~r. The high priest of the Otte True Church 
ofVosgaard, an albino Vos named Drago Malik 
(MV; F!J/Pr9, Belinik; A~. major. 34; NE) has 
litade himself and hill followers invaluabJe to the 
duk'e. He uses bis spells to protect the duke fr()Dl 
harm, and has slain more than one of Jair»on 
Raenech's enemies, H e use:1 his tortuter5 to 
loos~Jl the tongues of those who would oppose 
the duke, and this enables the duke to .round 
up traitors and order them kiUed. Malik 
hopes to expand his temple h<,>ldings and 
create. a firmer foothold in Anuire. This 
would be an a~complishment that other 
priests cou1d never ri~al. 

Tw¢ other imp1,:>rtant temples arc 
in the Magian's a.nd the Vampire's 
realms. Because the Almighty 
Temple of Belinik is controlled 
by oµe of the Raven·sJ~ck-
cy$, and the church has 
suffered the untimelf 
death of yet 
another high 
priest of 
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the One True Church of Vosgaard within tb.e 
Raven's realm, the church's ,affiliation with pow­
erful awnsheghlien like the Magian and the Vam­
pitc i.s a great boon. The high pTiests in these 
realms work to further both their own ends and 
those of the domain rulers. The temples also 
work diJigently to work their way hack int~ 
power in the Raven's realm, but so fat, all the 
priests who have gone to teach the Ra\''en some 
respect have been brutally murdered shortly 
alter arming in that forbidding place. 

Affiliated Orders-: Few organized warrior 
societies are specifically allied with the church of 
Belinik, foi: a1l Voi. warriors are required to how 
before him. Warriots who serve the tomples 
directly as guards and soldiers arc collectively 
referred to as the Blood~-pears. These soldiers are 
among the most violent of Bellnik's followers, for 
they willingly sever their ties llo their clans in 
order to better serve their dark god. 

In additiQO to the Bloodspears )$. Another im­
portant allied group: the pnelltesses of Kriesha. 
In Vosgaard, the two churches are one, 'Ihc 
church of Kriesha comprises Vos \\'omen, and the 
church of Belinik is made up of the Vos men, 
although some rare e.x~ptions do ~xi~t. Scbolars 
argue that Belinik and J{rjesha ate the two mo.st 
powerful heir~ to the essenc~ of Auai, a.nd that 
each manifests one principal aspect Qf that dread 
god's power. BeUnik represents Azrai's insatiable 
need to dominate through fear and violence. 
Ktiesha is the cooler head, the one that mu$! 
guide the violent needs of Belinik so that the Vo.s 
people can prevail against their enemies. Despite 
its status as an "ally," much hatred and rivalry 
brews between the two churches. For now, they 
maintain a reJatlvely unified facade for the Vos 
people, each looking for a way to achieve domi­
nance over the other. 

Priestly Vertments: As a sort of sick joke. 
priests of Betinik wear white ceremonial robes. 
They do this to mock both their sisters in the 
church of Kriesha and those good-aligned 
churche11 who consider-white a syml;>ol of 
purity. Th~ir robe$ .remain pri.\itine only for a 
few moments into their ceremonies, for they 

quickly become spattered with the blood of 
those they slay in ritual combat qr on 
dark altars. 6y the end of the more 

imp?.rtant r!tcs, little of the original 
white remrun..o;. 

Adventuril)g Gub: Priests of BeJinik m.ay 
wear whatever armor they choose. but shields 
arc forbidden them, Belinik wants his priests' 
hands free to wield weapons. Battles are. won 
through offense, not defense. Arms and equip-
ment. must always be kept in good repair. · 

priests 
Requiremc11ts: 
PdmeReq: 
Alignment: 
Weapons: 
~or: 
Major Spheres: 

~inor Spheres: 
Magical Itesns: 
Power Over 
Un.dead: 
Pow~rs: 

Wis 9, Str 12~ Con 12 
Wisdom 
LE, NE.CE 
MY 
Any, no shield 
COmbat, Guardian, Protec­
tion, Sununoning. Wat {toM) 
All, Animal, Cha~. He•Ung 
As priest 
Tum: No 
Co.mm.and: No 
l ) + l to attacks with 911e 
weapon of ehoice 
3) ..Attack three times per two 
rounds with weapc.m of 
choice 
5) + l to Str and Coo sc~fcs 
( 18 maxi.n:mm) 
7) +2 t-0 saveS"Vs. mind­
affecting magic 
9) fear once per day 

proficiencies 
Priests of Belinik gain religion (Belinik) as a 
bonus nonweapon proficiency at first level. 
Other proficiencies for members of the church 
follow. 

Required Proficiency: Riding (horses) 
Bonus Proficiency: Intimidation 

(from The Compkte 1'bfof& Handbook, at 
5th level) 



belinik,s temples 
Temple ~ 

Left) Province (Ratina) Domaid/RuJer 
rev 1 Moriel ( 4/l) Osoerde/Raenec:h 
rev Uncontrolled 1 Abr Bluff$ (3/3) The Raven's Domain/The R.tven 
rev Uncontrolled 1 Ayon (313) The Raven's Domain/Ihe Raven 
TCV Uneontrolled 2 NikOlai (3/4) The Raven's Domain/The Raven 
TCV Uncontrolled 2 Proliv (3/3) The Raven'~ Domain/The Raven 
BJ's Brokeslav 2 Duarlavka (3/4) Rzblev/Rodclovisk 
B'I's Brokeslav 2 Edadasltyy (4/3) Rz.hlev/Rodelovi$k 
B'Is Broke1L.v 3 Fcyulfsky (3/4) lb:hlev/Rodelovisk 
B"fs Brokeslav 2 Molevof ( 4/3) .RzhlevlR~delovi.sk 

BTs Brokeslav 4 Rzhlevskyy (512) R:zhlev/Rodelovisk 
BTs B,rokeslav 3 Steppegrid (3/4) Rzhlev/Rodelovisk 
Al Kremler 2 Bloocl$hroud (4/5) The Vampire's Hold!rhe Vampire 
Al Krcmler 2 Landsborough (316) The Vampire's Hold/The Vampire 
Vf P Unknown ? Helmshaven (3/4) The Five Peaks/? 
VFP Un~own ? Puiool (314) The Fiv~ Peaks/? 
VOM Selen1e 1 Dhalier ( 1/6) Mforcs/Vaumel 
VOM Selenle 1 Seaward ( 4/3) Micres/Vaumel 
Bnk Sontrcne 3 Aktarsk (313) The ~agian's Domain/Ille M38ian 
Bnk Sontrene 3 Oonskoy (3/6) l'be Magian's Domain/Iht Magian 
Bnk'. Sontrene 2 Kiyegov {3/5} The Magian's Domain/the M•gian 
Bok Sontrene 2 Pipryet (213) The Magian's Domain/The Magian 
Bak Gniskaya 2 Angan (312) The Raven's Domainffhe Raven 
Bnlc Gruska ya 2 lrtysk (213) The Raven'~ Domain/The R.aveo 
Bnk Grqskaya 1 Patea (412) The Raven's Domain!I'he Raven 
Bnlc GtWkaya 2 U.1t Alb (314) The Raven's Domain/The Raven 
B.nk Gnobya 4 Yanskia (5/2) The Raven's Domain/The Ra'\ten 
TM* Chemevik 4 Aziev (413) Ko"Zlovnyy/Nikailav 
TM* Chernevik 1 Oansk (116) Kozlovnyy/Nlkailov 
TM• Chernevik 2 Forestmarch (2/3) Kouovnyy/Nikailov 
TM• Chemevik 2 Gradny ( 4/3) Kozlovnyy/Nikailov 
TM* Chernevik l Sovradaloy (2/5) Kozlovnyy/Nikailov 
TM* Chomevik l Tan-onyy ( 1/4) Kozlovnyy/Nikailov 
tM· Chemcvi,k 3 Tuongya Vale (312) Ko~ovnyy/Nikaflov 

TCV,.The One True Church ofVosgaard 
B'fs•Belinilc Tsar~vic 
Al-=The Black Church of Alenecht 
VFP~Vos of the Five Peaks 
VOM· Vos of Mieres 
Bnk .. The Almighty Temple of Belinik 
™•The Temple of Might 
* Also worships Kriesha 



• • neslfle 
Goddess <Jf the Sea, Lady of Mourning 
Intennediate Power of Elysium, NG 

Portfolio: 
Alw~s: 

Domain Name: 

Supctior: 
At lies: 

Fo~: 
Symbo): 
Woe.Align: 

Mariners, explorers, grief 
Nasri (Khinasi). Narikja 
(Rjurik) , Neira (Brechilit} 
The Waves· of Grief/ 
ThalasWElysium 
None 
Hael).'111 Cuiracken, Avani, 
Ruomil 
Nooe 
Wave- and trideot 
Any 

Nesirie .is the goddess of the sea. She inherited 
her powers from Ma5ela when that goddess 
de~troyed herself killing ~ral at Dcismaar. Sht 
also inherited the sorrow of M~uela, \\•hose 
favored people, the Masetran~, met their end at 
Deismaar; now only a few of them remain. 

Not everyone who5e lil'eUhood depends on the 
sea wor&hips her, hut nearly all pay her respect. 
Seafarers of all ~ultures: murmur a bncf prayer to 
her before setting sail on any voyage. Legend 
among sailon says that when Nesirie's grief over­
whe'Jms her, the seas become restl~ss, so they 
offer to her their wishes that she find peace. 

Nesirio is also the diplomat of the gods. St'ie is 
the wi.fo of HaeJyn .and molher o( the mercurial 
Cuiraecen, and often is asked to mediate disputes 
between the two. Because of her connection to 
Mascia and the lost Masetian people. who once 
lived in what are now Khinasi lands, she iucwn:l~d 
re~pcct by Avani and her followers. She has act~ 
as liaison between Haelyn and Avanl. healing the 
rut.caused by <:on.ill ct between their followers. 

• • nes1r1e's o.vo.to.c 
Ncsirie most often appears as a beautiful pale­
skinned, dark-haited girl wearing diaphanous 
robes, her face bearjng lines of sadness. Her wot­
shipers belie\•e lhat her tears are in every gentle 

rain or storm. S~e bas also appeared as 3. crea-
ture made entirely of water, her (orm chang­

ing co.l\tioually. She is said to be able to 
reid the spirits of those she visits, for 

she changes appearance to portray 
images from !tr guest's past. 

• .me F!<irs helie'\.-e that 
,.efaie ha' appeared to 
~· .them as a mcn:naid, 

~hile others 
r"Tlr.~,. .. :b'eiteve that 

" she is 

pre~ent m every fafr breeze that fllb thejr-sails. A 
particularly lnsightf ul Khinasi sea captain. ~tc 
setting oUt o:n a voyage ncartbe~end of the stOnn 
season, once gave to the sea an exquisite Muet~ 
ian sculpture. So pleased was Nas~i with bis of­
fering <>fa lost treasure of the Masctians~ be 
related later, that hi$ sails were filled w.i~fair 
winds, 1iis pt<>w _c'Ut smooth ~ei'S, and his .... ship 
retuqted laden with a f'o~ m $ilks. and spices. 
A dolphin ae~qrnpanied the. ship in lts trav~Js, 
and the captain be11evc.s tm~ was N asrillenell. 
folloWing aJong'to protect the ship. 

the church 
Clergy: Pl'iests, palldins (women onfy) 
Clergy Align: LG, NG, CG, LN, N, CN; 

paladins, LG only 

The church of Nesirie can be Cound neatly any­
where land meets sea. Sailors frorn Taeghas to 
Luthovsky and Suirienc to Hogunmark venerate-, 
or at least re~pect, the goddess of the sea. They 
call to her for prote1:tion from storms1 creatures 
of the deep, and other h.azards. They beg ofber 
full sails and calm lll-"ater.s. 

1be godde$~ 's churc!i is not much· affected by 
national bound11ries. Pri~sts in llien• for e~­
ample, '1ary little in their attitudes compared to 
those in Su1tienc. Individual rites and cere­
monies may vaty from pla~e to place. but her 
role as provider and guardian fo.r those who 
make their living upon the .sea does not. 

Only the Temple of the Ancients in the ·coastal 
provinces of Ariya. Mtane, and Mesire differ.s 
somewhat frcnn other temples of Nesirie. This tem­
ple worships Nasri as the goddess of the 5ea, out it 
also worships her as the patroness of the lost 
Masetian people. The prie.•ts of the temple-pre­
serve I.be language of the Msaseti.amt collec.t rem­
nants of their lost civilization, and record what 
they van of their history. religion: and Jegend.s. 
Most of the priests and foltowc~ of Lhe Temple of 
the Ancient~ are Khinasi, but they include follow­
ers from nearly every human cultun: in Cerilia. 

Dogma: The followers Qf Nei;irie believe the 
sea t() be the lifoblQ<>d of the earth; the ebb and 
(low of the sea are reflected in the life of each 
human being. Birth, childhood, adulthood, 
dotage, -0.nd death all come BAd .go like the tides: 
and when death comes, the spirit makes the jour­
ney to its rest , where it is reborn. This is the 
cvde of life. 
• Within this great cy.de are lesser ones: tke 

cydes of night and day, work and rest, sorrow 
and joy. The followers of Nesirie understand this 
cyclie3L \1$p.Cct1 and they assist others in accept­
ing it as well. Their compas~ion for those who 
ha~ suffered ha.s l:i,clped many o( Cerilla's peo­
ple through difficult times. ·rhe lmowledg~ that 



th~se individuals are willing to help them through 
their grief for a lost family memhet or friend 
often gives the forlorn the strength they need to 
continue. Privately, adherents of Nesi.rie a lso 
fear that every person -who gives in to despair 
and rage strengthens the :grip of the Shadow 
WoTld on the mortiil W<.>l'.ld. 

The. dergy of N~sirie: also consider imPQrtant 
the remembrance of things, past. They believe 
that onJ.r through the memode& of el)os~ wh0c ai'.e 
left behind ~an ·:a spirit find peace. Th.ose who are 
forgotten after death are easy prey for the power 
of Shadow. ),>ricsts of Nesirie teach th.tt a CJU;1cll~ 
lit in memory of a loved one whD has died pl.lshes 
back the Shadow. They believe that this simple 
ceremony is best practiced on the Eve of the 
Oe;ad and the birthdate of the deceased. 

Along with this view, the followers of Nesirie 
.believe th~t the "'-i>tb. of the pa11t are the guardi­
.ans of the wirits ofthos~ who have died. for they 
.setvc as .a. remindet of what they accomplished m 
lif"C. The: Temple of the Ancient5" in Mesirc is the 
principi!l temple devoted to p~erving the mem­
ories of the past. especially of the lost Masetian 
people, hut every temple dcvokd to the goddess 
of the ~ea maintain$ the history of its l(l('.ale. Nqt. 
all of their recotds and memor.ahili.a lurvive, fo.r 
the history of Cerl1ia is not a gentle one , but 
Nesirie's followers do their: best to maintain 
these hh.-tories, and pre11erv~ the meJI\ories of the 
-past. 

Some theologians and reli~olU scholars i>u~­
gest I.hat Nesirie is graduatly assuming res.po11$i­
bility for guarding the dead, They argue th.at her 
preser'1at1on of the works of the past and her 
~oncern for the spirits of the dead will v.adually 
give her t.he role of guardian of those spuits. ,The 
dangcts that 1.hc Shadow WoJ'ld holds for spirits 
and the evil uses the Col~ Rider and other fell 
powers make oi them o~fend deeply Nesirie's 
benevolent nature .. Scholars believe that as- she 
grows more powerful, she will he able to prevent 
the- powers of the Shl\dow World from lu;ring 
spirits to their dult domains. 

Day-to-Day ActJvitieiti Prieitt<i of Nesirie, like 
priests of other faiths, combine religious observance 
with more worldly duties. They give assistanc~ to 
those who seek it (including sa.ilors Qf all faiths•. 
provide SQ. la<.:e to those who griev~ and study the 
Jii.sto,tics. an.cl Legc.ruk of the lost. Masctians. 

the temples: co"duct daily ~~rvh:es before 
daV.'n and after dusk. In the morning, they give 
theit blessi.n~s to those who will put to sea ihat 
da}'· Ai: these services can be found lo-qt( fisher­
men is well lilS the ,crews of grea:t men:hat'lt ships 
and sleek naval vessels. In the evening, these cer­
emonies (considerably-less well attended) re­
quest of their goddess her ptotec.tion for those 
wbo are still at ~ea. 

PriestS of Ne,$irie's temples perfonn other-tasks 
as well, man1 of which. bencfu. the communities in 

which thev live, FQU9Wexs ohhe sea goddess main~ 
tain lighthouse.s on the ~h<>res. of m<).ny domai~s. 
Some of the tenanis of the.$e lonely <Outposts are 
the.re by choice; some feel closest to their goddess 
when helping t,o protect those who depend on her 
good will. Others seek>a solitary life because of 
some tragedy they h;11:ve·wffered, or as ;:i means Qf 
atoning for past wfon:gs. Regardless, Nesirie's 
priests visit fuesc inclividuais regularly to deliver 
their gocldesss teachings. 

Prie~ts also use their magic a1ld skills to pre~ 
diet the weathect; m-0st ~aptains visit the local 
temple or shrine before putting to sea. 'fhe ser­
vice uitually ~osts little or nothing, but most $ea­
far-ers drop a c.oin or two as a way of invoking 
Nesiric's hles$ing. $ome temples-purch.ase a por­
tion of each dny's catch from local fi~hermen, 
which they provide to the poor. Thjs is not 
alw~ a popular semce among those it beoetit:s, 
but mo.rt are grateful to the priests who bring it . 

Holy Days/Important Cettm.onies: The Eve 
of the Dead at the: end of Emmanir is the princi­
pal holy day (or th~ priesthood of Nesirie. Their 
ceremonies honor the memoties of those who have 
died and comfort those who grieve: fo. them. Th.c 
Ma.setian~ are ~o remembered at thia servtce. 
In addition, t1ill is the only time in the year thal 
most people have the op~mrtunlty to view t),e 
relics of the Masetians. These displays and the 
elaJ,orate beauty of the Geremony ~nsure that it 
is well attended by the local populace regardleU' 
of individual reltgious beliefs. 

Nesiric's priests arc ohe.n :;ought out by the 
famllies of those who have died. Thuy look to 
Nesirle to help them manage their loss. lhi1ds 
true e"·en among those who do not worship the 
sea goddess. J:he priests normally perform 
furttral rites cnty for followe :s. but they are often 
p~ent. at the request of ~lat1ves. at funerals fur 
worshipers of other faiths. 

Almost without exception, nearly every new 
ship launched to "ea is ble..'iii~d by a membet of 
Nesfrie·s clcl"gy. Most sca(are,rs believe tb~t to 
ignore the. sea goddess'~ blessing is to incur he1 
di.sf av or, and the lie as are already d~ngeroUts 
enough. This lwlicf is so widespr~d that even 
among fatallst,s and others wbo'do not follow 
the te~iliings of a god, few wills~ up to qew 
on a ship that ~ n<rt: heen Ml b1es.'ted. 

Majd'r C.Cnt:ers of WCJrship: 'Ihc 
dlnrch of Nesirie does OQt ~e il ce»tr~l 
temple that provides doctrina1 guid-
ance to the Iaith. If the faith has .a 
spiritUal heart~Jto~ver, it is the 
Gre1\t Cit.ad~I of the Temple Qf 
the Ancients in ~csirc. · 



This temple fulfills per.haps more than any other 
the role that Nesl.rie has asked Qf her worshipers. 

ln addition to semng her as goddess of the sea, 
this tempJe preserves the memory of the Masctian 
people. The temple has tbe largest collection of 
Maseti.an relics anywhete>in Cerilia. and is one of 
the few places where the Masetian spo)ren lan­
guage is mill used. The temple seeks tQ develop tie$ 
With the Masctian.s living on the Isle of I.he Ser­
pent, but they feat the influence of the Serpent in 
their own society, and ha\•e .o.ot yet done so. 

Tho young high prie.sw.s of the Great Citadel, 
Jasmina el-Mesir (PKh: Pr7, Nasri; Br, minor, t7; 
NG) is 1"enm1rned for her insiWit. Oevout followers 
from across the continent seek out her wisd.001. 

De.spite its location away from the sea, the 
Ursuline Chapel of the Eastem Temple of Nesirie 
in the pr(}vince of CMr-ie in Acrenwe is the m~st 
important center of Nesireao worship in Anuite. 
Strongly supported by the queen, the chapel sus­
tains the worship of nearly the entire population 
of the ptovince. The priests and popuace vener­
ate ~esirie less i.n her role as g()ddess of the sea 
{although ships do travel up the Bercndor River 
to Calrie) and more ru. a goddess of self-reliance. 

The people of Aetenwe do not seek t.t> dominate 
others; equally, they preter to remain out of the 
conflicts oI others. Tb~desire only to go their own 
way, de~nding on no one, responsible for no one. 
'rhls has beeo the 'Cornerstone Qf Queen Lille.ne's 
policy as well. The priests of the temple ofNesirie 
support them in their desire to i:emain aloof from 
the intrigues of outsiders. The diplomatic skills of 
the priests protect the domain from some -0£ their 
more-aggres5ive neighbors. 

The chapel is named for-Ursula Die,m •. a Veiled 
Sister {see"Afflliated Otders." below) and scion of 
the noble house of Diem, She l~ft that order to 
take on the duties of high priestess for her friend 
Liliene Swordwraith, then the young Queen of 
Aercnwe. Ursula had realized years earlier that 
the grief she endured was a result of her entangle­
ment in affairs that did not cone<irn her. Further, 
her enemies attacked her through those she 
loved. As a rcsuJI., she preached a doctrine of self~ 
reliance to t he people of Aerenwe, exhorting 

them to relv o,n themselves and their communi­
ties in eroteeting their independence and way c>f 

Hle. So profound was the effect of her teach­
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jngsim the people of the dot.naio that the· 
WG~p ofNesirie i.s now the onlyreligion 

practked there, although they are not 
intalerant of those of otlter f ruths. 

Affiliated Order.lt The most 
fa:tnous oider of the church o! 
Nesirie is the Holy Convent of 

the Sisters o{ the Veil, more 
commonly ref erred to as 
the Veiled $isteJ!!i. This i~ 

f1 \•ery small order, 
numhering no 

more than 150 m~mbcrs across the bt'"eadi.h of 
Cerilia. lt is dedic.Ued tp pr<>tec~ others-from 
harm hy persons of evil or selfish way$; Most of 
the women who enter the order have endured 
some terrible tragedy that bas Left them bereft. 
Taught by the priests and priestesses of Nesirie to 1 

face their sorrowS-1 they J"epa~rthe gift hy aiding 
Qtl:)ers in any way they can. Although they .are 
skilled in comforting t hos<e who have sufrered 
tragedy. they are equally skilled in preventing 
ttagedy in the fir.st place. Many of them ~re pal­
adins Gf Nesirie, but the order also include, Qther 
w,arriod,jriestesses, mages, and even a few 
thieves an guilders. Sisters are given new names 
upon entering the order; after this, their real 
names are known only to the head of their order. 
All Sister~ cover the lower halveii of their faces 
with a \~eil or !iimilar mask (such as a spedally­
made chainmail coif) both to hide their individual 
identity and as a means of identifying the order. 

Another order known throughout. Ceri.lla and 
pri.ud for its skills is the diplomatic order knqwn 
simply as the Speakers. These priests and other 
followers of Nesirie extend their offiet?s to heads 
of state and other leaders to prevent disputes 
from esc~lating into open hostilitie~ . As theyan~ 
not correct the gra5ping nature of some ru,ers, 
their successe!o arc £.ewer than theiT failures, 
especially after the dis.integration of the Anui~an 
Er:npive. 

Stilt, thls group has been instrumental in pre· 
venting some significant conflicts. It is the 
Speakers who shuttle hack and forth betw~en 
Daulton in Avanil and Seaharrow in Boeruine. 
They work diligently to prevent a war that could 
engulf all of Anuire and leave the Iron ThrQne 
open for the taking by the Gorgon. The S~akers 
are nearly all prie5t!; and priestesses of Ncsirie, 
although this is not a requirement o( the order. 
Rulers respect the neutrality of the clergy of 
~esjrie; other classes would have to prove such 
neutrality before being accepted into the order. 

Some of the Speakers were once Veiled Sis­
ter.$. P-erhap!i a nat~taJ progression exists in 
working to prot~cl counties an.d k:ing-clotns after 
learning ta protect individuals and villag~s. Or, 
many of them may be im•pircd by the legend of 
Renelle of the Silver Veil. 

Renelle \Ya8 a Veiled Sister who lived in the 
years following the death of the lutAnuir~an 
Emperor. No one knows what tragedy brolJlht 
her into the order. She wu 01;1e of a srna11 g;roup 
of humans captured by the Elf, Rhuobbe Man­
slayer, in the province !'f Eleveinemiue in w~t 
was then western A.Jamie (modem day Tuomen). 
Brought before the impla<!able Rhuobhe in the 
courtyaTd of his keep, all lh-e humans save 
Renelll"' begged f6r ~· H~ sent:tft ~ 
hurtians away to await their deaths. WheQ the Elf 
asked her why she: did nqt b~g to be spared like 
the others, she calmly replied that there was 





nothing the Elf could do to bcr that she had not 
already endured. 

Renelle's response and her collt'age intrig?cd 
Rhuc>bbe. \\>'hen he turned to RenellC and asked 
to know more of Iler, she refused to answer. He 
pressed, but still she maintained her silence. 
Rhuobhe became enraged and d emanded to 
kn,ow why she stood there like a wooden pole. 

She turned to him, gazed for a moment, and 
said, "No number of hum.an dead wiJI evcc fill the 
void that is your spirit." "\.\.'hat do you know of my 
spirit?!" Rhuobbe screamed. "Nothing," she an­
swered, "Only that you tum your sorrow into hate." 

Rhuobhc stared at her for a long moment. 
I.hen spU11, stalked to bis chair, and sat down. He 
continued to stare at ReneUe without speaking. 
Renelle, apprehensive though she was for herself 
and her condemned companions, returned his 
gaze coolly. The Elf finally spoke. "I will grant 
your friends their lives and freedom. You will 
remain f'or ac ye~ and a day. We most talk." 

With that, he sent ltls gua:rd.!W off to prevent the 
ex~cutions a,nd send the humans on their way. 
Rcoelle <lid indeed remain at Rhuobhe's fortress 
of Rhuannach for a year and a day. None know 
what passed between them during her stay, but 
while she was alive, the.re was an unspoken truce 
between Rhuobhe and the surrounding human 
lao,ds. Rhu0bhe's first attack came against the 
people of Boeru.inc, a year aod a day after Renelle 
flied. 

Prie,.tly Ve$tmcnt•: Priests of the sea god­
dess wear pale blue robes trimmed in silver or 
white. Members o( the Holy Cortvent of the Sis­
ters of the Veil also wear a matching ¢ask or veil 
that C-OVers the lower hat( of their face. 

Adventuring Garb; When they face ~ possi­
bility Qf danger. followers of Nejjrie bear arms 
4nd equip.rnent as they are allowed. Prfo&ts are 
limited to scale or leather armor. Tliey are lim­
ited to the following weapon~: dagger. harpoon, 
net, sling, spear, and trident. Paladins may wear 
any armor; notmally, they wear armor appropri­
ate lo their environment and mis:.ion, such as 
~nnor o( lighter weight when they are at ~. Pal­
adins ~ unlimited in their choice of weawn/j. 

priests 
tt.qtdremeats: 
Prime Req: 
Alignment: 
Weapons: 

Armor: 
Major $pherer. 

Minor Sphel'es: 
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Wis: 12 
Wisdom 
LG, NG. CG, L.'l'° N, CN 
Dagger, harpoon, net, sling, 
spear, trident 
Scale or leather, no shield 
All, Animal (sea creatures)1 

Ch~. !>ivination, Elemen­
tal (Water), H~g. Necro­
.Dlantic, J>rotection 
C~Weather 

Magical Items: 

Power Over 
Undead: 
Powers: 

As prle~t. plu,s the weapo.ns 
listed above 
T~Yes 
Command: N°Q 
1) water breathing 01 water 
walking once per day 
5) solid fo~ once per day. 
9) free i;act1011 as pe.r the nng 
of ftee action 

po.lodins 
Requirements: 

Prime Req: 
Alignment: 
Weapons: 
Annon 
Spell Spheres: 

Magical Items: 
Power Over 
Undead: 
Powers: 

Str 121 Con 9. 'Vis 13, Cha 
17; women only 
Strength, Charisma 
Lawful good 
Any 
Any 
Ohlinatiqn, He_aling, Necro­
mantic, Protection 
As paladin 
Tum: Yes 
Command: No 
As paladin (paladins of 
Nesirie may not summon a 
warhorse), plus: 
1) water lm:athing or waur 
walking once per day 
5) solid fog once per day 
9} free actiqn as per the ring 
of fret action 

proficiencies 
Priests and paladins of Nesirie gain religion 
(Nesirie) as a bunus nonweapoo proficiency at 
ffrst level. Other proficiencies for members of 
the church follow. 

!;astern Temple of Nesi.rie 
Required Proficiency (choke of one): Agricul­
ture, bla~k,"imithing, brewing, carpentry, cob­
bling; flshing, leathcrworldng, pbttezy~ seam­
stress/tailor, stoncmaso~ry. weaving, armorer, 
bowyer/fletcher~ weaponsmithing 
Bonwi Proficiency: Healing or herbalism 

Peaceful Seas of Nesirie, The Sailing Song of 
Neir:a, Sajlor•s ff omc, Church o{ tlte Eternal 
Seas, Coastal Temple of Nesirie, Ho1y Temple 
oINasri 
~equited Proficiencies: Swimming, rope use 
Bonus Proficiency (choice of one): Seamanship, 
navigation, or w~ather 11-ense 

Temple of the ~cienti; 
Required Proficiency: Ancient language (.Maset~ 
ian; choice of spoken or written) 
Bonus Proficiency: Ancient language (Masetian). 



Character choo)es spoken or written. whichever 
was not chosen previously. 

Bonus Proficiency: One additional weapon profi­
ciency in a permitted weapon. 

Holy C onvent of the Sisters of the Veil 
Required Proficiency: ~one 

Speakers 
Required Proficiency: Eliquclle­
Bonus P1'oficiency: Diplomacy 

~TNPte Regent 
Cwllmie 
Cwlbnic 
Cwllmie 
Cwllmic 
CWllinie 
Cwllinie 
Cwllmie 
Tamaerc 
Tamacrc 
Ta.ma ere 
Tamaere 
Tamaere 
Tamacrc 
Tama ere 
Tama ere 
Uriene 
Uriene 
;.) :> ... 
??? 
??? 
~?? 

nesirie's temples 
Level Provin(;e (Ratillg) Domai.n/Ruler 

6 C alrie (610) Aerenwc/Swordwraith 
5 Dhoenel (5/0) Aeren~·c/Sword~nith 
5 Halried (5/0) Aercnw.,/Swordwraith 
I Shado~en ( 1/6} Aerenwe/Swordwraith 
3 llien (7/0) llien/AKlondier 
2 Chaele (2/3) MlereslVaumel 
4 Serien (413) MieresNaumel 
2 Bmdicr (411) Brosengae/Mierelen 
2 Coen: (4/3) Brosengae/Mierelen 
3 Bayside (312) Tae~Khorien 
4 Shaine ( 610) Taegbas/Khorien 
3 lsJien (3/4) Taeghas/Khorien 
3 Portage (312) Taeghas/Khorien 
3 Seasdeep (314) Taeghas/Khorien 
1 Ovuviik ( 4/1) HaMcapa/Bervinig 
1 Hamein ( 115) 'The Chimaeron/The Chimaera 
1 Lyssao (217) The Chimacron/J'he Chimaera 
4 Allesretht (6/1) MOdeo/falbehr 
3 Cohrtab (7/0) Modenffa lbehr 
3 Colbrag (6/1) MOden/falhehr 
3 Hauptn:hr (7/0) MOden/falbehr 
2 Wcsbralcn (7/0) Miiden/ falbehr 
4 Dacres' Erid (7/0) Grabentod/Grahen 
3 Dr.1clienjaw (4/3) Grabentod/Gnhen 
3 Toothmirk (5/2) Grahentod/Graben 

F.TN 
ETN 
ETN" 
ElN 
ET'.N 
ETN 
PSN 
PSN 
PS1' 
PSN 
PSN 
PSN 
PSN 
PSN 
WB 
WB 
SSN 
SSN 
SSN 
SSN 
SSN 
SH 
SH 
SH 
SH 
EtS 
EtS 
EtS 
EtS 
EtS 
EtS 
HTN 
HTN 
HTN 
HTN 
HTN 
HTN 
1-ffN 
TAn 
'Ji\n 
'f An 
'fAn 
TAn 
TAn 
TAn 
~ 
CTS 

??? 
Wasserc.rest 
Wassercrest 
Wassercrcsl 
Wa~sercrest 
Alghasnc 
Alghasne 
Alghasne 
Alfchasne 
Alghasne 
Alghasnc 
el-1\ldezar 
el-Aldeur 
el-Alde7.ar 
el-Aldezar 
el-i\ldezar 
el-Alde7.ar 
el·Alde7.ar 
el-Mesir 
el-Mesir 
el-Mesir 
el-Me1ir 
el-Me10ir 
el-Mesir 
el-Mesir 
Ahrek 
Ahrek 

1 Westwatch ( 4/5) Gr~bentod/Groilben 
1 Bot~hoy .Kavkaz (215) The Magioiln's Realm/The Magian 
1 Mclckes (216) The Magian'11 Realm/I'he Magian 
2 Ry'Peski (217) 1'hc Magian's R.ealmtrhe Magian 
2 Ca~ Arvuold (2/7) Suiricne/Buired 
l Point Qasar (4/5) Mcrasaf/d-Zcsande 
1 Ra~ Chedfn ( 118) Mera~af/el-7.esande 
4 Al~ (5/ 1) Chamoura/cl-Aldezar 
2 Cape Alceis (3/6) Chamoura/d-Aldezar 
2 el-Denebi (312) Gbamoura/cl-Aldeur 
I el-Feym ( 118} Chamoura/cl-Aldczar 
1 Jud.ls ( 118) Ghamoura/el-Aldciar 
2 Ras Beiber (217) Ghamour.a/el-Aldezar 
2 Tomad (217) Chamoura/el-Aldezar 
2 Ariya (7/0) Ariyalel-Arrasi 
l Az&.las (114) Ariva/el-Arrasi 
4 Adaba ( 411) Aftane/Red Kings 
I Fara Zhalnge (2/3) Aftane/Red Kings 
2 ZHca.la (610) Zikala/cl-Zisef 
4 Mesire (5/0 ) Mesirc/d-Mc.sir 
2 Nam.al (312) Mesire/el-Me11ir 
2 Newt.onor (313) The Siren's Rcalrnfl'he Siren 
1 Port Helen ( 114) The Sire n 's Realmllbc Siren 

ETN· Eastetn Temple of :Scsirit: 
WB• Water's Blessing 
SH- Sailor's Home 

PSN=Peaceful Seas of Ne5irie 
SSN: Sailing Song of Neira 
EtS:Church of the Eternal Seas 
TAn= Temple of the Ancients HTN· Holy Temple of Nasri 

CTS11Coastal Temple of :Scsirie 
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Portfolio~ 
Aliases: 

Superior: 
Allles: 
F~s: 
~l: 

Wor. Align: 

Wealth, luck 
SarimJe (Anuire ), Sarma 
(I<lli~i), SlrOva (Vosgaard) 
The M.-rbtptace Etemal!Thc 
Outlands 
None 
Ele>ale, Nesirle 
Cuira«en &linik, Hae1yn. 
Silv« scales on a green back-

~ 
Lady Luc~ the Mistress of G_oQd Fortune, and 
othe.r nick~ames are given to the p~troness of 
the Brecbts, properly known aS Sera, goddess of 
wealth and luck. She i.s t he heir to Brenna's 
power as the principal deity of the Brecht pan­
tbeon. She asswned those responi;ibiliUe~ after 
the Battle of Mount Deismaa.r, where she was 
the $piritual leader of the Brecht people. When 
Btenna died. Sera was infused with her divine 
essence, She ascended as a goddess and took up 
the respo:n.sibilities of watching over the Brechts. 

Brenna was perhaps more invo1ved with her 
people than Sera has proy~I) to bo, for she ever 
enjoyed walking among the Brecht:> in avatar 
form, uanting good fortune to those she deemed 
worthy, and ill fortune to those who spumed her 
or otherwise earned her wrath. Sera prefors to 
remain aloof from her wotshipers, for -9he be· 
lieves that the best luck comes ffQm within a per­
.son, not frolfi divine intervention. 

sera's nvoto.r 
Although she prefers to avoid appearing to heT 
worshipers in an earthly guise, Sera hasi from time 
to time, cho~en to do so. No one knows why she 
might favor a particular individual or family with 
her divine presence. Perbaps-Sb_e re\Vard.s them for 

their efforts or aids them in ovqcoming difficult 
odds not -of their OWl\ makina:. Whenever she 

does appear, .sM takes the form of a mature 
but Jeemingly agclc'n woman. Her hair 

shows not a tra~e o( gray, aiW her com­
plexion is t.f>at-Of a wuman in her twen· 

tieS,. Perhaps her maturity come.!! 
lrom the steady gue of her ray 
~0rfmmherfm · 1 

She .speaks little, p-refening to communicate 
through imagery or through her ..teal es. These 
sc.ales are much like those of• meJ'chant, but 
Qffer a very·different function. L~gends clllim 
that her 5Cales weigh the nature of the person or 
creature .she vis.its'. She- uses thcim to d isplay t<,> 
those graced with her attention whether Ol' tiot 
she fmcls them worthy of het favor or her scorn. 
lC t:he silver scale t.ips downward, s he l(anU 
favor, but if the dull gray scale <lips, 1'he. With• 
hol~.h~r fa.~or or punlshes the on" f-ouna want. 
iag. NC)ne know beforehand what the SC4tes will 
show, for S~ta is a fickle goddess, prone to favor 
tho&c seemingly undeserving of it and spuming 
th~e who have worked to earn he .. smile. 

Some of Sera's clergy ~nd wor-shipen also 
claim that the goddess appears every day, if only 
hel' people know what to look for. Sera i.s said tQ 
hear every fair bargain struck, and her priegts; 
suggest that she often app.cars as a premonition 
of doom to someone about to enter into call 
agreement that will cause them hai::m. She is said 
to know every time her role as Lady Luck iA 
invoked, althqugh she re~ponds only rarely. JU 
Brenna enjoyed taking on the form of u domestic 
cat from time to time, so too doe~ Sera. Pew 
Bt-echts v.•ill harm a cat, a nd many set out dish~s 
of food and sweet milk on holidays so that any 
cat that happerts by may eat and drink a bit 

the church 
Clergy: Prie$ts 
c1ergy Align; Any 

The church of Set.a ii. one of the truly ioterna­
tiona1 cliurc~ in Ctrilia, She .is paid homage in 
nearly every Cerllian Mi,nd, and may welt have an 
influence in o~her lands, especially afong the 
coastlands of Adurla . Temples to Sei:a can be 
found wher.ever trade e7d$tS. 

Dogma: Sera's doctrine differs from culture to 
culture. In Anuire, me i$ venerated by a growing 
guilder clas.s as the representation of knowledge 
and •kill over inheritance. AnuJrcao nobles once 
viewed her as something ol an interloper, but .since 
many of the nobles have come to involve them• 
selves in trade matt¢J:"s, this dis-aff edio,n has dimin­
isbed almost to nothing. T-o Anuireans, trade we.Uth 
i$ another s.our~e of power, one which supplements 
the more trad!tional assets of land and chur.ch. 
Those in Anui:rean lands :who have ambitions ouL­
side their OWn.dom.ains pay close attention to estab­
lishing bases of economic pow« rn other domains. 
In the western hcartblnds, Sarimie has become ,one 
of the principal deities serving the growing mer­
cbaint ctass 3nd thclt noble supporters. 

Among the Khin~i, Barma has less of an influ­
ence, air she represents not only W"C:alth, but 
iii4-.ustrr ps well. The Khinasj arc as bard-working 

~-.ill'5Jil!~"·· .as thee, but they valpe wealth not 



as a mf;lallS 0£ achieving powe.r, but as. a means of 
acquiring leisute. The l{hihasi value. thelr Leisure 
above nearly all else, for it alJows them time to 
pursue their various artistic endeavors. Obv1-
ously, this does not apply as much to the p<>orer 
classes. for they often have no time for -intellec­
tual pm:suits, since their responi;ibilities to their 
families demand p.re~edence. 

The Brechts.haVe, in manyways. taken the most 
progressive of au pOlitical ideologies of the peoples 
of Cerilia; To them, the tr.itppings of political po~r 
based on l@d QWnership and CQntroJ are a thing of 
the past; these died with the Anuirean Empire. 
Few &edit n0bl4=5 base their. power strictly on the 
control of certain land holdings; most are mer­
chant princes. Even those who are not directly 
involved in matters of trade reap the rewards o( 
~ting it. add with tegulati0n CQme$ taxation. 
A,s a result, the BteChts are a much more urban 
people whose wealth depends upon the craft. pro­
le~ and trade guilds. 

lrt this rePrd. Sez::a is the epitome of what the 
Brechts ~e,lieve. They are not an outwardly 
demonstrative p~ople, nor do they wear their 
religion· on their sleeves. It is eoo\lgh for them to 
know that S~a favors those who make their own 
luck. As she has not set {orth a 5tfingent set of 
laws or rules, her people follow a r:~latively loose 
metcanti1epo1ic.y. Her ch11rdles wpport the idea 
t,bal individual lnitiath·e and drive are the means 
by whjch o~e gains power and respect within the 
community. In ~very a~e. there are those who 
will a-cbieve what thev desire and those who ml1$t 
bide their time. She. rewards diligence as much as 
she doe$ ac;complisbment. 

Oay-to-Day Activitie,;: To the clergy of Sera. 
the achievement of temporal goals is as important 
as the achievement of spiritual ones. They a.re as 
practical a group as the people and the goddess 
whom they serve. As a result. they are involved in 
mer<:antile-and ctaft matters as well as ones deal­
ing with the church itself. They advise t.tadesrnen 
of all soc;ial standings, from street peddlers to the 
sde>ns of gr.eat merchant houses. They keep 
abreast of both domestic and foreign political and 
econQ.mlc event$. Some of the ternpl~s engagn in 
trade of their O\\rn1 while others send priests and 
guilders to foreign lands to seek out new opportu­
nities for trade and manufacturing. Sera's temples 
are also sources of training and education; many 
teach crafts and trades to local citizens in exchange 
for a tithe ,of earnings in the new trade once they 
reach master status. 

Holy Days/Important Ceremo~ies: The 
8rechts celebrate I.he anniversary of the Battle of 
Mount Deismaar as Ascension Day, focusing on 
the ascension of their goddess rather than the dis­
aster which brought it about. They also celebrate 
the Day of Rebirth as both the first day of spring 
and the openlng of 11 new trading season. The 
weather does not always cooperate ~vith this cdc­
bration, for sometimes the cold winter winds oon-

spire ta keep some of the ports along tho Great Bay 
closed for- 5e'Ve.l'al weeks a&r. Despite this, the tra· 
djtion remains. Haelyn's Festival is celebrated in 
Brecht lands as Sommerfest; Hael}lJl's role is some· 
what less Important than in Anuire.an domains. 

Priests of Sera are involved m numerous mun­
cl!ine cetlcmonies. Ttade agreements are often wit· 
ne~sed and recorded by a lnember of Sera's clergy. 
These agreemenb ar"6 retained by each of the par­
ties entering int,o the agreement ,and by the temple 
of Sera. The business of retrieving such document$ 
from the _temple's secure vaults keeps numc:tOus 
competent burglars in business, as partiM to an 
agreement sometimef! discover that the contract 
no longer favon them. 

One type of agreement that the clergy of Sera 
bdps negotiate is the arrangement of marriages 
between the scions of greilt houses. These ~re 
treated exactly as business arrangements, at least 
between the beads of the two families. ~n. they 
are in fact nothing more than that, but on occasion. 
a genuine love and fri,endship gl'QWS betw~ the 
brlde and groom. l>rieJts "Of Sel'a are Also on hand to 
witn~s and certify treaty agree~ bet,,veen two 
or more countries ot powerful merchant houffs. 
These may be negotiated by another pa.rty, but t;be 
clergy of Sera ensure that it is recorded and entered 
inw willingly by both participant... 

Major Centers ofWor•hip: Sera's church is 
strongest in Brecht iands, although a greater num· 
ber o~ holdings exist in Anuirean domains. In 
Bred1Ulr, Sera's chur<r)i bu, al minimum, .\1. shrine 
in neady every large town or city. Even in areas in 
which the church has no actual holdings, at least 
some representation of Sera will be found. Ncsirie, 
for example, is favored among some of the coa.'itaJ 
provinces, bnt it is the church of Sera to which~ 
local merchants and guilde1s tum when they seek 
assistance in a trade negcrtiatiop. 

In BrechUir, Sera's churcb is strongest along 
t..he west c:.oast of the Krakennauricht, particu· 
lady in lhe states of Danigau, Da.uren, and 
Wierech. Berhagen, in the southeast of the Great 
Bay, also has a sizeable temple holding dedicated 
to Sel'a. ln other areas, Qnly shrines or ehapels 
may be found. 

'The churches in the western Brecht states are 
the most prominent among those in Brechtnr. but 
they tend to give way to more warlike deities such 
as Kirclie, for those states face the great threat 
()f the Gorgon and his armies. A concerted 
effort ex:i:sb among t.be two churches of 
Sera in Brecht lands to r«.,claim 'th• 
hearts of the Brecht people for s-.. 
but a:s yet, no particular action h •• .,.... 

been forthcoming. 
I.n Anuite, the influence of 

Sarimie's church is spread­
ing rapidly with the rile" 
of mercantile and ... 
power. Her church r~ 
p~cu1ady strong 





in Av.anil, Endier, and Ala.mi~. Prlnc:e Darien 
Avan, scion of an ancient noble family, see!f an 
opportunity to profit &-om the expansion of the 
guild.a in his lands. Be has ~komed the church 
()f Sarimre into hi.$ realm, ~ally as a m~ans of 
counteracting the power of the Western Imperial 
T~mple of Haelyn and partially as a means of 
controlling the power of the ggilds. "So far, be hu 
profiled handsomely from his arrangement with 
the guilds and the church of SJJ'imi~. bot the 
-guilds are beginning to show signs of disaffection 
with the deal they have ~truck with Avan. 

ln the small d<>ttlain of Cariele-in the north, the 
chu,rch of Sarimie is the only one allowed any sig­
nificant influence by the regent Entier Gladanil and 
theJ>OWC!{~ the throne, M.heallie Bireon. That 
state has taken the lajssez-faite attitude they see in 
1he church of Sarimie '111<1 exploited it t.o the great­
est pos~ible degree, Bireon justifies neanr any act 
of ruthlessness in controlling the guild activity in 
her tcalm by qu<>ti.ng references to the <loc.tr°"' of 
S~rimie. The Northern Refonned Church has so far 
been unable to oppose this powerful ~ilder, ~her 
acts seem to have the tacjt support of that church. 

Affiliated Orders: Moisl Q( the groups affili­
ated with the church of Sera are guilds J'athcr 
than military orders. Nevertheclcsa, some small 
groups of warriors have served the church for 
many years. Chief among these ls the l(fooche 
Brotherhood. Kin<YChe ts a card game that has 
been the rage among the Brechts for many years. 
Skill i$ very in):portant in the game. but the great 
playets combine i1kill with ll certain agifessive 
"come-what-may'' attitude. One e\'enfng nearly a 
century ago, over a particularly long game in the 
Black Hart Inn in Brechlen, MO.den. one of the 
players began to deliberate on the nature 0£ the 
game. In the course of the discus,sion, he p.rq­
posed that sin~e ~dy Luck favored them with 
keen minds and good fortune, the}? ought to cap­
italize upon these gifu .__nd form a sort of ex­
clusive club limited to the great minds of the 
Brechts. The others at the talile would have none 
of it, at {irst, so he offered them a bet. rf he woo 
the evening's game> the others would swear to 
form a gentlemen's society called the Kinoche 
Bl'Qtherhood. They willifi.8ly agreed, sin~ the fel· 
low was in an untenable position in the game. 
When, sever~l hqur.s later, the gambler rU'lishcd 
off the la.st of his Qpponents, be reminded thenl 
of their word. The brotherhood was formed that 
night. Today, it remains primarily a .society of 
gentlemen, many -of whom are accomplished 
warriors and statesmen. 'lbe test of admission 1s 
&till the gflme of Kinoche; pote.ntl.a.I pi,embers al'e 
judged on their ability to play. The brotherhood 
has served the chmches of Ser1t evel' since it was 
formed, taking on assignments that range from 
negotiations to open warfare. 

Priestly Vestments: The cleTgy of Sera wear 
tunics and mantles of a den deep blue during 
important ceremonies. The mantles are embroi· 

dered with Sera's holy symbol: a set of silver fitales. 
No weapons oth.et thlln a ceremonial ~1.af(. carried 
by the high priest, and a ceremonial maco, carrjed 
by the master 9f records. are home hy·any of Sera'~ 
elergy during her ceremonle!I. Orily one_priest 
wear11 .any sort of headgear in foi:mal acti"Vities: tbe 
scribe, who wears a dark blue velvet cap ·with. a sin­
gle gray feather. The feather denotes the quill, the 
&adgoe of office for the-scribe, 

.Adventuring Garb: Priests of Sera are not, by 
nature, combative, They do not seek to conven 
others by word or by sword, nor do they partici­
pate in military ventures. Nevertheless. they are 
given 50me training in matters of defense. Sera's 
priests are trained in the we of blunt weapons, 
especially s:inail macf;, staff. rod, or duh (their 
walking sticks serve ~dmirably in this role). Jn 
some ca~es, pnests may car~ heavier :w-eapon-s. 
especially in those temples in less stahle lands. 
Normally they eschew armor, but the-y may wear 
armor as heavy as chain mail when t1ece5'ary. 

Most prieists of any t'anlc are wealthy enough to 
afford or arc provided with a bodyguard or two. 
Clergy of Sera always prefer negotiation to vio­
lence .. and try to work out. a reasonable COOlprotni,se 
with a potential opponent wheriever pqs.'lible. 

• priests 
Requirement&: 
Prime .Rt;q: 
Migmneirt: 
Weapons: 
Armor: 
Major Spheres: 

W1S9, Cha 12 
Wisdom 
Any 
Standard 
Chain mail or lighter, no shield 
All, Chaos (ToM}i Pivinationi 
Healing, Necromantic, Prote(!-
tion, Summoning 

Minor- Spherri: Chann, Combat, Numbers 

Magical Items! 
Power Over 
Unde41.d: 
Power:s: 

(ToM) 
As priest 
Turn; No 
Command: No 
1) +2 to all saving thr-ows 
4) invisibility once per day 
7) cune resulting in a -4 
penalty to victim's \lttacJc:5 and 
saving throws for one week, 
l/<l~y 
10) fumblt l/day 

Prie~-ts of Set~ ~ rcli · 
weapon profaciencylt3t, 
des for members of 



Nortbel'll Reformed Church ofSarimie, sarimie·s 
Tem.,h: of FC>rtune, Fortune's Forethought, 
Sera's '()erfe,kt .Symineuy. Sera'$ Blessing 
Required Profkiendes: Appraisingi administra­
tion (3rd leve~ 
Bonus Proficiencies: Navigation {5th le,vcl), gam­
ing (5th level) 

N uridian Temple of Sarma 
Requiri?d Proficiency: Appraising 
Bonus P roficiency: Artistic ability1 
cobbling. lea:thepvotking, ~ttery, seamstress/ 
tailor, or weaving (Ghoice of one at3td level) 

sera's temples 
Te1J1ple Regent Level Province (Rating) Domain/Ruler 
CJS Coumain 2 Crenier (215) Mieres/Vaumel 
CJS C oumain 3 Anuire (7/0) Avarul!Avan 
CfS Coumain 2 Bhrein (4/1) AvaniVAvan 
C S C o umain 2 Caulnor (5/0l Avani.VAvan 
C S Cournain 3 Daulton (514 AvaniVAvan 
C S Coumain 3 Duriene (4/t Avanil/AYan 
C}S Coumain 3 A1aroine (5/0) Alamie/~ 
C S Coumain 2 Hildon (213) Alamie/Alam 
CS Coumain 3 Laraeth (312) Alamie/Alam 
C S Coumain 1 Nortn\(lQr (114) Alamie/Alam 
C S Coum.ain 2 Soutmoor (213) Alamic/Alam 
C S Coumain 1 City ol Anuire ( 1010) City of Anuire/Dosierc 
C S Coumain 3 Endicl' (&10) Endier/Kalien 
N C Nielems 3 Nolien (31.2) Dhoesooe/Ohoesone 
NRC ~ielems 1 Ruidewash (2/5) Dhoesone/Dboesonc 
NRC Nielems 0 Sidhuire (2/5) Dhoei.Qne/Dhoesone 
NRC Nielems 3 So~lind ( 413) Dhoe5one/Dhoesone 
NRC Nie1ems 2 Tradebbein (2/5) Dhoesone/Dhoesone 
NRC Niclcms 5 MhcUiviene (5/2) Cariele/Glada.nil 
NRC Nielems 3 Mountainsedge (314) Cariclc/Gladctnil 
NRC Nielems 5 Ri~rford (512) Cariele/Gladanil 
NRC Nickms I S.kapa Hjarring ( 413) Halskapa/Bervini 
TOP Termonie 2 Coere (4/3) Broseopt!Miere~n 
TOF Termonie 2 Marilcn ( 4/3) Brosengae/Mittelen 
FF Prei5s 3 Holitadt (4/4) Berhagen/von Schaeffcn 
FF Preiss 2 Ilfresscn (3/4) Berhagen/von Schaeffen 
FF Freiss 1 Karljappen (2/6) Berhagen/von Schaeff~n 
FF Preiss 1 Molabrech (116) Berhagen/von Schaef£en 
SPS Wohlkcm 3 Blackruft t512) Danigau/Danig 
.)-PS Wohlkern 2 e aebmed1 (412) D~gau/Danig 
SPS Wc>hlkem 1 Evcrshrudcn (413) Oanigau/Danig 
SPS Woblkem 2 Kantswach (27.'S) Danigau/Danig 
SPS Wohlkern 2 Wiergau (3/4) Danigau/Danig 
SPS Wohlkcm 3 Bu~r·s Watch (3/4) Dauren/Caemson 
SPS Wohlkem 2 Cornelius' Landing (3/4) Dauren/Caernson 
SPS Wohlkem 2 Oaurengate (3/4) Dauren/Caernson 
SPS Wohlkem 3 Faestadt. (314) Dauren/Caermon 
SPS Wohlkem 2 Garten Pas5 (3/4) Dauren/Caernson 
SPS Wohlkem 4 Two Gianu' Tread (413) Wierecb/Adler 
SPS Wohlkern 3 Ulbrun (512) Waerecb/Adler 
NTS min Nam&l 2 B .. gira (3/4) ~afra/el·gfa{ara 
NI'S min Nam.al l Cape Hamah ( 118) Q.iafraleJ-.D1afara 
N'fS min Namal 3 Ojafra (7/0) Nafralel-Oiafara NTS min Namal 4 FfUrda (413\ ~' J .£ 
NTS min Namal 3 Nurida csd) 8i~~:~t,.:: 
NTS min Namal 2 Adeid~:;> Kliourane/e ·Mashil 
NT$ min Namil 2 Ber F (611) Khourane/el-Muhil 
NTS min Sa.mat I el-Si.rte (118) Khourane/~1-Mashil 
NTS mJn NamAJ 3 Tuarime (312) Khouranele1-~hil 
SB von Scblciss 1 Baiyuda (114) Sendome/el-Duatim 
CJS•Celestial Jewel of Sarimie NRC:Northern Reformed Cbmch of Sarimie 
TOF·Sarimie's Temple of Fortune FF=Fortune's Forethoupt 
SPS=Sera's Perfekt Symmetry 1'11S~Nuridian Temple of Sarma 
SB: Scta's BJegsing 
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• , 
cu1ro.ecen 
Stormford, God of Battk, llaelyn's Champion 
Lessey Power ofYsgard. CG 

Portfolio: 
Aliases: 

Do.main Name: 

Superior: 
Allie•: 

Foes: 

Symhob 

Wor. Align: 

Stonru and eonfild: 
Khirdai (Khi.na.si); Kirken 
(lljurik), Kirche: (Bt.echtUr) 
Cuirat!cen'$ FeasthalV 
Y"gard 
Haelyn 
Haelyn, Nesiric: EJo.Cle or 
Laerme 
Belinik, Kri~ha; Eloel,e or 
Laerme 
Lightning bolt crossed by a 
sword 
Any nonlawful 

Cuiraecen is the son of Haelyn and Nesirie. He 
is Haclyn's chosen champion and herald. War­
riors preparing for battle may ask oi Haelyn that 
they conduct themselves with honor, but it is 
Cuiraecen's name they mo/)-t often invQke for vic­
tory. The god of battle is the patron of youog 
warriors. for he js the representation of reckless 
courage and i.ict.ory through ~trength. He is also 
the Stormlord, often heraldmg his appearance 
with ston:n clouds, Ughtning, and thunder. . 

Cuhaecen was bqm in the third century afwr 
OeiBmaar. and by the beginning of t.he fourth cen­
buy, he had inspired orders of knighthood within 
the church of Haelyo. The fir$t church of Cuira~­
cen wa.s created in the, sixth century in the hills 
overlooking the Spid6rfell1 in the proVince of Rhu­
m.anncn in tht) Barony of Ghie5te (presently west­
ern Ghoere ). 

Apocrypha sugge!lt. t.hat Cuiraccen is romanti­
cally linked to the passionate and beautiful 
Laermc. goddess of art, love, and beauty. Other 
sto~ies hint that be is caught in a triangle bet.ween 
Laerme and Eloele, These spurious sagas are 
most likely the product of overly active imagina­
tions ; they are commonly repeated by story­
telletS, however. 

• I cu1rnecen's o.votor 
Cttirliicen often appears as a mighty warrior dad 
in gle\lniing chain mail wearing a helm crested 
Wtth a white horsetail: the mail never los.es its 
tdeam, nor does the horsetail crest ever show the 
blood or grim~ ofb.ttle. He has an eyer-youthful 
Get, 011e on which the lines of fear art unknown. 
The Stormlord occai.ionally rides a horse, a mag­
~ cheltnut charger. but he usually preferS" to 
walk into battle, his P\ll'l)OSeful stride stdking feat 
into the hearts of his enemies. Cu~ceo bas the 
fighting skill Qf a 20th-level fighter and can cast 

spells as a 14th-level priest. 'He i.s also said to ap­
pear as a storm giant carzying a hug~ spear +4 that 
can cast a 12d8 lightning bolt at will. 

The Stonnlo.rd's worshipers daim that he is 
present in ev~ry loi:orm over a battlefield. Leg­
ends claim that the arri\13.l of a messenger accom­
panied by rolling thunder is -a sign that the mes­
senger is favored by Cuira~cen. 

the church 
Priests, paladin!I Clergy; 

Clergy Align: NG, N, NE:, CG, CN1 GE; 
paladins, CC only 

Worshipers of Cuiraecen can be found across tho 
breadth of Ccrilia. Temples held by followers of 
the Stormlord can be found in every region save 
the Rjurik hjgh1ands. l'he traditional Rjurik have 
resisted the influel\l:e of the southern gods; Jong 
have they followed the druidie tradition of Er.ik 
and his predecessor, Reynir. 

Even in lands that were conquered by the 
Anulrean.s and held as part of their great empire, 
the worship of Cuiraecen has taken toot ud 
grown. Warrion in the aggressive Khinasi land of 
Afta,ne venerate Khirdai as their chief patron; jn 
the former .Anuirean imperial states of Merasa.fi 
Min Dhousai, and Suirlc.nc, the worship of noble 
Khirdai is part of a pantheon that combines the 
traditional worship nf Anni with the religions 
brought by the Anuireans. 

In Brecht11r, the memodes o( imperial domi­
nation make the worship of Haelyn somewhat 
unpopular, but not that of his son. Temples to 
[(ire.he hav.e sprung up ln some of the mote mili­
tant realms, sucll as the northern provinces of 
Robrmarch and the Zweilunds, as well as in the 
realms threatened by the Gorgon. namely Wktech 
and Oauren. Rumors even exist of a small hold· 
ing of Cuin6cen among the trihes ofVosgaard. 
Because the Vos arc not known to have a name 
in their language for Cuiraecen, the nature of 
his worship in Vos lands , and the strength of 
any temple holding ther~, is unknown. 

The worship of Cuiraecen is a warrior's 
faith. lt appea1s to soldiers., knight. ... 
l;lJardsrnen, militant priest'!, and oth­
ers of such professions. Farmers 
might invoke the name of Cu:irae­
cen only to beg to be spared the 
ravages of a brewing storm. 
but it is Haelyn who pro-
·vides them with spiritual 
guidance m their daily 
lives. Townsmen 
call oul 
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the name of Hiielyn's champion when an advanc­
ing foreign army_ or band of raiders appears oo 
the horizon, but bargains and agreements are: 
sealed with the. blessing of Haelyn. Nobles may 
pay Cuiraecen homage when preparing for ·war 
with a neighbor, bµt th.ey .c.aJl upon Haelyn to aid 
them in managing their domain$. 

The church 0£ Cuiraecen is mo.re loosely orga­
nized thaJi that of his father, No primary center of 
worship has been dedicated to the Stormlord, so 
no overall church hierarchy exists. Each individu.al 
temple is arranged differently. Some of these styles 
oI organiz~tion stem from national differences, 
some &om differences in the function and goals o! 
each temple. 

Despite the lack of overall hiea:arc:hy, the 
church of Cuira~cen can be divided along two 
mail) purposes and a third, less common one. 
War for wars sake and cbe defense of tbo.w whom no 
one else can or will protect are the two principal 
roles of the church of Cuira~ccn. Some followers 
choose to worship Cuiraecen in bls role as Hae­
lyn's herald and champion. but this is more a pcr­
sona l belief than an organizing p rinciple of his 
churches. 

Dogma: 'The doctrines of Cuiraecen's churches 
have certain similarities despite the Lack of an 
o\rerarc:hing hierarchy. Followers of Cuira~cen 
are prohibited from showing fear before an 
enemy and ar-e forbidden to refuse a just battle. 
Furthermore, they must seek out those who 
opprc:ss the weak and defenseless and offer them 
battle. Followers of the Stormlord traditionally 
were -expected to act as heralds of the church of 
Haelyn, but this particular requirement ha~ fallen 
into disuse. sfoce the disintegration of the 
Anuirean Empire. Certainly, followers disagree 
on what exactly constitut.es a "just battle" or how 
oppression is defined, but each individual strives 
to obey his god's dictates. 

lhe churches that foUow the "war for war's 
sake" philosophy tend to be more neutral in 
their moral outlook than tho~e who see their 
role as protectors of the weak. The church of 
the Storm.lord Seefbrand in Rohnnarcb is a 
pl'ime cxamp'le of such a philosophy. l'he 
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priest Kurt Warltjnde ( MBr; F3/Pr7. Kircbe; 
BT, ptac, 32i CN) of the northern ptov­

inccs of Rohrmarch works to convince 
his lie,,ge, Prinu Oden, to attack Kier­

gard after the pair defeats the forces 
of King Alaric in the so11th of 

R.obnnarcb. Warkinde teaches his 
followers that the armies of the 

Gorgon ate no match £or the 
might qf an army blessed 

byKirche. 

lbe aggressive Red Kings of Aftane in Khinasi 
derive much support trQm the Chosen of Khir­
da i; its l-lierarch , a man named Taril Herad 
(MKb; Pr3, Kbirdai: Ba. minor, 18; NE.), is one of 
the Kings' number. The Chosen were originally a 
defensive order. but Herad purged the "weak­
willed" among the Chosen and elevated to posi­
tions of power those whose aggressive tenden­
cies matched his own. 

The principal eXil11lple of a temple devoted to 
the defense of realms threatened by aggressive 
enemies is the White Sword of Khirdai. This 
temple S\lpports the regents of Min Dhousai and 
Merasaf In the defense of their lands against 
their enemies. Min Dbousai faces the power of 
both th~ Iron Hand Tribes and the Magian, so 
the king incorporates the aid of the High Blade­
lord into his defenses. The White Sword is also 
welcome in Merasa[, for its followers are loyal 
c0mhatants in the defense of the realm. 

In the Chimaeron, The Fortress is ~ complex 
ded ica.ted to Cuiraecen's glory. It holds the 
passes that run through the Iron Peaks, guarding 
ea.stem Anuire from the belligerence of the Chi~ 
maera and from an encircling attack through 
Kiergard by the Gorgon. 

In Anuire, the churches of Cuira~cen seem 
divided. along p01itical Unes mote than philosophi­
cal ones. The Militant O:rder of Cuiraecen in the 
heartlands of Anuire is, on the surface, an aggres· 
sive organization of solc1iers, knights, and militant 
priests. Ghoere's ruthless Iron Guards give strong 
support to the Order, yet so do the famous Guard­
ian;.o> of Mhorie<i (Ghoere's bitterest enemy), who 
,consider themselves the rock upon which the 
armles of the Gorgon must break. 

The ChW'ch of Stonn's Height in Osoerde is 
a nother t.emple that. seems to follow a. militant 
philosophy, but as many members servo the 
rightful ruler of the domain, the rebel William 
Mocrgen (MA; FS: ~, major, 35; CC), as serve 
the throne's usurper, Jaison .Racnech (MA; P7; 
Bi; major. 36; LE). 

In Boeruine, the principal opponent of the 
Northern Imperial Temple of Haelyn, the Hid­
den Temple of Cuira6ccn, could be considered 
simply an extension of the combative nature of 
the archduke Aerie Boeruine. The Hidden Tem~ 
ple , however, b.as established small defensive 
refuges in the Five Peaks and Thurazor, reabns 
in which no temple to any other hwnan deity 
exists. Critics of these t.cmples suggest that they 
seek only to sow the seeds of conflict to keep 
their own purses lined. While there may be some 
truth to this, such a view overlooks the c-0ntribu· 
tions these churches have made to the defense of 
Anuirean domains. 

Day-to-Day Activities: The priests and fol­
lowers of Cuil'.<leecn spend much of their time 
engaged in martial pµ.rsuits. 'they perfect their 
own combat. and tacti<;al .abilities and teach others 





such skills. Many priests and paladin! lcam car­
pentry, stonemasonry, or engineering, which they 
use to construct defenses, either expAinding their 
own fortiflcations or contracting their services out 
to local nobles. This is often an important source 
of income for the temples. Others master black­
smithing, armoring, or weaponsmitbing. The 
church of Cuira~cen is not known for the quality 
of the weapons it creates; members seem to be 
more interested in the uses of a weapon than in its 
manufacture. They excel, however, in maintaining 
and repairing those weapons and suits of armor. 

Holy Days/Important Ceremonieai: The 
clergy of Cuira6cen celebrate two of the same 
major holidays a.• do the priests of Haelyn: Ha~ 
lyn'1 fe9tival 1nd Oodsday (the 22nd of Deis­
mir). In addition, followers celebrate the first day 
of 'Pring (the Day of Rebirth) u the beginning 
of the stonn season. They conduct a ntlnor cele­
bration six weeks later, on the 16th of Talieoir, 
which they observe as the beginning of the cam­
paign acuon. 

The principal ceremony of each day comes in 
the early afternoon. As spring and summer 
storms often begin in the afternoon, followers 
give praise to their god immediately before such 
storms typically begin. Adherents also conduct a 
aervice before any battle. Such a ceremony 
occurs ntgardkss of whether a priest is present, 
for moit followers are nothing if not pu~ionale 
about their god. They pArticularly enjoy conduct­
ing the!IC ceremonies on the battlefield as the full 
force of a storm crashes around them, for they 
believe that their enemies are unnerved to see a 
bunch of metal-dad crazies raising their weapons 
to the heavens on top of the highest elevation 
they can find during a lightning storm. 

Major Centers of Worship: Although the spirl­
~I center of the Mjlitant Order of Cuiracken is 
located in Tuomen, where Fhylie the Sword (FY.-E: 

Pr6, Cuiraiun: An, minor, 18; CG). the Order's 
volatile leader, makes her home, the largest hold­
ing in Anuire U. in Bbalaenc province in Ghoere. 
'fbe high priest, Stide Ghieste (.MA; Pr9, Cuirai­
ctn; An, mdjor, 27; CN), is an aggressive supporter 
of the war aim~ of the Baron of Ghoere. He has 
built a fort.ilied temple complex (castle rating of 5) 
to Cuira6cen outside the city of Bhalaene, which 
bouseii a company each of elite infantry and cav· 
alry. He follows the directives of Fhylie the Sworo 
only when it suits him. Some observen $uggest 
that he will make a bid for supremacy in the Order. 
Failing this, he may break the Ghoeran church off 
from the l'Clt of the Order. 

In the capital province of Aftane in J(hin.a1i 
Iles another of the great temples of Cuira6cen. 
The principal temple of the Chosen of Khirdai. 
the thick-walled, sqqat fortreH is home tC) two 
companies of elite infantty and three companies 
of swift cavalry. The Hierarch de5ires to expand 
bis temple holdings throughout Aft•oe and 
neighboring realms, controlling the religious atti· 
tudes of the local popuLations by .sword and fire 
if necessary. He spends his treasury outfitting his 
troops for war and improving the defenses of his 
holdings. As a result, the beautiful basilica that 
graces the temple property of Khirdai in Aftane 
ha~ begun to fall into disrepair. 

Affiliated Ordcn: Several orders of knight­
hood allied with the church of Cuiraecen are 
scattered across the continent. These range from 
the Brotherhood of the Spur in Ghoerc to the 
Dance of Swords in Min Dhow.ai. The Brother· 
hood of the Spur, called RedsplU's by their de­
tractors for their habit of riding their mounts to 
death, is a violent society of warriors who ~ffiti­
ate themselves with the Ghoeran Militant Order 
of Cuirac!cen. They are the sword in the baron 
Gilvin Tael's hands. Thejr principal opponents 
include the Lances of Dawn, an Elinien order 

cuiroece11's temples 
Temple 
CSH 
CSH 
CSH 
CSH 
TF 
TF 
HTC 
HTC 
HTC 
HTC 
HTC 
HTC 
HTC 
HTC 
HTC 
HTC 

Regent 
Raebech 
Raehech 
Raehech 
Raebech 
lssimane 
lssimane 
Baccaere 
Baccacre 
Bac:caere 
Baccaerc 
Baccaere 
Bae ca ere 
Baccaere 
Bacca ere 
Baccaere 
Baccaore 

Level Province/Rati~ Doinain/Ruler 
3 Brothendar (3/2) Osoerde/Raenech 
2 Gulf'J>9rt (Jfl) Osoerdc/Raenech 
3 Mortel (4/1) Osocrde/Raencch 
2 Sunken Landa (216) Osocrde/Raenech 
1 Careine (216) The Chimacronll'he Chimaera 
I Lyn.an (211) The Chimaeron/The Chimaera 
3 Bacaele (312) Boeruine/Boeniinc 
0 Calut (314) Boeruine/Boeruine 
3 Dhalaesc (314) Boeruine/Boeruine 
3 Nietier (3/4) Boeruine/Boeruine 
3 Redoubt (3/4) Boeruine/Boeruine 
3 Sea.sedge (6/0) Boeruine/&Cruine 
1 Tariene (610) Boeruine/Boeruinc 
? Thasbynl (314) The Five Pcab/? 
? Falling limber (413) Thura~r/? 
? Mergarrote (413) Thwuor/? 



~e Regent LeVel Province/Rating DQmain/Ruler 
Fhjlie the Sword 5 Bhaltene ( 610) Ghoere/Tael 

MOC FhYfie ~ Swcmi 3 Sheline ( 41i)j Ghoere/Tael 
MOC Fhytus tM Sword 0 Cooalller( ) G~ 
MOC Fh}rlie the Sword 3 Danar04!ru! ( 411) Ghoctte/Tael 
MOC Fhylie the Sword 2 Ghiere (5/0) Ghoere/I'ael 
MOC Fhytie the Sword 2 Rhnmannen ( 411) G~e/fael 
MOC Fh}r!ie the Sword 2 T'1teste (5/0) Ghoere/Tael 
MOC FhVlie the Sword 3 Tomilen (312) Ghoere/rael 
MOC FhVlie the Sword 2 Balteruine ( '1./3) Mhoried/Mhoried 
MOC FhVtie the Sword 3 Bevaldn.ior ')f3) Mhoried/Mhoried 
MOC FbYfie the Sword 0 Cwlldon (3 ) Mh~ll'1ed/Mhoried 
MOC Fhylii: the Sword 3 Mae.silar ~312) Mhmied/Mhoried 
MOC Fhytie the Sword 3 Tcnarien 312) Mhoried/Mhoded 
MOC Fhytie the Sword 3 Alarnsreft (ln) T~omen/Flaerte.!I 
MOC Fhylie the Sword 2 Elevunepuere (215) Tuornen/Flaert6J 
MOC Fhylie the Sword 2 Ghonallison (213) Tuotn~aertes 
MOC Fhylie the Swo.rd 2 Haesrien (5/0) Tuomen/FlaeMs 
MOC Fhylie the Sword 0 Monsedge (312) Tuom¢n/Flaert.es 
MOC Fhylie the Sword 0 Nabhtiene (312) ifuomen/Flaertes 
MOC Fhylie the Sword 2 Pechalinn (2/5) TuornenlFJaertes 
MOC Fhvlie the S1rord 2 City of Anuire ( 1-0/0) City of Anuite/Dosiere 
KT Tefubach 1 Hoarladt ( 118) Daurto/Caemson 
KT Tebrbach 1 Zilber ( 1/8) Dauttn/Caerruon 
KT Tehrbach 2 Adlet (2/3) Wierecb/Adlcl' 
KT Tehrbacb 3 Wasser's Reach ( 413} Wierech/Adler 
DC f1'esmund 1 Bucheo (314) Drachenward/Drachen 
DC Fresmund 1 Drachenwehr ( 413) Orachemvard/Drachen 
DC Fresmund 2 Drauch (3/4) Drachenward/Drachen 
DC Fresmund 1 Drcida~bs (215) Drachenward/Draichen 
DC Fresmund 2 Jamqldt (3/3) Dtachenward/Drachen 
oc fresmund 0 Kearn ~~13( Dtachenward/Dracben 
DC Fresmuod 0 Lo,eh S el 2/5) Drachenward/Drachen 
RSS Shelden 3 Wltrzlau ( 611 ) The Zweilund~Sbae~aete 
RSS Shelden 3 Zweilund (611) The Zwe11und5/Shae aete 
SS WarlQnde 0 Friedlund (4/3) Rohnnardl/Oden 
SS Warkinde ) Nunkappel (5/0) Rohrmatcb/Oden 
SS Warkinde 2 Oster:notd (3/6) Rohonarch/Oden 
SS Warkind~ 4 Ro:d(4/S) Rohrmar~h/Od~n 
SS Warkindc l We ~n (2/7) Rohrm~ch/Oden 
CK Herad 1 As,arif ( / 4 / Ariya/el-Arrasi 
CK Herad 5 Aftane (610 Aftane/Red Kings 
CK He rad 0 Ban~rat ( 115) Aftane!~d Kings 
CK Hera<l 2 Busada ~213? Aftane/Red Kinp 
CK Herad 0 Oou..._t 0/5 Aftane/Red Kinp 
CK Herad 0 Jeifel (1/4) Aftao~d Kings 
CK Herad 1 Kafrin ( t/4~ Aftane/Red Kings 
CK Herad 1 Oused (2/3 Aftane/Red IUnp 
CK He~d l Seidre ( 1/4) Aftane/Red Kings 
CK Herad 3 Shoufal (5/0~ Aftane/Red Kinp 
Ul'K Rheiter 2 Tinsouf (2/3 Sendoure/el·Duatim 
WSK min Gheirut 3 Adara (413) Min Ohousai/el·Dhousai 
WSK min Gheirut 12 Cedeina (3/4) Min Dhousai/el-Dhousai 
WSK min Gheifut 2 Gheitut (314) Min Dhousai/el-Dkousai 
WSK min Cheirut 2 Toure el-Fa.fll (5/4) Min Dhomai/el·DhoUSill 
WSK min Gheirut 3 Crecn Mountains (3/4) Suiriene/Buired 
WSK min Gheiru.t 2 Mairada (613) Mairada/el-Ma,ir 
W'SK min Ghejnat 2 Ber Mera (.5/4) Merasaf/tl-Zesando 
WSK min Gheirut 3 Cape !Wiel (314) Merasaf/el-Zesande 
WSK min dheirut 2 Marb.ah (3/4) Mera.saf/el-Ze.s.a.nde 
CSII-Church of the Storm1s Height TF:Thc Fortress 
aTC=Hidden Te~tc of Cuir.acccn MOCi=M.ilitant Order of Cuira6ccn 
Kl'i=Kir~hc's Tundarr RSS=Red Sword Striking 
SS=Stormlord Seerhrand CK=Chosen of Khirdai 
li'TK:Unbraunn Temple of lfuche WSL\Vhitc Swurd of Khirdorl 



affiliated with the Life and Protection of A~an­
alae. who defend western Elinie ftoll\ Ghoerc•, 
attacks. 

The Dan~ of Swords i;s a sri\all grqup of guards­
men in Toure d-Fasil, the u.pJtal city of Min 
Dhouni. 1'hey are devoted to the .study of the 
sword; their senior members ai:e reputed to. be 
mas~r $~-ordsmen. The Dance Qf Swords is affil· 
iatea with tbe White Sword of Khirdai, and it 
comprises the elite guards of the king. ' 

Priee."tly Vestments: Cuir:aeccn's der'Q wear 
garb similar to that of the church ef Haelyn , 
Their red robes, however, arc tdmrncd in silver, 
and they bear the symbol of Cuiraecen: a light· 
oing bolt crossed by a sw'ord. Weapons are a part 
o( nearly e\tery cerethoflYi the clel'gy carry swords 
or spears dudng rituals. 

Adventuring Garb: Followers of E:uira~cen 
are not Jirnited in what they may wear 1>r car:ry 
when at war or adventuring. Generally, thcywear 
whateyer a.s:mor they prefer and carry their 
favored weapons and w~tevcr gear they need for 
the mission. SQmc tnemoers of the church bear a 
shield with Cu.it~ecen's S)'Jnbql emblazoned Qn iL 
for all to see. Others wear the symbol of their-god 
on a pendant around their neck, either ul)der 
their -ar;rnoT o_r outside it. 

priests 
Require.ments: 
Prime Req: 
Alignme,11t: 
Weapolls: 
Armor: 
Major Spheres: 

Minor Sphea:e~: 

Magjcal Items: 

Power Over 
Undead: 
P<>wers: 

Wis 9, Str 12 
WlSdom 
NG,N,NE, CG, CN, CE 
Any 
Any 
All, Combat, Elemental (Air 
or Water) , Guardian, War 
(%M), Weather 
Chaos (TCJM), Healing, 
Protection 
Any allowed to priests or 
warriors 
Turn~ No 
Commaod: No 
l) THACO and# attack~ equal 
to a warrior of equal levcl 
7) lightning_ and 'old nsistanu 
equal in eff"ect to a ring of fir~ 
mistance 

paladins 
Rf!quiremenU: Str 12. Con ~. W\$ 13 •. 

Cha 17 
Prilne R.eq: 
Alignment: 
Wea~ns: 
Armor: 
s~u .Spheres: 
Magical Items: 
Power Over 
Undead: 
Powers: 

Strength, Cha~ 
Chaotk good 
Any 
Any 
None 
As-paladin 
Tul'ti! No 
Command: No 
As paladi,n. except may not 
cast spells or tum undead. 
May speci~ in a w~.apon 
following the rulc.s for 
fighters. 

proficiencies 
Priests and paladins of Cuiraecen gain religion 
(Cuiraecen) $ S a bonus nonwe<1pon proficiency' 
at fil'6t level. Other prot1dencier> for members of 
the church follow. 

Stormlord Seerbrand, Red Sword Ski.king, 
Cho~n of Khmlai 
R.equired Proficiency: Strategy 
Boou5 Proficiency : One extra wea~on proa­
ciency (at 6th level) 

Church of the Stonn•s Height, The Fortress, 
Hidden Temple of Cuiraecen, Militant Order 
of Cuiraecen, Kirche's Tundarr, Unbr(lusen 
Temple of Kirche, White Sword of Khinlai 
Required Proficiency: Stonemasonry, carpentry, 
o.r engineering (choose one) 
Bonus Pl"Ufi.ciency: Siegecraft (at 7th le\•el) 



eloele 
Godskss of Night, Sistet of Tbier" 
Lesser Godde-ss of P'andemonium, CN(E) 

Portfolio: 
Aliases: 

Domain Name: 

Superior: 
Allies"! 
Foes: 
Symbol: 
Wor.Align: 

Night, darkness, thieves 
Ela {BrcchtClr), Elyal 
(Vo~ga,,acd) 
Endless Maze/ ht Layey/Pan .. 
demonium 
N(lne a~knowledged 
Cuira~cen, Sera 
Laerme, Hacelyn, Avani 
Blick dagger 
Any nonlawful 

Eloele is the lady of night and mistress of thieves, 
spies. and others who hide their activities from 
view. She .deceives ~naturally as others breathe; 
those who Uc by design or habit also take her as 
their patron. People wbQ make their li:velihoods 
dµring the day know little of her: at night, they 
whisper her name in supplication of her protec­
tion as they make their way to hearth and home, 
nervously looking o'\fet their shoulders. Rogues 
a~d others who hide their activities under cover 
of darlm..css lo<>k to her as their own, however, 

The Sister of Thieve a; is the daughter of Sera 
and Ruotnil. She was born in tbe early centuries 
after the destrllction at Mount Deismaar, and 
her foll'Qwing ha,s g~wn only $lowly sioce then, 

Ela.die is a subtle goddess. Although sbe dod 
not avoid violence, she prefers to avo1d. il e~ccpt 
as a last l'esort. She i!I more likely to reward an 
imaginadve con artist than a greedy merchant 
who sends thugs and .killers to destroy utterly his 
enemies. Both may worship her; but only the first 
will earn her favor. She is also fickle, however. a,nd 
she has rewarded assassins as well as bwglars. 

Some popular legends link Eloele romantically 
t.o Cuiraecen, although the relationship, if real, is 
rocky at best. The storie~ also sugg«t that she 
competes with Laenne {Of' his affections. This 
competition may c~lain the sour relationship 
between the two goddesses, although this rivalry 
does not seem to have spread to their devout. 
Eloele's disciple~ believe that she simply enjoys the 
ch~enge of manipulating him, although some of 
the more romantlcaJly inclined believe that some 
foeli,ng exists between E1oele and Cuka6cen. 

The goddess o{ night i.S ..also the rebel of the 
gods. She ignores the unspoken rule .among the 
gods that they not involve themselves in the 
affairs of the world. She maintains 4 sense of 
sport about it, however. While she, wiU not use 
her divine power to manipulate ditectly pollticaJ 
or economic. events to her own ends or those of 
her followers , $be enjovs ~ppearing in her avatar 
form and "playing the game. " Rogues from 
across Cerilia report having been in her pres-- , 

eace; not all have henefited from her involve­
ment in their lwes, for sne p'Unishes those who 
displease her as much as she rewards those she 
favors. She particularly enjoys .. stealing the 
unstealablc"-relieving those who protect their 
wealth with the best in mundane and magical 
security of both their valuables and their pride. 

Elo~le's avatar rarely ·appears the $ame war. 
twice, for .she c.an alter her appe1u·ance at wil , 
although her avatar form is neatly always female. 
Even tru• uti"B will not reveal her identity t6 any 
but otber divi(le powers. Her face is said to 
reflect the fe.at~s of every human nationality on 
the continent of Cerilia. She .seems to favor 
clothing that allows her freedom of motion, pre­
fening loose trousers and chemise t-0 more femi­
nine garb. She alwayB wears a dark cloAk spun 
&om the stuff of shadow. which completely con­
ceals her when it is closed about her. 
El~e has shown her favor to worshipers who 

have please4 her by blackening a dagger1 knif c, 
or other item of equipment. These items then 
possess a temporary enchantment which aids the 
follower in whatever task he is attempting. 
Although the magic. ieo sho.rt-lived, the mark of 
her favor is permanent, and the object remains 
blackened. Tho.se adherents so bJes$ed with her 
favor, if they ate .awarec of it, often eauy these 
items with them as luck chamis, refusing to we 
other weapons or objects {even ench,anted ones>. 

Jn addition to her abilitiei. u a 16th-level m~ 
ter thief, Eloele's avatar can cast spells as a l2th­
level magician. 

the church 
Clergy: Priests 
Clergy Align: CG, CN. CE 

As a religious organization, Eloele'& church is 
nearly nonexistent, Very few holdings can be 
found anywhere in Cerilia. Her-strong~st r06-
ence is in Brecht6r: her priests have si · 1cant 
control of the temples and guilds o both 
MUden and Grahentod. Her church also 
bas st,rQng influence in the smugglers' 
haven of Mieres, across the Straita of 
Aerele from the Anuirean mainland. 
ln other are.as of Brechtilr and 
Anuire, the cburchhas little 
more than small shrines 
hidden from 
all but a 



iew knowledgeable followers. These followers 
exerdse virtually no control over the religious 
attitudes of the local population, 

In V-0sgaard, El~lc gives her ~;uppod to small 
secret societies of female watriors, although to 
what end, no one kpows. She is virtually un­
known in Rjurik or Khinasi lands, 

Dogma: The church of Eloele is relatively 
young, and it bas .oot yet developed any exten­
sive set of rules for its priests. Furthermore, 
Elo61~ ls not the sort of power who $ets a great 
number of bard and fast rules. Nevertheless, 
devout adherents follow certain basic guidelines 
that have arisen over the centuries: most of these 
derive fTom an imitation of Elo6Je's own style 
and prefereoces. 

Priests ;1nd other .idherents of the! Sister of 
Thieves must always strive to choose the subtle 
solution toa dilemma. Even when bringing down a 
hated enemy or visiting \'engoance on a wrong­
doer, :ihe expects foJlowets to choos.c an approadl 
that will ruin an oppone11t rather than destroy him. 
Neither Yengeancc nor vi.l.!tory have .any meaning. 
it is believed, if the eoemydoes not suffer. 

Violence ib con~idereCJ only one of manytooJs 
to be used to achieve a particular end, Elocle's 
pra~titioners mu!>l use violence intelligently aJld 
selectively; those who u..~e only \YU>le:nt. mcru:as ate 
}Veak-minded an.d stupid. Innuendo, blackmail. 
mis.inforrnation 1 betrayal. and even burglary 
require imagination and intelligence tQ effect; 
these are the Wea.pons her disciple!> mui.t U!>e if 
they d6ire her a"gis. 

Popular sayings ho1d that if a follower of 
Eloele tells a trulh 1 he will Qe stric;ken ducnb. 
Although the story is apo~ryphal, it i1lustrates 
her adherent"' repµtation for lyio~. This reputa­
don is not wholly undeserved . Pnests of Elo~Je 
are so immersed in tbeir deceptions .and intrigues 
that they become almost second nature. A fol­
lower will rarely reveal the truth of what he 
knows. Conversations with worshipers of the 
Lady of Deceit are filled with half.truths, innu­
endo, and outright Iiesj if and when these fail, 
the speakers resort to silence. 

Day-to-Day Activities: The priests and wor­
shipers of El~lc arc a worldly lot. Their princi­

pal in,t.erests are more financial than spiritual. 
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J\thny of theit intrigues and plots revolve 
a,oun"d controUing <Uid mampulating local 

e~oll()inic .and political power. Priests of 
"'Eloele spend much of their titne:man­

aging their husinesse~ and guilds1 

investigating Lhe activi~ics of 
rival operations. and keep­

ing abre.ast of local and 
international political 

and economic 
affairs. 

Holy Days/Important Ce1'emonies : Priests 
hold simple ceremonies an hour after dusk each 
night. for followers wno wish tQ request of their 
goddess her assistan'e in the nigh~ to come. Tero­
ples ~nd shrines also celebrate the ev~ning of the 
11th of Sehnir as tlie anni,-ersary of .EloQ.e's binh. 

Major Centers ofWonhip: The la~st t.e\'nple 
complex in Cerilia dedicated to Eloele is located in· 
the city of {kec;hlen in the Brecht domain of 
Miiden. The Grotto of the Evening Stat l.S .a series 
of interconnected, high-ceilinged c:a,.·e~ located 
beneath Founder's 'for in the wealthy distl:ict o( tile 
city. The priests bought the grounds several yeani 
ago throl.tgb intermediaries, and began building up 
its interior to serve their purposes. The principal 
area dedicated to public worship Is tbe Central 
Dome, an open-air grotto that faces the i>outh. 
N3t.ural hot springs running throu~out the coin­
ptex provide year-round warmth for worship~~. 
The caves beneath. the Ior have numerous side 
passages that lead to hidden chambers where 
secretive priests manage th~ busiriess of the order. 

rn Mieres, foUowers ofEloele have built a 
complex of buildings connected by underground 
pass~ges in the capital city of Seaward (in the 
province of the same name). These twisting pas­
sages hide a own.bet of rooms which serve llS 
.storoge chambers for the goods they ~niuggJe 
past the governor. Not yel strong enough to thal­
lcnge the g<:wemor for contiol of the guilds of 
Mieres, the temple i.lowly expands its small 
secret network; of informants. spies, and assas· 
sins in prcpar11tiqn fqr an inevitable guifd .war 
against the governo.r. Elo~1e's followers ate get., 
ting much tJ'aining in th~ n~'tler aspec~ of url:>an 
warfare i.n their v.iclous conllid with the temple 
hierarchy of the Vos of Mieres. 

Affiliated Orders: AMociated gullds and 
secret societies uncover information which they 
provide to the priesthood of £Ioele for a fee. 
These spies, thieves, and guilders are not limited 
to wo.rking in areas in which the church of Etoele 
has holdings. They often leave mess~es at pre­
arranged drop Jocations, where members of the 
priesthood pick them up. 

Rct'.ently, Eloele has also attracted a new group 
which takes bcr as its patron: young bands of 
rakes and other ruffians. They sec her as the god· 
des$ of chaos, and they worship: what they belfeve­
i.b her destnrctive impulse. No priests are known 
to wotk with these gi:oups, but they venerate the 
Goddess of the ~ight anyway. a.nd treat her 
priests as their own. 

In the Vos lands ofMolochev and Zoloskaya. a 
secret society of Vos women warriors who take 
Elyal a) their patron hu formed within the last 
fifty or so y&n. The aims of this society are- not 
known, hUt the churches of Bellaik and Krielha 
have -attempted to cxtenninatAt its memben since 
its creation. ihe society flourishes despite this 
viciou!! per,secution. Rumon suggest that the 





group bas begun to expand into other domains 
within Vosgaard, but this cannot be con6nned. 

Priestly Vestments: Priests of Elo6le wear 
the colo.rs of ~ight: black breedes, dark gray 
tunics, and dusk gray cloaks. These are of fine 
wool, linen, or sHk. The priests a1so bear the 
symbol of their goddess: a black dagger, worn in 
a sheath at the belt. These daggers are enam~ 
eled and are of a different appearance frorn 
those plackened items that arc symbols of 
Elo~le 's favoJ', Some followel's try to have their 
equipment blackeDed to look as if they have 
been blessed by Elo6le; they may fool their 
peers, but they do not fool their goddess. 

Adventuring Garb: The principal difference 
between a priest's attire while adventuring or 
conductjng daily business and what is worn in 
religious eere.moni~s is the quality of the doth· 
ing. Only the finest garments are acceptable for 
important religion~ events. 

Priests of Eloelc look Like most other people 
when conducting daily business, wearing what· 
ever colors the_y prefer. Those who go OQ aclven· 
turu are allowed to wear leather armor and have 
a reasonable selection of weapons from which to 
choo$e. They tend not to burden themselves with 
too much equipment (they'll make an exception 
for treasure, of course J. 

• r1ests 
R~uiftmen.ts: 
P~eReq: 
Alignment: 
Weapons: 

Minor Spheres: 
Magic;al ltemB! 

Power Over 
Undciad: 
Powen; 
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Wis 9, Dex 12 
Wisdom 
CG,CN, CE 
Dagger, dart, crossbow, sling, 
short sword 
Leather, no shield 
Animal, Chaos (ToM), 
Cha.rm, Di\lutatton. Sun 
All, Healing, Necromantk. 
Any allowed to priests or 
thieves 
Turn: No 
Copimand: Yes 
l) Gains th•el abilit.its 811 a 
thief of halffriest's level, 
rounded up 1st-level thief 
abilities for bt-lev~l priest, 
including 60 discretionary 
p<)ints of a 1st-level thief, 
plus 30 discretionazy points 
at odd l~vds: 3rd, 5th, 7th, 
etc.). B~kstabbing multiplier 
is calculated at half the 
priest's level (.round up); only 
,after 9th level doe$ the 
priest~s multiplier reach 3 
times normal damage. 
4) lnfravision to 30 feet 
1) Oamness 15' nMliw 1/day 

speciu.l notes 
MuJti-classed half-el! priest/thieves d-0 not 
receive the discretionai:ypoints for thieving abili­
ties a't odd levels. lns~ad, they l'togiess exactly 
as thieves. As a one-time bonus, however, they 
add 5% to their starting thief abilities, giving the 
following: 

Pick Pockets: 
Open Locks: 
Find/Remove Traps: 
Move Silently: 
Hide in Shadows: 
Detect Noise: 
Climb Walls: 
Read Languages: 

20% 
15% 
10% 
15% 
1096 
20% 
6596 

5% 

Half-elf priest/thieves then add thek .-aeial 
and dextenty modi.fie1's, any modifiers for armoG 
and their 60 discretionary points to these num­
bers. These extra points represent the additional 
training provided by the priesthood. 

The backstabbing multiplier is based on the 
thief classr no additional oonus is granted for 
multi-classed priest/thieves. 

proficiencies 
Priests of Eloele gain religion (Elo~le) as a bonus 
nonweapon proficiency at first level. They are 
free to select nonweapoo proficiencies norm.ally 
a11owed to thieves without spending additional 
slots. Other proficiencies for members of the 
church follow. 

filoe(e of Mieres 
Requi~ed Pro(foiency: Bliqd-{ighting 
Bonus Proficiency: .Herbalism (7th level) 

Ela's Quick Fingers 
Required Proficiency~ :Oi'!guise 
Bonus Proficiency: Appraising (5th level) 

The Nightw..iken 
Required Proficiency: Reading lips 
Bonus Proficiencies; Trailing {3rd level), infot ... 
rnation p.thcring (6th leveli both frQm The Com­
plete Thiefs Handbook) 



eloele's temples 
'femttle Regent Lnel 
EOM Somellin 3 
EO.M Somellin 3 
EOM So~llin 2 
EOM SomeUin 3 
EQF Spiritwalker l 
EQF Spiritwallcer 2 
EQF Spiritwalker 2 
EQF Spiritwalker 4 
EQF Spirltwalker 4 
NW Halte.ogabben 2 
NW Haltenpbbe.n 3 
NW Haltenpbben 0 
NW Haltengabben 1 
NW Haltengabben 0 

EOM·Elo61e of Mieres 
EQF•Ela'• Quick Finge.N 
NW•The Nightwalbrs 

kriesho 
Tbe lee Lady, the Winter Witcb 
Lesser Goddess of Baator, LE 

Portfolio: 
Aliases: 

Domain Name: 

Superior: 
Allies: 
Foe11: 

Symbo1: 
Wor. Align: 

Wuiter, monsters 
Karesha (RJurik:), Kriestal 
(Bre~htUr) 
The Steadfast Chill/ 
Stygia/Baator 
None 
Belinlk 
Avani, Laermc, Cui.rat!oen, 
Haelyn, Belinik 
White hand 
Any non.good 

P.l'O\'ince/Ratiag Domain/Ruler 
Bren.lie (3/4) Mieres/Vamnel 
~bier (3/4) Miel'es/Vaumel 
Mie~ (215) MieteSIVaumel 
Seaward (413) Mieres/Vaumel 
Allesrecht ( 611) MiidenlJ'albehr 
Colutab (7/0) Modenfl'albebr 
Golbra1 (611) MUdenfJ'albehr 
Hauptrehr (7/0) MOdenfl'albcht 
Wesbralen (7/0) MOdenll'albehr 
Cooling Bay (4/4) Grabentod/Graben 
Danes' End (7/0) Grabentod/Graben 
Orachenjaw ( 4/3) Grabentod/Graben 
Toothma.rk (512) Grabentod/Graben 
Yulesprech (217) Grabentod/G~n 

teaches her followers to nurse their hatreds, to 
launch t heiT attacks against t heir enemies only 
when they can destroy everything the foe values. 
Only then can they truly exult in thejr victory. 

kriesho.'s nvotnr 
Kriesha appears as a tall, beautiful Vos woman 
with pal~ skin. Her face shows not a shred of com· 
passion or mercy. Her very gue c.an cause despair 
in any upon whom she looks. She nearly always 
carries her mace, a wea~n wrought of ice taken 
from the depths of a gla~icr on t he Elemental 
Plane ~f }ce. ~h!5 w~apon can c.ause complete 
paralysis m a 'YlCtim wiih bu:t the J1gh,test touch. 

Kr iesha is the goddess of winter-long, bitter, 
harsh winter-the so.rt of season in which the 
cold seeps jnto the warmest homes and in which 
the wolf packs sate their t.errible bung~ on those 
foolish enough to brave t he storms the lee Lady 
sends. Kdesha is without. mercy; the harsh win­
ters she sends against the Vos work tD strengthen 
the,m as a people, for none but the strongest sur­
vive the cold of a Vos winter. 

The Winter Witch has also appeared in the 
form of a great wolf with pure white fur and 
cold blue eyes. She prefers this form when 
she hunts. She leads great packs of san~ 
wolves against those who h:~ve angered 
her or failed Lo offer p.-oper homage.. 
Entire villages h a\l'e been torn to 
pieces by her when she has been 
made angry. Kriesha also enjoys 
appearing as a great creatui-e 
of ice tbatctakes on a vague-

Of the two Vos gods, the Winter Witch is the 
planner. Belinik teaches the Vos to attack their 
enemies with fire and fury; he sbiko_s his thitst for 
conquest and revenge with e)tp}osive attacks 
against any who oppose him, and he ~ects his 
warriors to do t he .same. KTiesha plot!. She 

ly human shape, a form 
she prefers for com-
batting her 
enemies. 
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C1crgy: 
Cletgy Align: 

certain -.·cry powerful high priestesses of Kriesha 
turning their enemieainto greater undead enslav~ 
to their wills; th~ high priestesses are.Jhus able tQ 
torture their victim)!' spin'ts fqrevcr. None kno-w 
whether such rumors ate trt'le or spun from fo_g­

K'.d~ha.'s wQrshipers ~t in ournbors across the ends, but the threat of such a fu~ ls enough to pre-
breddth of norlhem Ce,l'l1ia. She mustet.s strength vent most people from crossing the church of 
only in areru; in whicb the winters ~re Jong and bru- Kriesha. 
~I. She is one of the t\vo rccogttized deities of the Day-to-Day Activitles: The church ofKriesha 
V-os people, and her chu~c;h-es are as strong a$ knows well that wealth is pqwer. lts memherl Are 
those of Belinik, especially in northern Vosgaard. av{are of the meuures othe.t people will take in 

WJ.t.bln iecent years. l\tlesha 's temples have order to gain wealth; as a result, theae "others" 
5pte,ad cbewhere m the north as well. While become more pliable to the whims of the Winter 
Belirtik h~ (ailed continually in trying to-ci.t.ab-. Witch's church. A fow toios spread judi~lou5ly 
lish a foothold in the Rjurlk land$, Kdesha has ca,n buy tbe loyalty of many such ''frieJlds."' 
i.-ucceeded. The Realm of the white Witch is oDQ The church buys information, cause~ undedinp 
of the largest and most 1>9wQrful domair\s in all to betray their superiors. and even arran~s for 
'b( the Rjur'jk highlan4s, and it ha$ achieved this purcha.'les ?f quality weapons for the wam':'rs &f 
status in only a fow dec~des. Kriesha's church is the Vos trahes or food from merchant prmces 
gaining influence along the coast of t he Great despite embargoes placed by political leaders. ~a 
Bay, a1'; well; in both Grabeotod, <>n the cast re~ult, priestesses of Kriesh,.1 are trained in matters 
coast, and Oan1gau, on the we.st coast, the of money and trade from early on in-their service 
church of Kriesba has gained a solld foothold. to the '\V'mter Witch. They engage in these matte.t'$, 

Nearly all of Kriesha's dc.rgy are women. Only ai varying lcn•els, as a part oHhefr daily activities. 
in lands outside of Vosgaard are there exceptions Prie~es:.es of Kriesha also assume the respon~ 
to this , and even thes(l arc rare. Jn Vosgaard. sibility of protecting the Vos from internal t.ne· 
Kricsha's prreste,sscs are the "wise-women" of n1ies . 'I"hey constantly test the loyalties of the 
their clans. Battle is lc(t to I.he more hot-blooded members of their tribes. Some of these tests 
male followers of the Lord of Strife; priest.csscs include challenging willpower and endurance. 
of Kriesha ensure that the clan remains sttong. For example, the clergy might recommend to the 

Priestesses ofKricsrunvield great influence. Vw male tribal leaders that a certain warrior be 
wis~-womcn bear the n:sponsibility of guiding the among those who are sent tQ stout an eoen1y, in 
activities of the d<In. They ensure that the clan has order t.o observe what actions that warrioli' talres. 
resources to SW'Yive the harsh climate and prevail Holy Days/Important Ceremonies: Midwinter 
(>vc.r the dan's enemies. Mo~-t Vos chieftain$ .are month (Faniele on the Anuirean calendar) ls the 
male~ but few wield any power :in their tribe with.- principal holy time of Kriesh~ 'a church. tn Vos 
()ut the support of the wise-women. Few chieftains lands. it is a time filled with tests of strength, 
dare-to cross a priestess of Kricsha, for their endurance, and loyalty, Vos warriors and priests 
revenge is slow, thorough, and neatly always fatal. combat o~ another with wooden weapons iA fight-

Dogma: Kriesha demand& of her followers ll'lg pits 1n the gJ"eat halls of d t.ribi:-'s winter camp. 
complct~ l~r:dty. The ties of family and clan are These are not intended to be mortal combats, but 
secondary to the loyalty her priestesses must 'vaniors have died in these pit fights. During this 
show to their goddess and her temples . They holy month, priestesses of Kri.~sha n1ake ofl'ering.s 
must be willing to betray anything they hold dear to thtifr goddess of treasure takeh from enemies. 
in order to serve their harsh mistre5:;,. Midwlnter is nlso a fasting month amoog the 

Kriesha en,fqrces this loy~H.y through fear ta'- Vos, for little game is available. At the end of the 
tics. Her punishment.s are ei.-pecially harsh againlit month, the tribes give a great feasi honoring 
priestesses who betray her or her church. The pun- their dark gods. The £cast includes combat and 

isbtnent. may not <>¢ca.lr for several years, but olthletic challenges between warriors and the 
when it does arrive, it is final. 'Ihis lessQn is priests of 8elinik. 

not lost on her worshipet'Si they have Major Centers ofWorshi.p: The pri.odpal 
learned to be both patienl and ruthless ~mple noldings of Kriesha are in Vosgaar<I. Few 

when dealing"1th their foes. When th"C}· outsider's know much about these holdings, but 
de,troy an enemy. they do .so utterly. rumors sugge$t that the temples of Kriesha and 

A favorit.c tactic of Kriesha'~ fol- 8elinik are joined in some Vos lands~ in others, 
lower.1 ilJ to pnw· y they remain i.cpar~te, for much riv;ilry exists 
Willi~ betwe~ the two faiths. 
~~- Perhaps the most famous temple kno"'rn to 

Dfited · outsiders is in the realm of the White Wit.Gh ln 
~.~tl.Jl!..._·~the Rjurik lands. The White Witch came to north rn 

. rWi~ RJµrik some 30 year.ci ago; no one knows from 
'-"~::1';:;~~~~,)~Sl.:i a 9' ~ stp: ~ .. She has managed .in that time to 





expand her realm to its present si:r.e, and she 
shows no signs of being content with its p.cesent 
dimensions. Her principal means of control is 
through the guilds of neighboring kingdoms. She 
is poised to be able to control absohnely all trade 
through the Thaelasian Passage. It is pouihle 
that she learned her c9nsiderable financw slcills 
in Brecht lands, for the templu of Kricsha in 
those domitlns seem to have a significant in.flu­
ence in local mercantile matters. 

Affiliated 01"ders: The only groups afflliated 
with tbe church ~re some trade guild$ in Brecht 
and RJurik lands. In some cases, the guild leaders 
are not ~ware that they are serving Kriesha's 
temples, for her priestesses pref er subtlety in 
such matters whenever possible. The priestesses 
take a c.ut of the profits such guilds earn, wbieb 
they use to expand theit infh•.~nce. 

In the Vos la1'ds, stories exist of a ~oup of 
priestes$es who do not serve any partictilar t.em· 
pie. These are known as the Wmter Wolves. '!'Pey 
have severed all contact with family and tribe 
and refuse disc;our~e with priestesses of the tem­
ples. They live in the wildcmess, aJo:ne or in vciy 
s~U groups. These pr-ie$tesses seem to act as 
Knesb.a's vengeance, for they have an unnatural 
ability to summon magically great packs of 
wolves which they send against those who have 
angered their gQddess. These packs are not nat· 
tn'ti, for ttortnal wolves fear humans and Will not 
attack unless driven to extremes of hun·ger. Not 
even the temple priestesses of Krieslla ltnow 
against whom the Winter Wolves will send the 
next pack; Kriesha seems to c-ommunicate her 
wW>es only with these mystei;ious followers. 

Priestly Vestments: Natutally, prieste:Sses of 
Kriesha wear whi~ cetemonial robes. Unlike their 
brethren, they do not spatter them with the blood 
of their victims, preferring to keep them pristine. 
.Almost-without exception, they bear mac.es: these 
are not just ceremonial, as many who have dis­
rupted a rin.al have disCQVered to their c.hagrin. 

Adventuring Garb: Most priestesses of 
Kriesha wear whatever armor they can afford. 

they may-wear any armor except plate. so choice 
is generally a matter otpersonal preference. 
They hear openly the symbol of their goddess in 
Vos lands, but keep it hidden when among other 
cultures. Most carry a mace1 but none of the 
weapons allowed them· are uncommon. 

priests 
Requirements: 
PrimeReq: 
Alignment: 
Weapom: 

Armor: 
Major Spheres: 

Minor Spheres: 
Magical ltems: 
.,owera Over 
Undead: 
Powers: 

WJ.S 9, Con 12 
Wisdom. 
LE. NE, CE 
Standud (mace required at 
1st level) 
Any but p1ate, no shield 
Animal, Coinbat, ElemenW 
(Water, but spells affect ice), 
Necromantic1 

Protection; Summoning 
llealing, Sun, \Veather 
As priest 
Tum: No 
Command: Yes 
1} cbill to"'!b once 'per day; 
also .,.1 to saves vs. cold 
5) -wall of ice or ic~ 
.ftomi oni:.e per d·ay 
9) ~~ of 'old or Otilukc:S 
freezittg_1pbere once per day 
13) cold nsistanc~ (as rirtg df 
,.;amitb) 

proficiencies 
Priests of Kriesha gain religion ( Kriesha) as a 
bonus nonweapon proficiency at first level. Other 
proficiencies for metnbers of the church follow . 

The White Hand, The Winter Witches, The 
Great White Church of Karesha 
Required Proficiency: Survival (arctic} 
Bonus Proficiency: Apptaising (at 3rd level) 

k.ciesho:'s temples 
Temple 
WH 
WH 
WH 
WH 
WH 
WW 
Kat 
Kar 
Kar 

Repnt 
Damov 
Damov 
Damov 
Darnov 
Damov 
Fnischen 
The White Wttcb 
The White Wrtch 
The While Witch 

Level Province (Rating) DomainlRuJer 
1 Hoklep (3/4) Danigau/Daaig 
2 Starkhundt ( 413) Oanipn!pania 
2 Talhundt ( 413) Danipu/Danig 
2 Blood.shroud (415) The Vampire's HokVI'he Vampire 
1 R11apacht (316) The Vampire's HotdfI'he Vampire 
2 Coolin1 811Y ( 4/4) Grabentod/Graben 
2 ~ (213) White Watdl/Whhe Witch 
4 Mandal. ( 413) White: Watch/White-Wrtdl 
3 Oulu (314) White Wrtcb/White Witch 

WH•The White Hand of Kri4'Nl WW• 'The W'mter Witches 
Kar-The Great White Church. of K.uasb.a 



lnerine 
Godden of Fir.e, Beauty, and Art 
Lesser Godden of Arborea •. CG 

Portfolio: 
Aliiues: 

Domain N'.ame: 

r,r: 
Foes: 
Symbol: 

Wor. Align: 

Fire. love, art 
Lel.ra (Khinasi), Lara 
(Rjurik), Ayairda (Vosgaard) 
SongsheighV 
Olympus/Arbo tea 
Avani 
Av.ani, Cuiraecen 
Belinik. Kriesha 
Silver harp against a red 
flame 
Anynonevil 

Laenne, the daughter of Erik and Avani, appeared 
toward the end of the second century after Deis­
maar. She is a fiery goddess of beauty and love 
and a pattone~s of the arts. She is not a goddess 
who encourages her priests actively to convert fol­
I owe r$ to her. She is neither jealous of other 
deities nor is she vain. 

Instead, Laerme r.s content with the fact that 
virtually every intelligent creature on the cqnti• 
nent. honors her at some time or another, whether 
they are aware of it or not. E~n the Gorgon felt 
love in his heitrt once, so even he has given trJ.b... 
ute to Laermc. 

The goddess of art freely rewards any who cre­
ate beauty. Even priestesses <>[ Krlesha, her o.ne 
;md only se.riousrivalamongthe Cerillan deities, 
ha'Ve occasionally found the~lves blessed with 
the favot of Laerme. Where Kriesha represents 
coldne~s and calculated cruelty. Laenne is warmth 
and passion. 

The goddess is oot •fraid to punish as well as 
rewal'd: Those who actively deny love or who 
delight i',n destroying things of beauty in{;ur and 
suffer &om her i'trath. More than one Vos chieftain 
who wantonly destroyed p1~dercd artwork or 
Anuircan father who stopped his daughter from 
eloping has been struck with strange illnesses or 
found his dreams and waking haunted by a waifish, 
redhaired woman who seems a harblnger of doom, 

Many popular ballads af the Rjurik and Khi~ 
Nui 1ands center on Laerme and her affairs with 
Cuiraecen. NatUJ"afly,, the love affatts take on a 
more lusty tone amQng the Rjllrik, while the Khi­
nasi song.s revolve around chast~ Jove. Other 
p<>p~ songs in bath.cul.tures center on L.aerme's 
effort& to Qring "impossible love affairs" to happy 
~ondwl.ons. (A Rjurik sons of this type tells the 
tale of Laerme uniting~ lovets from feuding 
families ud bri~ the feud to a close by soft. 
caiag1he hearts of& parents. The most popular 
Xbinasi song of this stripe revolves atound a 
Mtn&dJc chieftain falling in love with the daugh· 
ter of his greatest rival.) 

lae.rme's o.vo.tor 
Laerme rarely assumes physical form. preferring 
instead to appear in the dreams 0£ tho~e she 
wishes to influence. She will thus provide artists, 
composers. or artisans with just the right; idea 
that will trllllsfonn a good wQrk into a brilliant 
one; or she might appear as the object of a per­
son's affection and reinforc:e a growing love by 
convlnr:;in,1;he dreamer that the love is. retumed. 
Similarly, she S01l\etimes a~ists individu~ls who 
pjne for someone, yet al'e too unsure of them~ 
selves to approach the object of their affection. 
(n such cases, Laerme reveals the feelings of the 
sileot lover in the dreams of the one they love. 

Legends and songs tell of Laerme walking 
among mortals in disguise t.o arr.uige lovers' trysts 
or to help an artist complete a work. Those who 
claim to have seen her report that she appears -as a 
radiantly beautiful woman, and all those who look 
upon her cannot help but he charmed by her. 
While ,seVeral sculptures of Laeane in the form of 
ultimate physical beauty (~s both a male and a 
female) exist in Anuire, t'he Khinasi lands, itnd 
even 1>ome elven lands, her preferred avatar is 
much less &mboyant th.an these images. 

When Laerme walks among mor4Js, she most 
fceque.ntly does so in the form of a petite, slendu 
woman with an almost boyish build. Her hair is an 
unn;ily mop of short, curly red hair that twists arui 
waves on her head like fire. Her lips are thin, her 
smile is broad. and her laugh is soft. Her body is 
finely muscled, like that of a dancer, and her move­
meqts are Ouid and .catlike. Her dress is modest, 
but always denotes a social status equal to the per-­
son s~ has coooc t.o assist. \\!hen &be can, she~­
to appear as a person in a profession similar m that 
of the individual. sbe hopes to aid. Laerme chooses 
such a form for two rea$ons: f jr.tt, when 'Visiting a 
man, she does not want to dist.racl him &om bis 
heart's desire; nor does she want a woman to feel 
less secure in her own beauty. Second, Lae.rme 
tries to reinforce to those she interacts with (ptt~ 
ticularly poets and artists) that beauty comes from 
the inside as weU as outside. 

Anyone who spends a tum (10 minutes) or 
more discussing art or affairs o{ the heart with 
Lae.cme"s avatar must save vs. spe11 at a -2 
penalty or be cbanned (per the cbat:m pmott 
spell). Other than her extremely arttculate 
insight, the only hint of Laerme's divine 
nature ca~ be found in her eyes. If a 
person ga;as' into the woman's eyes, 
there is a 10% chance one mipt 
witness the brown .irises flickering 
briefly to red. 

Laerm:c avoids cQmbat, 
a.nd bet avat,a.r frequently 
goes unarmed. When 
her avatar does 
carry weapons,. 
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they are limited to a short sword, a short bow, and 
a quhrcr ef six arrows. Th~e missiles are unique 
an'O'llls of seeking th,at hil automatically, inflkt no 
damage, and disappear (they Tetum to her qwvc.r) 
as soon as they hit. Victims who are struck by an 
arrow must save. \TS. -spell at a -2 ~!malty; a failed 
save mean~ the target bursts into flames and suf~ 
fe~ 10d6 points of damage. The target must also 
roll sa'ling throws for every flammable object. on 
hi5 person. ff the target suc~eds the lnitial saving 
throw, he is tre~ed ~.s if the avatac had cast a 
charm perscnr spell upon him. 

The a~ of seeking function only for Lacrme. 
Anyone efse attempting w use them will find tha l 
the.y function as al'n;>Wi$ -2. cuned. 

Laerme .fights only under the most dire of cir­
cumstinces. She bas the combat abilities of a 
16th-level bard. 

the church 
Clergy: Priests 
Clergy Align: LC, NG. CG 

Laerme is not a goddess who is servi;d by a wide­
spread and organized church. Her priests are not 
concerned with making converts, and rarely do 
they even erect temples lo their deity. Instead. 
they a.-e most often found as lhc heads of artis~n 
shops, in positions as court sculptors and painters, 
advisers to rulers, ll.nd wandering courtiers. Fre­
quently. temple.s of Avani and Cuiraecen (particu­
larly in Rjurik and Vo~gaard) wilt hav~ small 
shrines devoted t<> Laennc, ai'.ld priests of the Pire 
God~ess will occasionally visit these temples to 
tend the shrines. But such visits take place: only 
on holy days, for on oi:dinary day$, every romantic 
act, cv<:~ywork of al't created, and every fue on 
Cerilia honors Laerme. 

Dogma: 1'hc various churches of lacnne are 
more diverse than perhaps any other faith in 
Cerilia, despite the fact that it is one of the 
smallest. Thi,-ee distinct churche~ ue known. In 
Khinasi lands, the Church of Lc.fra believes that 
artistic endeavots ex1st to define morality, and 
that the human s_pirit is the greatest canvas of all 
The followers of Leira believe that art i5 virlue1 
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and to understand onejs to understand the 
other. They promote the pursuit of art as 
the pursuit of vjrwe. They believe these 

virtues exist in everyone, bo.l that cul­
tural traditions suppress ittifsome. 

The lljurikvalue ~not only 
:i£ a goddess o£Bre, Which warms 

th~irbalh l.n thefuu:sh winters 
tblf en~Jttoud the highland!, 

but also as a goddess of 
paB5iOn. The R,jurik 
people are, in many 

wayst a collection 

of contradictions. They are a wan:ior people, for 
th~ir enviTomnent does not provide the sort c>f 
i'esources available in more temperate climesr .and 
some of their kind seek to exploit what resources 
exist. Oe!.-pite this, the Rjurik are a warm-hearted, 
passionate people who are willing to share with oth­
ers wh() treat them with. courtesy and res~ct. ltis 
to this side of the Rjurik petsonaUty th.at Lara 
appeals; as she warms their halls, so too does she 
warm their hearts. She would be welcome m any 
Rjurik halJ simply because $he is the <laughter of 
Erik, but her role in inspiring the skalds and great 
poet.s of the north make her ~ially ~. 

ln Vos lands, .A}t-.t.irda is an enemy. The priest­
esse5 of Krie:sba loathe everything for which .she 
stands, and they portray her as an enemy of their 
great goddess. The church of Belinik depicts her as 
nothing more than a fine conquest; ti,,ey do not ste 
the beauty of her spirit. ~5l)it¢ the conte"'1pt with 
which most Vos bold Ay~irda, she I~ the one god­
dess who manages to lure $<>me of them from their 
dark, destructive ways. Sho does nothing actively 
to achieve this; it is the ideal th.al she embodles 
that the Vos f md attractive-that the world need 
not he ugly and har~h, filled with the sounds of 
enemies dying and the lam,entations of thoso taken 
as 5laves. Pcrhap!i more than any other deity, 
Ayairda's ideal draws disaffected Vos from their 
lands t"6 settle in other places. Mo~t are not even 
aware of her, let. alone what. ~be represents, but 
tliey are aware of something in."i<Je them that seeks 
out answers other th~n those given bythc harsh 
and mel"'<:"iles.s priests of the Vos pantheon. 

the Anuireans and Brechts treat Laei:me as 
their muse, looking to her fol' artistic inspiration. 
She is also venerilted by those who seek her 
blessing. in matters ol the heart. Jn R:thlev, in 
Brecht lands, she is worshiped by those who 
resist lhe influence of Tsarina Marisha and her 
minforu in the church of Kriesha. 

Day-to-Oay Activities: Adhe.-ents of 4erme 
have {~w temple holdings to maintain. Most. of 
them are not attached to anr. particular temple, 
in>icad working independently, perhaps erecting 
(at best) a small shrine to their ~de$S. For the 
most p~rt. thecy engage in whateve~ activitieli in 
whicn they are employed. All priests and p1'icst­
esses are required to take up 11ome form of art: 
lbey need -not earn ~ living at it, although many 
do, but they mu~leam anappredatk>n for beauty 
by atlcmptingto create it themselves. Laerme 
does not restrict her wQrshipcrs to any {>.arti~ular 
form of art. They can putsue any cre.,ative in•­
esl, wJ1ether it be scuJpting:, painting. or another 
visual art; or they may_choose mta.tic, poetry.. or 
#terary composition. All that Laenne requires of 
her worshipers il:i I.hat they g.iye something of 
themselves to their art. 

Holy Days/Important Ceremonies: The 
ntos~ important ceremony in the church is the 
one which brings two people together in a. maT-





riage of love. Not all wedding ceremonies arc 
presided over by a priest of Laerme. but most 
that are fueled by true love, rather t:ban conve­
nience or convention, ask f~ Laerme's blessing. 

Other events that often draw the participation 
of the clergy of Laenne ate those that dedicate 
or: unveil an artistic accomplishment. Many of 
the more devout artists offer up their work to 
$ejr goddess, but as pleased that she is that they 
offer it to her, she raTely accepts, for she desil!'eS 
that beauty be shared with the world. 

Major Centers ofWonbip: Perhaps the most 
famouli of all the church holdings of Laerme are 
those in Binsada, where the worship of Avani's 
daughter is the state religion. The tem~les there 
are actually rather smaU when compared to those 
of other religions, for even there, the priesthood of 
l.eira seeks to remain u.nattaclied to administrative 
requirements. Despite the size of these chapels 
and shrines, they arc beautifully crafted; the cruef 
temple in Ber Dairas is an arcliitec.tural marveJ. 

Ari.other important, if less well known, center 
devoted to Laerme is the artistic community of 
Rhuannacb. The human settlers in the southern 
provinces of that domain are refugees from lost 
Djira. They were allowed by the High Lady of 
Rhuannadl io settl~ there afoor they were forced 
to flee their homes. they brought with them the 
worship of Leira. The eltres of Rhuannach do not 
share in this worship, but they graciously allow it 
to flourish , for they appreciate the artistic accom­
plishments pf its human followers (as well as the 
lack of effort to convert the elves). Despite, oT 

perhaps because of, the constant tension in 
Rhuannacb caused by her enemies on neatly every 
border, the artistic community in Rhuannach may 
be u~parallcled by any other in Ccrilia. 

Affiliated Orders: Laennc has no known mil­
itary orders dedicated to her cause. Sm.all orders 
have spruni up from time to time, filled with 
artists who bad lost their muse. 01:' individuals 
who were spumed by the object of their affec­
tion. These groups are ephemetal at best, lasting 
but a short while. 

Many arlistic communities and bardic colleges 
take Laerme as their patC'oness. The Jmperial 
Academy in the City of Anuire has on its grounds 

a lovely shrine to Lae~e. which is maintained 
by a few priests despite the belief that nothing 

innovative h~s come out. of that society for 
MAfYYeatS. The Greenhills Conservatory, 

in t.hC Ercbannien Forest in Aerenwe, one 
of the few remaining great bardic col­

leges in Anuire, begins every evening 
meal with a simple prayer to laume 

that she continue to favor them with 
her grace. 
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~Vatments: The ®r· 
emoniil gari> oI La~~ 

clergy varies from cul­
ture to culture. but 

all display prominently the symbol of their god­
dess: the harp and flame. ln Anuire, priests and 
priestesses wear fashionable dress, always striving 
for. the elegant over the llashy. Kbinasi dergy wear 
golden robes trimmed in red, Rjurik priests simply 
hear a small oil lamp in one hand, and sometimes a 
batp in the othel:'. 

Adventuring Garb: Priests of Laerme disdain 
armor wbeo adventuring or traveling through dan­
gerous lands.. 'Ihey prefer to rely upon their natural 
charisma to overcome dangers. They certainly are 
not fools , and will arni themselves, preferring a 
bow over melee weapons. They often hire warriors 
to guard them and any per.sons in their care. Nor­
mally, they wear simple, stucdy traveling clothes, 
displaying their affection for their goddess with 
only a simple holy .)-ymbol, which they wear as a 
piece of jewelry OC' embroidered upon a doak. 

• priests 
Requirements: 
PrimeReq: 
Alignment! 
Weapons: 
Armor. 
Major S_pheres: 

Minor Spheres: 
Magical Items: 
Powers Over 
Undead: 
Powei:s: 

W1$ 9, Cha 12 
W"iSdom 
LG.NG, CG 
Standard, plus bow 
None 
AU, Charin, Creation, 
Element.al (Fire), Healing, 
Prot:cction, Summoning 
Divination, Sun 
As priest 

Turn: '\:es 
Cornma,nd: No 
l) affect normal fires or 
bumi,.g bands once per day 
3) prodwc~ flame once per day 
5) fire cbann once peed~ 
7) charm monster once per day 
9) produce fire or {irtball once 
per day 
11 ) fire -resistance as the ring 

proficiencies 
Priesb of Laerme gain reHgion (Laerme) as a 
bonus nonweapon profkiency at first fevel. 
Other proficiencies for membe.rs of the church 
follow. 

Ayairda's Cleaming Home 
Required Proficiency: Disguise 
Bonus Profl~iency: Acting (from The Complete 
Bard's Handbook, at 4th level) 

Binsadan Temple of Leira, J)jiran Temple of 
Lei.ra 
Required Proficiency: Any one artistic profi­
ciency, agreed upon by the OM 
Bon.as Ptoficien~y: Etiquette (at 3rd lev~l) 



lnerme's temples 
Temple Regent U¥el Proviace (lhting) Domain/Ruler 
ACH V.erklevven l Edarlukyy ( 413) Rmlev/Rcxielorisk 
ACH Vierldewtn 2 Evuarr ( 413) Rzhlev/Rodelovisk 
ACl-J Vierldevven 2 Moleolof ( 413) Rzhlev/Rodelmisk 
ACH Vierklewen 1 Nyurelw (3/4) Rzhlev/Rodelovisk 
ACH Vierklevvon 2 Nyurskyy (314) Rzhlev/Rodelovisk 
BTL .Mandil 3 Bu Dairas ( 4/ 1) Binsada/~l-Re$hid 
BTL Mandil 1 Dci.thel < l/4) Binsada/et .. Rcsb.id 
BTL Mandil l Ghouref (1/4) Binsada/el-Reshid 
BTI.. Mandi! 2 High Asatwe (312) B~da/el-R~hid 
BTL MandU 1 Khesselim (1/4) Binnda/el-Re•hid 
BTI.. Mandil 2 Low Asarwe (312) Binsadalel-Re1hid 
B'I1.. Mandil 1 Mennoune (213) Binsada/el-Reshid 
BTL Mancill 2 el-Tasri (213) Binnda/el-Reshid 
BU Mandil 1 Ffdasa (213) Sendoure/eJ..Duatim 
BTL Mandil 2 Ghoudaia (510) Sendoure/eJ-Duatim 
BTL Mandil 1 Serir Riga) (215) Senclourelel-Duatim 
BTL Mandil 2 Shirshet (4/ l) Seodourelel-Duatim 
BTL MaAdil 1 Stila1a ( 1/4) Sendoure/el-Duatirn 
DTL el-Wasir 0 .Allai~ ( 1/8) Rhuannach/Garradhgynn 
DTL el-Wasir 2 Glyncaerwyn (3/7) Rhnannach/Garradhgynn 
DiL el-Wasir l Morwyth (217) Rhuannach/Gan"adhgynn 

ACH-A.yairda's Cleansing HODlC 
BTL-Binsadan Temple of Lein 
DlL-Djiran Temple of Leira 

ruo.cnil 
The Moon God, tbt Silve~ Prhtce 
Lesser Power of die Outlands, N 

Portfolio: 
Aliases: 

Domain Name: 
Superior: 
Allies: 
foes: 

Symbol: 

Wor. Align: 

Night. moon, magic 
R,ilni (Khinasi), Lirorn 
(Rjurik), Lirovka ('\losgaard) 
1he Silver Lands/Outlands 
None 
Erik. Avaru, Ncsirie 
Belinik, Kriesha; occ~ionally 
at odds with Cuiraecen 
Silver crescent moon on a 
deep blue field 
Any 

Ruomil is the lord of rnagk. and the guard ian of 
my$tica1 places. Befo1e Deismaar, he was the 
Weaver, the tjtle given to the greatest -ofVoeynn's 
mag~s. He was esp~aUy_ favored of the old ~od 
of magic, for he brought him joy in. the years fol­
lowing Vorynn•s loss of the Vos peopJc to the cor­
ruption of Azrai. 

Vorynn's contingent at Oeismaar was very 
small, con$isting of~hose fe.w Alluirean wor­
shipers who cam~ t.o re-Vere him"and the handful 

of Vos tribes that remained faithful to their old 
ways. Many of those present we.re ll)ages, but so 
chaotic was- the battle and so weak were their mag­
ic,al s kills when compared t o the epic powers 
unleashed by the gods that they had little effect on 
theii: enermes. RuomU himseli led an effort to lln 
.the Vos tribe$ ,..,.,..y from Azra i and back to their 
old godt hut AZrai sent a host of fell creatures t~ 
attack Ruomil's small group to prevent him frum 
approaching ~ny of the Vos tribes. Legends hold 
that when Azrai manaJCd lo thwart Ruomil from 
his aims, the other gods were left with no ~terna., 
tive but t.o confront Azrai pel:'SOnafiy. The resulting 
devastation is already well chro.tiicled. 

Vorynn ~-towed a gift upon Ruomil before 
the gods sought to destroy Azrai: a siker 
pendant,shaped as an owl. When the gods 
were destroyed in the cataclysm that 
follawed, Ruornil (elt power like ho 
had never before experienced coW'S-
mg f nto him through the pendant. 
He knew that his. god bad 
channelled his esscoce int o 
him. With .a heavy heart 
(for be loved his godh 
he assumed his 
.responsibilities. 
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ruornil's o:uatar 
Rm;>mil is a myst~riom; power who rarely takes 
on lln identifiable avatar form when be seek~ to 
communicate with his followers. When ho due~ 
he usually appears 41.S he did in life: as a young, 
dark-haired, l>a le-skinne.d handsome y-0uth 
drefsed in silver robes. He was the youngest 
Wuvtr evei: to s~rve Vorynn, and he seems to 
pref.er to r~tain his youthful (orm in hi~ rare 
n:rapifestations. 

The Moon God prcfc~.s to communicat~ with 
~ollowenl 'i;hrough mea_ns o~er than perso~al vis· 
11'· Sometimes he appears in dreams, lea'Sllngfol­
lowers wit,h t~ iinpression upon waking ofbav­
ing some imJ1:0rtant task tQ accomplish, or having 
received an amiwel' tQ a plaguing questicm. Sto­
riQs related by some Qf R-uomil's itinerant follow­
ers.sugge~t that he c.ame to them on their jow-­
nti)'s in the guise of an owl or fl silver fox to lead 
them to places of safety or to mystical gla.deir 
never before seen by human c~s. 

the church 
Clergy: Priests 
Clcqy Align~ LN. NI c N 

The church of Ruomil is very small. 1t is com­
posed prim~J'ily of small shrines allendccl by 
priests and mage11; the&e shrines are rarely In 
public places. In add.it.ion, a few temple bol<lingi. 
are de:voted to the wotshi.p of Ruornil. E'Vcn 
these tend to be In remote areas of Cecilla, the 
mo$t prominent e;icceptlon being the small 
domain of Medoeru in southci:n Anuire. 

Dogma: Even to his worshi~ts. Ruomil 
seel1,lt a distant, mysterious god. He has set 
down no wrftten word. does not communicate 
regularly with his foUowCT11, and seems aloof 
&Om the daily affafri; of Ceril~a. l-t~ is i;he hus­
band of Sera, goddess of fortune and wealth.. 
and father of Efo~le, godde!is of nif:;ht and 
!>tster of thieves. Few claim to understnnd the 
connection between Ruornil and Scera. The 

Khinasi saholar Cidro Gerant, a clistin­
guish~d m~mher of the Discourse, bas 

S'l,(ggested that a $<mse of hamlony (:.xi~ts 
in the union ()f t;he Lwo, for Sera repre­
sents the tern poraJ and Ruor.niJ the 

spiritual side of huma11 existence. 
Both remain aloof from the daily 

affairs of th~ir adherents: only 
their daught-er involves her­

self regularly in hmnan 
concerns. Further­

m.or.,, the intc;ir .. 
e.sts of the 

two corn.e: •nto oooilict on1y r4fely, although the 
same cannot be.said for their worwp~tl!i. Sera 
supl;'Qrts Ruornil's protection o( the mystic!ll 
~lace$ of their world. and ~tis as often her hru.\d 
as Ruomll'.s that punishes greedy merchants who 
seek to destroy those places in search of great.er 
profl:ts. 

Ruomil's few earthly.gm\ls revolve around 
magic. The roost important seem to be the pro· 
t.ed.ion ol t:l:ie saurc.es of m~-tical P.:QWer that Sil,lf­

fose the continent of C-erilla, •Ut.d. the expansion 
()f the undentanding of the fabrk of m.agic. H'is 
follower& are devoted to aiding Mm in these 
goals, at l~st as far Ii> they undeistan(i them. 

In Brecht lands, e:specially in Rhe:ulgard, the 
mystical temples o[ the Silver Prince guard the 
wild plac.es that are steeped in the magic of the 
world. They s.eek to ptevent oubideN from 
despoilin,g the,.e sources, and they actively ally 
themselve.$ with ~rs of lib lt)ind. In Rb~, 
there ts peace between the followers ofR.uom.il 
and the elves of Coullahhie; the elves may not 
ve!nerate the Silver Prince, but they rospc:ct the 
c.are with whkh his follower~ ~d the ancient 
Coulladataight. The rural Btc<;hts di1.tingt:lish little 
bc:ltween the bdiefs of Ruomil and Edk. so similar 
Hus exist between those-;two religious grqups. In 
Treucht, the Treucht Ch;au<:hen combines the wot• 
ship of the two into a single religion. 

In Khlnasi lands, Rj.lni ha~ a slightly diff~rent 
role: I fc is I.he B~d~c of the Five Oaths ~o which 
every Kbin<lsi true mage must swe11r. His role as 
guardian of magkal i;ourc~ is secondary to this 
role. and lhe id~a lhat he guides magical disco\'· 
erics. is nearly unheard or in the landS devoted to 
Avani. Likewise, he i~ not as popular in Rjurik 
lands, for the Rjurik diBtrust wi7lards and their 
proteetio~ of the wild lands is done in tbe service 
of Erik. Ruornil'~ only role in Rjarik lands is that 
of moon god. 

Some very few Vos follow the tea~hings of 
Lirovk~. lhe heir to their ancient god Vorynn. 
Few know the heartless wastes of Vosgaar-0. but 
some speculation exists among scholars thal 
R.uornil works to win the hearts of the Vos back 
from bi.s great foes, Belioik and Kriesha. Schol· 
ars assert I.bat he stilJ bears t.he guijl of his failUTe 
to return them to the worshlp ofVorynn at the 
battle of Deismaar. Other"s suggest that despite 
his love for the old god of magic. Ruornil knew 
that the god.s were to be destroyed in tl:te bat.I.le 
and a new generation of powers was to take their 
pJace. They believe that Ruoroil knew what was 
to come even before Vorynn gave him the silver 
owl pendant., and be began to Jay plans even I.hen 
for the future of the war againSt the Shadow. His 
efforts in opposing Belinik and Kriesh.a arc said 
to stem from that. 
T~ese same theoriSts daim thal it is. no acci­

dent ~at Roornil's one theocracy, the do11111in of 
Med()ere in Anuire, iii so nearthtfl1ite of the Bat· 





tle ol Mount Dfiismaat. None othet than Suris 
Enlien know the reason that R.uornil sought to 
cr~ate a church (as well a~ a politital means to 
protect it) in wM.t were o~~e the eiutern prov­
ince.a of Diem,ed. Scholars ~i::e mystified at t;be 
reports oft~ des.truction of Dierne<l's army at 
the ba.tt1e ol Moonstrike Keep, and further puz­
zled by those who suggest that Ruornil actQally 
appears in avatar form to Suris , Prophet of 
RUQmil. The dQctrine of the church 0£ Ruomil's 
(::etestial Sp~ll doc-s.. not seem any different from 
those other, more remo(e temples1 but iu loca­
tion m a relatively heavily settled area of Anuit'e 
seems i,n k-eeping with that doctrine only when 
one considers the proldmity of the site of the 
land bridge on which Mou.nt Dei.smaar was 
located. 'Ib.cologians and othc;r 5t~dent$ of Ill)'$· 
tical lore ask of the theocracy their questioru 
about Ruornil's message, hut the theocracy 
avoids answering them. 

Day-to-Day Activ.ities: The maJorlty of tbe 
daily activjJ~es :of Ruot11il's church are de'VoteCI to 
~c.compliiohing the goals of its g<>d. Members 
work tirelessly to defend the sources of meb­
haighl and ~and theii; und.erstaodi11g of the 
na. ture of magic. Many of them are hermits. pre· 
ferring the solitude ohhe wildf!'me.S.s to the press 
of urban life. They chArt ley lines, seek o.utcaem­
baightien, and ally with l"~gcr.s and oiher wilder­
ness peoples to prevent intruders from de5poil­
ing these source.,. 

Holy Days/Important Ceremonies: The 
autumntl equino.x: is the principal annual holy 
day of the church of Ruomil. On this day. t:bmch 
1J1emberi1 make symbolic offc!rings of it.ems of 
magic to their god, seeking to rctum to the earth 
the magic that they: derived from it. Pri~ts. and 
followers of Ruomi) also hold rituab on. th~ Eve 
of the Dead, for it is said that the Shadow World 
bec;omes $trong on that day; ever sinc.e chc .Battle 
of Mount Deismaar, the church of Ruomil bu 
engaged in rites th.at keep the influence of the 
SbadQW at bay. 

The followers of Rut.mil observe the rising 
of the moon every night as the ascendance of 
the ~fluence oftheh· god over the :sleeping 

world. No special ceremony attends this 
event; each follower observes it in his '()WD 

way. Many of R~ornil 's followers are 
n.octua-o;U in their lifuc.ydes1 pref erring 

the influcmce of. t.heir god C?Ve.r their 
waking hQurs. Others prefer to be 

ac~ive.during the clar, taking com1 

fort in the prottction of thefr 
. go ni~i When the moon 

';l.s;rendapt. Ruornil 
fecms not to favor 

elthewoup over 
1. ilfe ·other. 

Major Centers..of Wonbip: The most famo111 
temples of Ruomil are ~ Teins>le of Rilnl in the 
Khinui domain qf Mairada and RUQmil'a C~les­
tial Spell in the dQmain of Medoere i~ Anuir~ 
The T~ple of Ri1ni. his", existed n~as long as 
Rilni has been the god of maJic. lt was founded 
shortly after the events of Deismaar. du:ring ,.a 
tim~ that the re.1igio11$ convidioru of the Basatji 
pe,ople had not yet l>eQ detennined. It remaiQs 
toda;y, in spite of the ascc£ldan:te o{ .Avani over 
the heatts Qf thet Khinasi, aa ·one o£ the printip-1 
holdings of the ~urc:h ef Rilni..,In ac;ldition to· its 
role as the location where all Khin4si true mages 
must swe~ the Pi~e Oaths, it is abo a..ma~r c;;en­
te.- of nlagi~ study1 Jts white towers, built 9,f no 
local stone. shine silver in the tight of the moon, 
an inspi.r.adon to those of the faith who spend 
time there. Its halls are unusually silent, for 
Rilni's followers are given more to refle¢on and 
5tudy than tQ disc;:ourse. 

None know for certain why the Temple of 
Rilni was built in sueh a re!tnote location. ·as the 
Finge.rs of Ayan. Perhaps their ~od foreliaW that 
its only defense would be its distance from the 
daily a.ff.airs ·of the wodd, or ~rhaps its archi­
tects simply ptef erl'ed to build in a location. 
whei:e the studies of {utur.e pherat1ons wo1,1ld ~ 
undisturl,>ed . .Any who have .seen tl;le mo"On from 
the Peak of the Cr~cent Moon, on which ;the 
temple is built, need no further e.xplanation. for 
it s~ems jwt barely out of one's r.each.. 

AffiJiated Orden: The pnly knovm affiliated 
order of the churc::1t is indistinguishable by many 
from the temple w which it is ~ttllchecl Ruornil's 
Silver Guard1 affiliated with the church of the 
same name, ls a c-ollection of r-ngers. magicians, 
a few rogues, and other folk who aid the ehutch 
in. defending the wild lands of Greves:muht They 
arc alJo known to the Brecht,s u the G~1mf.lhl 
Guard, a group of scouts which has a distin­
guished past in the defense of Grevesmilhl and 
allied realms, 

AJim.all hut growing milltary oC"det in Medoere 
calls itself the Order t>f the Sifve~ Crescent. 
Locals are beginning to call tliem the CJ"esc:ent 
Knights, ~o the order niay he ~aining .a reputa~ 
tfon. So far, they have not needed to put their 
nulitary skills t.o any serioll$ t.ests. 

Othe.r groups may exist, but would be so few 
in number that they ari not known oublde their 
immediate area. Perhaps smaU ,cirdes ofmages 
devoted to Ruo.rnil1s beliefs exist somewhcte in 
secret, but a.s most m.ages tend toward solitude, 
few such c.irdes are likely to exist • 

P.rie11dy Vestme-nts: The dergy of R.uor:nil 
we.at deep blue robe.s trimmed in Silver with a sil~ 
ver crescent moon embroideri;:d on 1:he chest. 
The priests carry staves of darkened wood on 
wh.ich are attached silver runes and other sym· 
J>ols of magical power. 11ie.more rune$ that .exist 
on a pri¢st's stai.f. the greater his ma.git'1 kn.owl-



edge, and the greater the respect given. to his 
words ani:l insights. Mos.t-priests defer to the 
judgmept of these seni9r priests. Few other 
weapons aie borne by Ruornirs priests in cere­
monial matters. 

Powers: 1 ) Spell abilities of a magician 
of half the ptiest'6 lewl. (No~ 
that sci9n and ("egeflt pri~~ do 
not gain the spell abilities of a 
true wizard of half the priest's 
level. Only the magician skills 
are ~ined, regardle.ss of 
whether the priest is a regent;or 
seion.) 
9) -2 penaltyto opponent's s.av­
ing throws vs. the priest's maF 
when the moon is in the sky. 

Adventuring Garbi Priests of Ruornil do not 
wear armor, even. whe.aadventuring o,r traveling 
1o dangero u,S ,are,.s. They prefer simple, durable 
dothing d~si_gned to endure the t.igors of tr~vel. 
Most do not bear a symbol of their god, fot 
Ruomil doe$ oot require gr~nd t,>utward dispb~ 
of devotion. Most priests carry only liltht, practi:.. 
cal weapon.ti. They prefer to defend themselves 
with magic rather t han weapons. 

priests 
proficiencies 

.Requirements: 
Prime Req: 

Wis9j lnt l 2 
Wtsdom 
LN. N,CN' 

Priests of Ruornil gain religion (Ruornil} as a 
bonus nonweapon proficiency at first {eve!. 
Other proficiencies for membeJS of the dturch 
follaw. 

Ali~ent: 
W~: 

Armor: 

Dagger, javelin, qua.tterstaf.f. 
sling, Spear, short sword 
N~;me 

Ruom.il's Celestial Spell 
Required Ptoficiency: Spelk raft 
BotlU$ Proficiency: ~qatiort (at 6th level) 

Major Spheres: 

Minor Spheres: 

Magical Items: 

All, Chann1 Divination, 
Healing, Necrom:tntic, Plant, 
SWi, Tune (TC1M), Wards 
Combat, Protection, 
t,ravelers (ToM) 

Nadtteben, R~'s Silver Guard, '{be Tos: of 
Lirorn, The mucht Cbauchen 
Requited Proficienc;.y: Spclkraft 
Bonus Proficiency: SurvivaJ (appropriate. terrain 
typei at 4th level ) 

Powe.ts Over 
Undead: 

Temple 
RCS 
RCS 
RCS 
RCS 
Ne 
N'e 
Ne 
Ne 
RSG 
RSG 
RSG 
RSG 
ToL 
ToL 
ToL 
TR 

.&.priest 
Tum: Yes 
C<munand: No 

8,epnt 
Enlien 
Enlien 
Enlien 
~nlien 
Tunraus 
Tunraus 
Tunrau1 
Tumam 
Helms en 
He1m$ell 
Helttiscn 
H~lmsen 
Etke 
Elke 
Elke 
minRtlni 

LeVel 
1 
4 
3 
2 
0 
3 
4 
0 
2 
3 
3 
3 
2 
1 
0 
2 

ltCS=Ruomil'1 Celesnal Spell 
Ne•Nachte~n 
RSG• Ruornil's Silft.r Guard 
ToL=The lbr o{ Lirorn 
TR=The temple Qf Rilni 

Temple of J.Ulni 
Required Proficiency: Spelkraft 
Bonus Proficiency: Astrology (at 7th level) 

Province (Rating) 
Caeic.as ( 411) 
Afamjer (4/1) 
Braeme (312) 
Caerwil (213) 
BelU'aben (019) 
Coulb~raigh (413) 
Podenstahl (.513} 
Zedforst (O~) 
Du.beawald ('3/4) 
Gir;daur (314) 
Haldwaren ( 413) 
Rulsfeg (611) 
Holde (215) 
Nourne (1/6) 
Sotfeel (2/5) 
Mail."ada (~) 

Do...wRuler 
Roesone/Roesone 
Medoere/Enlien 
Medoere/Enllen 
Medoere/Enlien 
RheulprdiKaysun 
~ulprd/Kaysun 
RheulprcVl<aYsun 
Rheulgard/Kaysun 
Greveamtihl/KarlbuJ'gher 
Grevc=smUhJ/KarlbUtgber 
G:tevesinnhVK.arlburgher 
Grcvesmohl/Karlburgher 
Wolfgaard/Kuppe1 
WotfparMCuppel 
Wotfpard/Kuppel 
Mairadalel-Mal'.r 



A priestTegent is a powerful charadt?T with 
vast re.c;ow:ces, numerous contacts and 
allies, and thoo~nds of followers, He is a 

leader of his faith and a living vessel tor the will of 
a deity. Like a \\.faard regent, he has access to king~ 
dom-shattering realm .m.agic--hulhe wields far 
more temporal poweJ' than a S()utary archmagc. 
Like a th.ief regent, hi l> hole.lings tend to be-scat­
~red far and. wide thTOughout kingdoms .ruled by 
other regeots-bul the priest is more often wcf­
comed and accepted as a part of the ruling elite. 
Capable of exercising magical, spiritual, and 
temporal power in order t.o achieve his goals, the 
priest regent is far more: powerful (and some­
thnc!l more dangerous) th.an he might appear at 
first glance. 

• 
strute~es 
undtuctics 

Cnfortunatcly, a priest regent's areas of influ­
ence can attract danger. With hii.o power 
41nd fame come enemies, rivals, and individuals 
wtio would seek to manipulate him for their own 
gain, NQ one gives much thought to a typical 
fow-leve1 priest adventurcr-s.uch characters are 
often beneath the notice of the mighty and pow­
erful. But a priest regent with temples, follower:., 
and wealth at his command ii> hardly a small fish 
that can slip through the act~ of ,his enemies. He 
must be constantly vigilant o( those who would 
drive his followers from their faith, and of those 
who would like to .sec him reduced to personal 
insignificance. 

In this section, we'll exam•nc some of the 
strategic concerns of the priest-regent. How can 
tho regent en:.urc that his faith grows and pros­
pers? How can he navigate the trea<:hetoias 
waters of Cerilian politics and survive the 

attentions of powerful and hostile NPCs such 
al' the awn.sheghlien? And when the time 
cqtn~s oo meet his foes in open battle, bow 

can the regent triumph over his enemiei;? 
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the priest's 
do1noin 
A s a priest regent, a character might be 

the leader of an entire faith or religion. 
Each of Ccdlia's deities is worshiped 

under several different names in widely scattered 
lands. meaning each prie.sL is l"espQnsibte fOf' the 
success of his rcligjcni in his own a teas of iollu­
ence. Each priest leads an Important '$ect or 
b.ranch that may include a few dozen to hun­
dreds of thousands of followers. 

The domain rules pTescnled in the Bumwo~ 
Rulebook translate these fQllowen and influence 
into terms of as11~ts: provinces, .ruled, holdings . 
armie!> and fortre..oqSe$, 11nd anything else a leader 
might. use as a resource. For priest regents, the 
most important assets are temple holdings, law 
holdings, provinces, lieutenants, and the priest's 
court. 

temple holdin~s 
The temple holding is the defining elem~nt of a 
priest's domain. If a priest. character rules prov­
lnces and command~ armies but doesn't. main• 
tain temple holdings. be li; not. ruling a priestly 
domain. Wilhoot temple holdin~. a priest. can't 
cast realm magic oT make use of his free agita­
tion action. 

For game purposes, a faith is compo!>ed-0f all 
tbe temple boldin~ under the leadorshjp of a 
single priest regent. Each holding represeots a 
percc11ta.ge of the -Ontire population of its prov­
it1ce. For ex.ample , a priest. who holds a temple 
(3) holding in a level 6 province is the 5prritual 
leader Qf approximately half of that provj ncc's 
population, o r somewhere in the vkinity of 
15,000 people. In game terms, it's only a le~el 3 
holding-but in role~playing terms, th1s ts both a 
heavy rcsponsibif ity and a tremendous resource 
and source of strength. 

Naturally, not all of the individual.& represented 
by a temple holding are ready to answer a call for a 
cTusade, an im<itat ion to tithe, or a command to 
ignore the king's edicts because the priest regent 
has declared the king an enemy of the faith. The 
great majority or the faithful will go along with the 
pi:iest regent's dictates onlyfo the point Where it 
seriously inconveniences (ot endangers) them; 
beyond th.at. the ranks of the f aithfut might begin 
to thin. But in geoeml, enough people ob~ iheir 
priest's edictH to successfully· accoroplish-a wide 
ra n.gc of domain actions in the coUIS.e <>f the 
dQmain tum. 



While a body of loyal worshipers is the heart of 
a temple, a number of ph~ical asM?ts IU'C assumed 
to he included io a temple holding. Property and 
buildings belonging to the faith are the outward 
assets of a temple holding. Shrines , temples, 
monasteries, cathedrals, or similar places of wor­
ship are the most obvious examples. In geoeral, a 
temple holding includes one minor worship site 
(a shrine) per level. one major worship site (a 
good-saed temple) per two levels, and one great 
worship site (a cathedral) per four levels. For 
example, a temple ( 4) holding would probably 
comprise one major cathedral, two mediwn-siud 
tea:µples, and four lesser sites such as monasteries 
or shrines scattered throughout the area of io£lu­
encc. This is only an approximation, since indi­
vidual faiths vary witl\ the character of the deity, 
the wor£hipers, and the priestly hlerarchy. A level 
4 holding of Erik in Rjurik lands, for example, 
might comprise a large number of s hrineio and 
even some temporary or por"Uble facilities. 

Temple assets might aJso include properties 
administered hy the faith such as vineyards, 
orchards, or defensive outposts. In Anuirc, it's 
not uncommon for a king to "support" the local 
fai~ by offering small plots of land to the hier­
archs and high priests whose loyally he seeks. 
These properties ~ considered part of the tem­
ple holding'' tum-to-tum assets for collection of 
regency and taxes. 

It's also reasonable to a.ssume that the regent 
(and those who .serve him) has a permanent resi­
dence. Temporary residences might also exist in 
Car-flung provinces for the regent's occ~sionaJ 
visits. All these facilities wilJ usually include .a 
staff to maintain the dwellings . Permanent 
home!J may evco indude acces8 to low-level sup­
port in the f0 rm of spellcastcrs, equipment, or 
men-at-arms. Depending on the fa1th, every 
province in which the priest has influence may 
have these .services available. 

personnel 
Also included in A temple holding are a number 
of priests, temple aioldiers, acolytes, and other 
such characters who make up the admini~-trative 
hierarchy of the faith. Generally, a minor site 
require5 one to three priests and acolytes: a 
major site includes five to eight priests and 
acolyte$; a great site indudoa 20 to 50 priests 
~tid acolytes, supported by ten to 30 men-at­
..._. Aaain. these ownhel'5 may vary depe-nding 
on-the J.ny. ~ulture, and other c:.ircumstances. 
The recommeeded lcwcl and cl.Us of temple per­
.tonne! il1'C .shown below. Not every temple will 

...!l41POrt a Mlmac~c~er tyg~or. 
'dialler altes. ili'ff :tiirglft?fndiade one or 
member (mid tq high level) and several junior 
membcQ (0 or ht level). 

Acolytes 
90% 0-level 

2% Fl or Tl 
496 PrJ 
396 Pr2 
196 Pr3 

Clergy 
5096 0-lcvel 

296 Fl or Tl 
2496 Prl 
1296 Pr2 

6% Pr3 
396 Pr4 
296Pr5 
196 Pr6+ 

Mcn-at-anm 
7096 O·leveJ 
1696 Fl 
8%F2 
496 F3 
296 F4+ 

The highest-level pric~t at a site i!I not always in 
command. Many important administrators and 
temple heads are 0-level characters, while acolytes 
with adventurous inclinations (or particularJL 
pious natures) may quickly reach 1st or 2nd leve. 
High-powered llpellcasting ability among the 
priest regent's underlings it rare as a result. 

fortificntions 
A fortified temple holding repres~ts a province in 
which some or all of the major buildings and prop­
erties are physically fortified to with$tand attack. 
Although an invader may be able to suppress a 
temple's activities by preventing people from 
openly supporting their faith, the structures (and 
more importantly, the les..er priests who adminis­
ter them) should be able to weather such an attack 
for a period of time, unless they come under direct 
assauh. In those cases, the defCnders oC reinforced 
temples and shrines enjoy major combat adva.n­
tages. Fortifying a holding is not a guarmtee that it 
will he immune to all conceivable attacks, but it 
does mean that an enemy will have to devote con­
siderable time and energy to the task. 

• provinces 
Some priest regents are recognized a~ the titled 
rulers of their land11. R1.1ling a small ki.ngdom as a 
theocraey (or an outright dictatorship, jf the 
priest regent is so inclined) is common in Cer­
ilia. For example, the domains of Mcdoere 
and ·talinie in Anuire are lands in which both 
temporal and spiritual power rest in the 
hands of a single regent. 

Ruling a province offers a number of 
u11eful benefits to a priest regent: 
Province rulers can perform. taxa­
tion, raise armies. and strong-arm 
rival empl~ with the threat of 
physic occupation or de-
struction. tmportantly, 
a priest regep ~n do 
anything he like' v.it~ 
in hlsown 



borders without conc,erning himself about what 
the king of the land might have to say. 

However. ruling a province also creat.cs a poten­
tial vulnerability in the priest's do1nain. Although 
rulcrship gi\1es the priest an aveoue through which 
he can muster temporal power and apply the 
threat of armed for,.ee against his enemies, a prov­
in.ce must al!>o b e d~fonded against att ack or 
encroachment by rivals. hi the long run, a priest 
can be j1,1st ilS eff ecti.ve by remaining a nonrulcr 
and building up his temple holdings as he can by 
trying to forge a holy em pi~. 

luw holdin~s 
Many priest rcge:nts command some degree of 
temporal authority in provinces of their faith. 
Even if the priest doe~ not actually rule the prov­
ince, his religion may be granted special privi­
leges, powers, or responsibilities under the law. 
These are .represented by law holdings. Although 
law holdings are not as inherently desirable as 
temple holdings or province rulership for priest 
regents, thf:Y can be extremely useful for helping a 
priest to maintain control in a province he rules, 
ot tQ e)(er.cise influence tn a province in which he 
is int,cres~d. 

What type of1aw holding might a ptiesl com­
mand? In marty cases, il will represei:rt an expanded 
temple soldiery entrusted with the enforcement o( 
law in and around the temple properties. A power-

• {ail temple that controlled fully one-third of all the 
properties in a p:ovince. _for example, might be 
afforded by the king the rJght to enforce law and 
order on the temple's grounds and among agents of 
the faith. In such an area. two parallel j1,15tice S)'l'• 
tems and Jurisdjctions might exist-the king'!> law 
and the temple's law. 

A priest regeot might 01lso comrol law throuith 
&t.ro.n~ bpirltual influence among leaders of the 
-community. A local c.onStable ofikially works for 
the kin~, but his first loyq]ty mi@t lie with bis 
faith. In fact, the constable might even donate 
fund.1 C.Qnfi!icated in the king's ruune to his tem­
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ple, or might as,k h>c:al priests for guidance 
Wt ~iving a difficult set of orders or laws 

tQenforce. Jn some province~ , nearly all 
civic leader.s might strid:ly observe the 

dictates of the failh (while in othets. 
virtUfllly n,o~ qf the leaders might be 

among ihe faithful). A priest regent 
who uses hiS' law holding tO make 

claims against a rival tcniple or 
guilds's tax c-0Uection is prob· 

ably doing so Chtough his 
influence among com· 

mwliiy leade!$. 

• or nu es 
V-0latile or 01i:litant faiths naturally accumulate 
armed forces that may eventually riv-.d th9se of a 
king. For the most part, a priest regent can get 
along quite well without an aYrny . . . uotil ·be 
angers an enemy to the point of drawing attack. A 
priest reg.~mt without suhstantia1 armed forces or 
fortified holdings could be "viped off the map in a 
single domain turn of hostile occupation. A priest 
therefore ha!i two i;>pt.ions: fi:rst, never drive the 
local ruler to the point Qf desperation; and second, 
ensure that the most irnpo$nt hold\ng.9 are occu· 
pied hy one orhvo military wiits in order to defend 
against hostile occupation and destruction. 

What comprises a temple's armies? In many 
ca.~es, they are nothing more than well-paid men· 
aL-a.rms present in enough numbers to create a 
millta.ry unit. If a religion is particularly militant, 
acolytes and priests may be expected to drill and 
train as battlefield units. And some faiths may be 
able to call out.a number of local worshipers and 
outfit them as a military unit, creating a levy of 
the faithful. Finally, the most reliable temple 
armies come from special militant orders of 
monks, knighb., or priests who fuoctjon as a 
standing army. Few (if any) of these organiza­
tiOJlll are popular with Lhc local ruler-even the 
most religious ruler feels threatened when a 
priest regent's anny begins lo rival his own. 

Table 21 in the Rulebook details the types of 
mHitary units avallable to the priest. regent. 
Many of these units cannot be mustered by a 
temple holding alone, unless the ruler of the land 
gives consent. Of course, a priest can circumvent 
this tequirement by maintaining a province or 
two as part of his domain. 

the court 
Although priest regeots need not maintain a 
court, almost every .High Priest, Lord Protector, 
or Exalt.c<t Potentate has some place to calJ 
home. This base of Qpetations is often the largest 
ancl most secure temple holding in the entire 
domain, Prm;umably, the priest regent is i:mpor­
tafil enough to merit a cathedral of the most 
in~piring nature as his seat of power~ if the priest 
regent does not operate out of his highest-level 
holding, it..'.!I important to c.o,nsider why he would 
allow a less-impo~t pri~st than himseJf to lead 
a more prestigious temple than he directs. 

For the sake o( appearances. a priest may use 
the build action to create the trappings of a palace 
around the holding he uses as his court. A portion 
of th~ gold spent to build a regent's palace later 
acts as a boous to the money spent to maintalo the 
court (refut~th.e build action in theRukbook), so 
enhancing the grandest temple of the entire faith 
for use as a base of diplomacy is a wise idea. 



lieutenants 
CQmpetent-assistants and advisers arce the most 
valu~ble asset of a priest regent's domain. Like 
any regent, a high-ranking priest typi_c.ally dow 
not h=1ve enough time (in the form of domain 
actions) to do eve~bing be Wishes. A lieutenant 
or two cart solve that problem. First, a lieutenant 
can undertake an act.ion each domain turn, in­
creasing the _priest's effective number of aet;ions 
from three to four. Second, a lieutenant can act 
as an effective screen against random events, 
dealing with matters lhai the .regent may not 
have time to addres!I. 

As much as a good lieutenant is invaluable, a 
poor one can do iJ:repuable hami. While most 
Cerilian monarchs obs¢tve well-defined lines of 
roy<JI ~scension, priest regents typkally dse to 
their positions through the recognition of their 
peer£, their own skill at polltk$ and maneuv,ering 
within the temple hierarchy, or simple ambition 
and ruthlessoess, It's often true that. a priestly 
lieutenant entertains thoo.gbts of being the next 
regent. In chonsing a lieutenant, therefore, a 
wise priest regent won't pick·.someone who is 
more perscn.ally powerful, ambitious, or ruthless 
than himself, 

st.rute~ies 

S o far-, we've dis~ussed the form of the 
priest's domain and the assets al his com­
mand. But hQw does he best use theni? 

St:J;ategy is the art of devising workable. flexible 
plans that accomplish a character's gQals while 
denying enemies the chance to .achieve thair own 
objectives. A player char!l'Cter regent does.n't 
need to have a grand ~trategy in mind when lie 
plays in a BIR.TH~IGHt"' c.amp~ign, but he should 
have an idea of what he wishes t-0 accomplish 
over the next two or three domain turns. 

~ools of wa.c 
When a regent c~msiders war, what exactly are 
his goals in such a campaign? U nder what cir­
cumstances will he consider changing those 
objectives! And. in broad terms. how"1•1Jl he 
achieve. his end's? A chauctet's war goals deter­
mine th.is. While the ~hrase "war goals'' implies a 
£.arrly hostile and confrontational strategr for the 
PC regent. it is a useful way of thinking for most 
players unaccuswmti.d to long-rang~ planning. 

Naturally, the details of a cbaracter's war g.oals 
vary depending on the situatiun. As a.n eXa.mple, 
consider High Prefe'ct Hub.acre /.nniendi.n, 
priest rege-nt of the lni-pregnable Heart of H.ae­
lyn. This is a fairly powerful temple located on 
the so~thern ~o.asts "Of Anutre, principally in 

Osoerde il:tld Roesone (Ruins of Empfr~. page 
1$). Following are some ~eneral goals the H\gb 
Prefect might have in mind. given his sltuation. 

+ Expand to fill all available temple holding 5lo~ 
in Roesone, driving out the. influence of 
Ruornil's Celestial Spell If the High Ptefe.ct. 
can brmg R~sone completely under his con­
trol, he en:>-ures that the rulers of Roeso.ne will 
be considering the temple's welfare every time 
they consider their own. 

• ln~rease the influence of the (aith in the Barony 
of Osoerde to match its power lo Roesone. · 

• Create a theocratic: .state under the Impreg­
oabte Heart of Haelyn by overtluowing the 
Aglondier line of llie~ or driv)ngthe Rua.mites 
from the land of Medocre. 

• Prevent any other r--eligion in the nearby area 
from growinS" strong enough to challenge the 
Impregnable Hearl. of Haefyn. 

Sume of these goals are, admittedly, fairly mil­
itant. and might. be difficult to justify in a charac­
tex of good a1ignment. However:, none _are com­
pletely. incompatible with a lawful goed charac­
ter'.s motivations and desires. The stickiest point 
is the third. in which the High PreCec:t m.wi dis­
place an existing government in qrder to create 
his theocratic state. Unless the Medoerans Ol" 

llienese prov"C themselves to be enemies1 the 
High Prefect will be forced to wait fol" his dream 
of a "kingdom of Haelyn" somewhere in Anuire.ts 
southern coasts. 

The best reason to define a set of war goals is 
to create a set of dearly defined aod achievable 
goals for the priest character. Far both a player 
ruTinfng a PC rege..nt and the PM, a set of war­
goals functions as a blueprint for the eharac~r·s 
fut.urc domain turns. In the example a.hove, the 
High .Prefect has charted several course:s of 
action that he can follow for years. of campaign 
play. He caJl use rule ~ctions tQ expand in 
Roes<:me1 create holdi.J;lg actions to infiltrate 
Osocrde, and contest actions to destabilize 
Medoere or llien. In short1 he knows w~t 
he's ming to do in the domain tum. 

Following a,re .some 11dditional wrar 
goals that may be appropriate for 
other priest regents. 

Reunilicatiun: Many rival 
faiths worship the sam~ 
power-why not embark on 
a pro~~ of reunifying 
splinter ~oups? In 
order-to reunify a 
faith 1 the 
priest 
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pact might be struek between two priest dom,ains 
scpai:-ated by a (anatical foe. Should the enemy 
attempt an assault of any kind on either of the 
signatories, they would agree to combine forces 
to assault the aggressive inte1'loper. Striking a 
deaJ with a regent owning l'esouree~ the prie$t 
regent lack1 is alway$ a g-0od idea; a powei:fu1 
prl~!>t regent and thief regent, for example, could 
team up to resist a ~nn.ic:al overlord trying to 
push them both around. 

Offensive alliance$ -at~ possible as w.ell. Con­
sidel'. a priest who wishes to carve a theocratic 
~'tate from a minor 1<$gdom, but lades the neces­
usy forces, He might approach that k~ngdom's 
largo and militant rival. offering to fund the inva· 
sJ<>n in exchange for half the spoils. In another 
ca_S'91 the priest regent m~ght thretten to bring 
bk militant ally to war a~ainst the mino~ king· 
dom unle~~ the minor kingdom grants hirn some 
concemom. 

By far the most important ploy o( diplomacy 
is to ~ffer something the othct' party need$. H a 
regent wis-hes for someane else to take an 
action on hi• behalf, he needs to provide some 
kiod o'£ encourage~ent. Gold is always a logic.al 
commodity in dlplomdk discu.s.siotis-fot 
example, offering a king 10 or :20 Gold Bar5 to 
throw all the temple.is of a rival faith out of his 
kingdom might be a reasonable offer. Offering 
to cast realm spells on behalf of the subject is 
also a good inducement for cooperation. Re­
member that NPCs will usually try to gel the 
b<ist deal they can, just like anyone else; if the 
priest regent's bigge$t rival offers to top the 
regent's offer by 10 Gold Bars no cnatter what, 
many 1'"PCs will he sorely tempted to accept. 
the better deal. 

• tnchcs 
0 nee a priest. regent has de"ised a plan. 

the execution of Lhat plan becomes a 
fairly easy matler-or does it? Even the 

most conservative character must deal with rivals 
who wi:ih to focrease the jmportance of their 
faith at the cxpuni.e of the priest'g own faith. 
Other nonprle.st regents who share the high 
priest's i.nt~rests will try to embroil him in their 
alliancci. and intrigues. And most PC regents 
must balance the conflict between an adventur­
ing career and the demands of their domains. 
Understanding how to efficiently use hi:. various 
powers and assets l<> achieve his aims is crucial 
to the success of the priest regent's reign. 

o~ution and 
influence 
Several methods are available for a priest regent 
to affect the actions of his riv,ab and peers with~ 
out eve-n l~g:a finger. Priest regents have an 
inn.ate ;ability to manipulate theJoyalt.y of a pop­
ulation toward their lawful overlord th.co di the 
use of their free agitate a-etic>n. Ai tll'st glance, 
this seems to he •n insignifl.cant pqwer, since 
most players feel that any altack on an NPC's 
loyalty base is not likely to invite an ovenvhelm­
i ng response. But agitati<m is not exclu$ivcly 
reserved for negatively affecting an oppoJing 
domain. The priest i;an also choose to endorse 
and $Upport the .king of the realm by agitating in 
hb favor. This support costs the prie~t regent 
very little, and can place the rul~T of the land in 
the priest's debt. 

Similarly, many domain adions (such as tho 
create holding action) allow regent. with holdings 
in the provinces at stake to add their holding level 
to an action chec.'k a& a me'lsure of support or 
opposition. Evea if a priest regent had no interest 
in wh~ther the attion succeeded, taking a free 
opportunity to cµrt1' favor by pitching in a point 
or t:wo of support might gain him later favors. 

Agitatiun and the exercise of influence are not 
efficient weapons. o{ war, however. UnleM a prov· 
in.ce is teetering on th,e brink of ~hellion, nega~ive 
agitation will do nothing except serve a warning of 
the priest's hostility to the ruler of tht'l rea1m. A 
priest might consider a limited negative agitation, 
however-in one province instead of four-as a 
minor punitive action designed tu get the ruler's 
attention and perhaps influence his decisions. 

Finally, if a priest. regent. is forced to go toe-tq­
toe with the king, .agitation ma"es a ~ood opcn­
lQ.g salvo. lmportant provinces in which the 
Icing tontrols less lhao half the a\•ailable law 
holdings arc the a reas that ate m.ost vulnerable 
to agitation, Se'9eral agitation "actiontt used 
coni.ecutively m a single domain turn can be 
devastating to even the strongest rulers. 

Finally, a.g[tating an area Into unrest or 
rebellion should be viewed as a weapon 
agalnsl the province's ruler. Olhcr regents 
will be merely annoyed by a nihilistic 
assault on the loyalty of a province. As 
a result, this is a poor tactic to em­
ploy against la.ndla;s regents such 
a~ wizards, thieves, ot rival 
priests. 



celi~on and stotc 
Throughout Cerilia, the per,onarfaitb ctt a ruler is an important c~ticof a king­
dom. Most oonpriest regeJJts re~re at least one o£ Ce!!rilia1s deitie.a, ud naturallY. aeek 
adyiee. guidance, and su.,patt frOm i.he appropriate faith. As the Jeadcr of• priestly 
domain, it is po~u1ible that a priest regent may be 'riewed u the holiest of hOly men by 

· the nder,s, arc.hmages, and guildmaiters in hiJ homeland. E-ven the king of the land is 
likely to adcnowledge a 'high prifst as bis spiritual auperior, and would not be likely to 
challenge the god-derived authority of the position. 

In -general, the priest demain with the most' temple holdings in .a particular tealm is 
c;;onfid~red to be the state religion. For example, the Barony of Tuomen (Ruins of 
Empire, Rl'P 40) is divided closely between the Militant Ord•r of Cuira"cen and the 
Western Imperial Temple ofHadyJi.11ie 'Militant Order bas a slight edge, howeVer-1 and 
l$ recognized &J the state religion. In tUes where the meuure is very close, tht: state 
rdiglon may vary from one ruling line to the next (or even one ruler to the next). ti dif­
ferent (lyna.sties declare their own niligious ~-

- A state religion may be reoogni.7.ecl ("official") at it inay be ~ r'~cial"). A 
r-ecogui7.e4 faith has the authorit)• to chaJJenge the kirig's actions if they fly in the face o( the 
ptec:epts of the faith. Rituals such as investitures, COtOnatiQns, and. vasNlage oaths are 
always cwerseen by priests of the stat4) &itb. An unte<:OJl'ized state faith still wlds great 
influent.e in a realm; ii, for~umple, the king does something to insult the faith, .U the com­
moners that support the faith are likely to be off'eftded. 

Either way, a .rt.ate religioo weakens the authority of tho king to r.ocne degree, since 
the. king lltust f~r the censure of the high priest. A recogniud faith weakenl the king's 
bloodline .sce>re by 1 point at the time the religion is recognized (ba the manner of the 
Matter of Jautice s;andom event). and if the priest regent chC>OScs to oppose aay aak>D$ 
taken by the kin,1 .• he may ,apply a 21>Qint modifier to the king's actiondleck (in favor of 
the priest'S<&>referred result). Ot) the other band, recop¥ng a mte religion may 1ave 
the king r.ee down the toad. 
AA~ ,_ &itb does not affect the king's bloodline or action ch~Jcs. but if 

the priest resent chooses to qitate in that realm, he pins a +2 bonu. to his adioll ebticlc. 
Regardleu of whether t1'e state religion is official Qr unofficial, the priest regenl pins 

several beaefiD within that realm. First, he enjoys a +4 bonus to Reaction checks within 
the borders Of the rellar, few people will care to qqeltion or throatm ~ holiest person 
known~ tJ.n, Secund, the priest repnt gajns a + 1 bonus to uy action ~k within the 
~aim. re&ctiQg that people genen~ approve of and res~ him, Thitd, the priedt can 
freely mow troop• tht'OUaf\ the realm witliout the king's ~or permi$sion. He must. how~ 
ever. ask pennisaion before tailing cert.am milltaJy units. FinatIY, if affaita Should ~sour 
~en the king and the high priest. all temple holdinp are then trea~ as if tbcY. were 
fortified two steps more than thCi.- actual fortification lnel. This reflects the fad that resi­
dents ~re tom by the conflict of religion and state. Jn other words, the king will require 
more military units than normal to occupy and destroy the tcmplcSi due to the priest­
hood's popular ~ppott. 

A re~ state religion also has ti»J><>wer of coronation. When the time anives to 
install a new ~ the state religiou may withhold its $UppOl't and ttlwlo to. C10\VD the king. 
In thi. case. the new king receives only hal£ bis normal Regency Poillts until he is crowned. 
{Olwi.qusly, this will not endear the liigb priest to~ new \dng.) 



the faith o.t wor 
from time t-0 time, a priest l'cgent will find it 
necessary to throw the entire might of his domain 
~inst an enemy realm. War can be a costly and 
&ustratirtg cnd~vor, esp~ci3lly jf the- PC regent 
is unsure of What he hope~ to gain. The prie!t1: has 
a-variety ol ~eapons to cmpl°'!'. against nn enemy, 
hut each tactic has its sttettgtfu and weaknesses. 
One:: of the great precepts of strategic thinking is 
to avoid throwing' strength at strengtb.; jt's far 
bett«;!J' to Jind an bpponenfs weakness and ruth­
loMJly. explo.it rt than t.o waste resources in a f uLilo 
!ron.,t.al assault.. 

The Crusade: Again.'t a small realm or a land­
less regent's domain, a straightforward military 
action can he a vecy ·effective attack. Many priest. 
regents a.re a~le to easily amass a (ortune for a 
war che$t~ biting mercenaries and raising troops 
for a general attack is thus a reasonable tactic. 

Occupying enemy p.rovinc~ and raring enemy 
holdings st.rikf! directly at the gold prod~ctiqn and 
.domain power of an enemy. As long as the prie!lt is 
rjding into wa~ he might consider strong·anning 
his allies into c:ontributing theU- military units to 
"share in the ~poils." Naturally. a Machlavellian 
regent will ensuro that ~uch units take on the most 
dangerous and least rewarding campaigns while hi~ 
own forces $eize the riclle~'])ri~s. 

The Inquisition: A well-orchestrated cam~ 
paign of contest. actions can completely suppres~ 
enemy fo()tholds In provinces imPQrt<fnt to the 
priest's own domain. While a holding is con­
tested, it c:annot serve as a b~sc of acticm for 
-iietaliat9ry attacks: using conte5"t a~tion$ a~ 
defensive measures is thus a good idea. A holding 
that js succ:cssf u1ly contested t\\>ice i~ destroyed: 
Jn effect, the priest's followers physically disman­
tle rival holding.; and clriv~ p.way the agents of tho 
great enemy. A thorough in<{uisition designed to 
eli.m.inate -rival hold~ngs in lands IQval to Lhc 
priest regent i~ an excellent preJude to-war, since •t ensutes that the prospecUve enemy will have 
hi~ best means of counter.attack <Jtripped away 
before the war even begins. 

The priest.is wise to arrange as much support 
as possihle from t.hc loc..al king or other intel,"· 
ested regcnt11 before be undertakes a campaign 
of cont.est actions. All other factors being equai. 
two regents contesting and counter-contesting 
each other's holdings can be an exercise in wasted 
actions, gold, and regency. However, .setting i;ip a 
"one-two" pu.o.cll with a loyal ally ~an make con­
test actions mucf-i more effective. 

The Wr~h of the Gods: Ttle enemy that a 
prie~ should least want to ficllt is the ruler (Jf the 
kingdom in which most of Ins temple holdings 
are located. Usually, ruling tegent.s have more 
troops available and can sunrive cont~st otction$ 
more easily than landless regents or small do­
malns. If the high prie~t should di$cover that 



he must depose the king, the most efficient 
assault lies in the. field of realm magk. Landed 
rule-rs tend to be fighter regents with little 
defense against realm magic. 

A particularly vicious tactic available to a 
priest regent is lo create false claimant5 to the 
throne; using divestiture (detailed Jater in this 
book) to assign provint~s of the enemy domain 
to new rulers (who are presumably allied to the 
priest) hits the enemy in gold and Hgenc:r pro­
duction, thus r~u,c.ing his ..hility to fight back. 

A tactic that is extremely u~eful against thief 
regen~ is the realm spell hone1t dealings. Guild 
holdings are crippled by the spell's effects. 

• • muestrture as n 
weo.potl 
Over tim~ occasions a.rise when a regent needs a 
prien .,as an ally. As the only characteu who can 
cast the realm spell inve$titure, priest. regents 
control the creation of vassalage a~emep.ts, the 
peaceful and certain transfer of power from a 
ruler to the heir he designates, or even the means 
by which a militant conqueror seizes the right to 
rule 01.icupie4 lands. Just u the priest in the 
adventuring party is everyone's friend because he 
has the ability to heal injuries, no one cares to 
alienate a priest regent for feat of not receiving 
an im'fftitutt spell when it's most needed. 

Naturally, a priest regent can choose to with­
hold his support for a transfer of power by refus­
ing to perform the investitu~. This may repteMint 
a-(Tlinor delayfor the regents involved, stnceother 
priests may be willing to support them, or it may 
be a catastrophic siumbling block. Instead of 
pacifying newly-won provinces, the conquering 
king inay have to use a declare war ac.tion to 
occupy them each domain turn • .. an e~pensive 
and wasteful proposition, and one that is guar· 
anteed to drive the conquered lands to rebellion 
eventually. Similarly, the priest may create fric­
tion bet\veeo two allied regents by refusing to 
lcgitimiz.e thei1' vassalage agreement. Whtie 

the ability to withhold inv.;s(:iturc is a pow­
erful one, the priest should not use it lighL­

ly. As in any kind of negotiation or bar­
gain, the offende~ parties can use any 

means at their discretion to show the 
priest reg-enl the error of.hls~' ac ·ons. 

In fact, there's nor~ e priest 
himself couldn~ or~d to 

perform A'ti:p ceremony 
tbnMtih any type of phyS: 

ical or magical dure:ts 
the otlier parties 

wish to employ. 

A moderate step in between ~up-port and 
refusal might lie in some kind of coropensation 
or bribe for the priest's services. lf the priest 
regent want.s to let the investing character know 
that be generally disagrees with his actions but 
tsn~t ready to start a feud over them, he might 
dl:mand a hefty fee-1>-ay, 10 gold bars, a cessa­
tion of hostile activities, or a diplomatic conces­
sion-to cast the spell. )£.the other regent has 
no other place to turn, he'll be forced to pay 
(and may h4lrbor some amount of resentment 
for it, too). 

domuin actions 
N ow that we've examined several strate­

gies and cruc~ tactics it's time to look 
at particular actions hef pful to the priest 

regent. Actions tend to fall into two gtoups­
growth .actions and attack actions. Naturally, 
attack actions make people angry and tend to 
w~.fte resources. On the other hand. growth 
actions usually must be dropped in favor of more 
direct activitit5 wh~n the priest finds his tlomain 
at war. 

~rowth nctions 
+ Ad'll'entu.tt: Enhandng one's person.al strength 

and speJlcasting power is alwavs beneficial. 
When the re~lm is at peace and domain affairs 
are running smoothly, it regent character can 
safely slip away tt> undertake quests for per­
sonal fame, glory, and ~xperience . 

+Agitate (favorable)~ Jf the regent rules pro'V· 
inces, he should maintain their loyalty at the 
highest possible levels. Failing that, po~itive 
agitate actions to support allies aocl friends is 
a good u~e of a free aetion. 

• Create Holding: This is the definitive growth 
action. By seeding temple (0) bolclingi> in near­
by lands, th.e priest creates avenues fin future 
growth. While nopprie~s may c:are little about. 
temple (0) holdings, rival priest regents will 
rightly interpret this activity as a prelude tQ 
hostility and may take offense if 0-levd temphs ·, 
helldings start a~g in atea.'i they consider 
vital to their own domains. 

..... 
• Diplomacy. It's Always wise to lJj!!~ from 

a position of Jitrength. so the beit ti1;11e to cre­
ate alliances is befure they're ·act~Uy ~eded. 
J;.?iptornacy _i~ ~ M. e~-~ to -•~ 
CODfliCt With pt;we) tmiBl&'Wlttt:S prtiil' 
is ready fOI' it 



+ Fortify: lemple hoidiogs in provinces outside 
the prie.sfs O\\'Il kingdom or rc-alm arc very wl· 
ner-able to ph.~ica1 attack. Fortifying these 
assets js an excellent deterrent to attack 8e­
ca use fortifkatiom are ~nsive, only the 
most important temple holdings should~ pro­
tected in this fashion. 

+ Ue11tena.nt! A competent lieutenant is a cru­
l;ial asset for any regent. It's best to create and 
t~in these chara*ts before they're really 
needed, sin~ .with tim.ei the lieutenan~ may 
improve IA level and skill. 

• Muster Armies: This should be the ~t step in 
the priest's growth phase, since maintaining a 
large standing army is both expensive and 
threatening to nearby powers, The prie$t 
should be careful to keep his army dispersed 
throughout hie; domain, even if some units may 
become .. stuck" in :(mall hol~; this will serve 
to deter attack without showing that the priest 
him.self can begin a serious campaign. He 
should also be sensitive to the number of units 
a ruler is willing to tolerate inside his bordeJ11, 
and ta~e pairu> not to Wea{ out his welc:ome. 

• Rescar~~ Discovering how to we realm .spells 
is a critical part. of advancing "$ il priest regent. 
lI the priest regent waits until he needs n c;pell. 
it's too late. Researching realm spell.s should be 
part ot every growth cycle. 

• Rule: This is an excellent gro'Nth action that 
rarely offends anyone and add$ both financial 
and magical str,e.ogth to the dQmain. ln a 
grOWtb cycle, the. priest should consider mak­
ing rule actions acoount tor at least half of his 
actions. 

o.tta.ck ac1'ions 
• Agita'te (negative): Once a priest has decided 

to scrap with another regent) he should take 
foll advantage of his fre~ agitat.e action every 
domain turn to either harai;i; his particular 
enemy or lo dis<:ourage his enemy's allies from 
getting iAvolved, Note that an agilat.e followed 
~ a co~st-of the enemy law noldings can be 
.i devastating attack. 

+ Contest: This actioo is designed to damage 
~nerny holdings, and should be used to crea.te 
'holes in an enemr dot4ilin where the rival 
regent can't take actions. Surprisingly, few 
r~geals view an occasio~l Cont-.t action as a 

llJ~••*'<m'Of'ftt. ~the holding 
atwcked it l'iltcd only 1 or 2. Contest actions 
that knock- out high-level or snategically 
impo~nt holdings, oo the .other band, are 

much more offensive. lf the priest regent is 
mounting- a full-scale assault on an enemy 
domain, he should u.se these actions where 
they will do the most good. 

+ Declare War~ No one is undcr any illusions 
about a priest Tegent's intenr when he sends 
his armies t9 raze bis rival's holdings ot seize 
enemy territory. This is another action that 
should be saved for late in the attack c;ycle, 
since it is most effective ag-ainst enemies that 
have been weakened by the Joss of income and 
regency brouJ;ht about by agitation. contested 
holdings, ~nd realm magic. 

• Espionage: Although this is not a priest's 
strong suit, a well-planned espionage action 
designed t() distr<ict an enemy q m yield suc­
cess. Better yet, the priest may be able to use 
diplomacy {or an outcight bribe) to convince a 
sympathetie thief :regent to undertake an espi· 
onage campaign on his behalf. 

• Move Troops: To the greatest extent possible, 
the prie:.l regent should use peaceful redeploy­
ment of troops to prepare for War M<:>ves. 
Moving forces in a declare wnr aclion is pto· 
hibitively expensive. so the priest shot1l<l make 
sure his armies are well positioned when he 
begins his attadc. 

+Muster Armies (mercenaries): While it's too 
late to build an army once a war is underway, 
hiring mercenaries can quickly augment cru­
saders of the faith with competent milit.try 
units. Ohvio~ly, mercenaries LbaL spend sev­
eral domain tul'71$ on the payroll of a realm at 
peace are a waste of gold, so the priest should 
hire new forces only when he's dose to fighting 
a war. 

+Realm Spell: The most spectacular attack 
act.ion a priest regent has at his disposal is 
the casting of a realm spell. Unlike wizard 
realm spells, few priestly realm spells allow 
direct magical attacks, but they do have a 
superior ability to strengthen and sup· 
port other assets. In partic:olar, bfo 
amty can have a drastic effect on tbe 
battlefield for a number of Wm 
Moves. 
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A n OVCl'Whelming majority of Cecilia's reqm rements 
reigning regents hold their thrones or 
positions through the ceremony of in- In order to perform the ceremony, at least one 

vestiture. At ~ome point in the past, the prev)ous of the two participants must be a blooded scion. 
ruler died, abdicated, or was deposed: the power In adclition. at least one of the two must be pre-
wielded by that person was subseq~ently trans- senl at the ceremony. Some investitures may 
ferred to the current regent. In the mystical require two (or more) blooded participants or 
realm of Cerilia, tbi~ transfer of power is not the- presence of both concerned characters. At 
merely pomp and c.ircumstance; it is a crucial the minimum, one of the participants must be 
process that .imbues a blooded character with the present (refer to the section that follows for 
domain's power or the line of descent of another more infonru.tion). 
character. Until properly Generally, a transfer of domain power or 
invested, a conqueror • • assets means that the 

most hold hJs winnings 1nues t 1ture c:eremony n;ust be held thr.ough force of arms, a • tn the provi.nce or near 
young prince c.anoot · the holding to be 
wield the power his royal affected. A bloodline 
.father wielded before him, and an oath of vas- investiture, on the other hand. can be held any-
salage is worth nothing more tha.n the breath where. For example, if Prince Richard agrees to 
with which it Wa.'j spoken. The arrangement of cede a province to his neighbor, the ceremony 
investitures is a continual concern of most Cerjf. must be conducted in the province Prince Richard 
ian regents. has chosen to give up. At the DM's option, the 

While the actual lnvestiture action can take court of either regent may be an acceptable alter-
~everal diff6rent forms and accomplish a number nate site. 
of different transfers, a few salient. characteris- Once arrangements have been made for the 
t ics are troe of all investitures. First, an investi- necessary participants to be in the right place, 
ture requires the cooperation of a priest regent the next Tequirement is for a priest to cast the 
who iB willing to cast the investiture realm spell. spell. Sinee the priest will be present only to cast 
Second, the character receiving a bloodline or the $pell (and not to give or receive regency or 
domain must be present at the ceremony, ex-- lands) , this is a free action for the priest.. The 
pending a domain action to do so. Finally, in materials and preparations for the spell cost at 
most cases, the character giving &WilY power least 1 GB: if no one is willing to pay this sum, 
.must also be present. and be willing {or forced) tQ the investiture cannot take place. 
spend a domain action to be present. 

the ceremong 
of investiture 

t the heart of the investiture action is 
ome form of magical rite, ceremony. or 
bscrvance that ma.rk.s the passage of 

pow is pot.ent .speU has one of two effects; it 
can tap and channel the ancient power of a 
bloodline, causing the divine fire to leap &om 
one character to another, or it can anoint a char. 
adcr as the rightful ruler of a domain and create 
a mystic link between the blooded scion and 
the land th.at is his to rule. 
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R..eprdless of the effee,t sought by the i:nter­
estcil~~. 'hll inve~-titures share some com­
mon f~atures. First, certain bask. require­

ments must be met in order to $et up the 
cereQ'\Ony., S«ondi the c.oncem~d parties 

must prepare themselv"s for the cere­
mony. Finally. the requited characters 
must.~ in the transfer. 

• prepnro.t1ons 
Once the requirements have been n'et, charac· 
ters involved ln the transfer can hegin their 
preparations for the ceremony. These vary 
'1i1tidely from cultuce to culture and from cere­
mony to ceremony. Typically, the character who 
will be receiving blood power or do.main power 
must observe a pctiod of prayer, fasting, and 
contemplation. This may last three to ten days. 
No one knows whether this is strictly necessary 
for the spell to succeed, or an invention of some 
forgotten priest regent who reveled in the trap­
pings of pomp and ritual. Regardless, most 
chat"aclers choose to closely follow the dictates 
of the supervising priest. During this time, the 
chuacte( must avoid adventuring and the intru­
sions .of his domain. One or two .minor distl:'~­
tions of state will probably not affect the cere­
mony, but a major du'traation may reduae the 
s.ucc:;ess chance by 2 points; complete inatten­
tion to the eeremony's preparatio~s reduc.es the 
succ.es~ chance by 50%. 



Whll~ t~ scion sedud~s him:self and cotn· 
rnunes with his d etty, the :site o f the cctem0t1v 
itself must b e prepar ed . Normally, a tellll'li, 
shrinet or chap el is selected for the ceremony, 
.although outdoor inves:tltures are not ut)com­
mon . Usu~lly, thE priest conducting.the cere­
mony directs le$ser priests of his temple to per­
form the pteparations. The sit e is typiully 
ble.s.sed and ritually cleansed with expensive 
incenses. A special and unique vessel or impl-e· 
r:nent for the UJ>:Coming invcstiture-u. chalice for 
designating a n heir, or a dagger for t ransferring 
bloodlines- is cteated from the finest materials 
and blessed through tb.c direct favor of the 
priest's patron deity, much in t he same way that 
.an altar suitable for enchanting magical items is 
favo.red (see Chapter 10 of th.-e DMG.) 

lf, for some .rea$on, the preparation~ pf the 
site are incomplctc .. or carelessly done, the. 
lnvestiture.'s success chance drops 25-75%, a.t 
the DM's discretion. In some cases, investiture i.s 
automa.tiully suc.cessful. $0 the shoddy prepara­
tions won't ll'lattet1 but if success i.!l nol certain, 
the pri~st and t he participants would be well 
adv~ed to ma ke sure that the prepa~ations 
receive their full attention. 

elven in'1estitare 
Since elven cultures have unique vieW3 on the 
role1 0£ gods and priests, they do not have 
any pridt Tegents to cut the m~~ speU. 
lnirtead, elf regents enjoy some special rules 
concerning investit~e and similar matters. 
An elf regent can simply choose to crown a 
succe.u<>r, d!!rtignate an heir, reco.gnize a 
transfer of holdings or prbvin,es, ac~ept an 
Qath of vassalap. or invest al)other charact.er 
with hi$ bloodline. The te1ult is automatic, 
The only necessity i1 that all involved parties 
agree to the tran$fer. For example, if an ell 
noble ~nd an el£ king choose to alter the 
terms of their vassalage oath, or the king 
chooses tQ give the. noble a new holding, they 
need only agree that thitJ is an acceptable 
aQ'angement and. the regency is mystically 
transferred a1 if the ime.mtun spell had been 
CQt. The c.oncemed regellU must still expend 
a domain action to puform the transfer, 

Most elf re.ents (depending on the 
domain) do not actiVely select their heirs, but 
instead allow the land to decide when the 
tiine cornea.. See The Land's Choice, later in 
this seetiqn. 

the role of the 
stnte fnith 
If the realm ha$ a recognized state faith, the cer· 
e-mony of iovestlt.utc must he p erformed by .. 
prie.at regent Qf thi~ fait h t I f t he investitu.re\'. 
involves two diffe rent J1ealm.s (and two state 
faiths ), then either state faith will d o. Aside 
froni the <>bviouir reasons, ~his is signifi,ant 
because a regent must be consciou' of the 
high priest 's .approval in R ice.ting an heir, 
creatmg a vaasalage agreement , or under­
t aking o~he:r inveSit iture -ac:i tions. If, for 
some reason. the state faith ref uses to 
supp ort all .aGtion th at the rest of the 
tcalm views as reasonable, the ruling 
regent may designate another t~mpJe 
in his kingoom as the new state faith. 
& a con.seque nce, any province 
that does not include a te.mpl~ 
l:io1Cling of the 'Qe.w state faith 
suffots a one-step l.oH in 
loyalty at t he end o.f the 
turn to retlect the con· 
Oict between tem­
ple and state. 



CfUild and source 
holdin~s 
Tra.osfers ()f po'w¢r or a.ss~ts tbat include only 
guild and/or source bQldings may be ac.com­
pli.$hed wiihout the henl!fit ()fan im>.estiture spe11, 
Sfo~e thief regents and wixar.d regents ate not 
viewed u .helonging to the hicrar~y :l)f noble 
and religious leaders. the cot'(lmQn folk do not 
expect them to stand up in a formal religiOU$ cer­
emony and dedal'e their abiding loyalty to thcir 
t-1.mr.. Howcv~r. the particjp.ating thief or wiz­
ard ~h.itrActers must still use an investiture 
domatn a('.tjon to accomplish the transfer of own­
enhip and .-ea1m power. 

For example, tt Lhe c.-0unt Rogr Aglondier 
decide& to cc.de his source ( 1) holding in Alam.ier 
tn the Htgh Mage Aelies, nc> prit,o:st spell is oeces· 
~ary; the two wizatdg can a<:complidt the transfer 
themselves. 

~pes of 
• • 1nuestiture 
A lthough the investiture ceremony can be 

used to tra.nllfcr almost any kind of hold­
ing or as.set from one realm to another, 

Mix basic c~tegorie5 or c:~mmon use~ ol lnvesti· 
tun can be identified. Thc5e arc the <'oronation, 
designation. recognition, vassalage-, dive.5titure, 
and bloodline tran.c1fer ceremQnies. Each serves a 
l'ipedik purpose in the dis~ourse between Cer­
lli.a 's blooded scions and noble regents. 

• coronation 
A ci>&ooatl()-n i.s the transfer of a complete 
donuin from one character to anothet, 'VVlillc a 
r~ent-.mi.ght be coerced into giving up his 
entire dotnaln through. divestiture, the term 
~<mmation implies that a character voluntarily 

.hllicates his rule in fa vol' of his succe$£Or. 
A coronation require~ the presence of 

both the donor regent and L}}e new 
regent, who roust he a scio.n; if a ruler 

wishes lo pass bis kingdom to a com~ 
mone.r. he t:J'\U-St simultaneously 
i~vest that Individual with hi.s 

bloodJinc as well as the realm to 
ensure that the c:ommo~et' 

will baV'C the abilitv to 
hold tht: domam. · 

13<>th char;\cterit involved in the co:ronation 
mu~-t be willing part1dpa.nts, and both must be 
within the domain's borders al the time ot: the oct­
ernony. 1( these conditions are met. no snccess roll 
is necessary, and the investitute proceeds a-s 
intended. Although coronation falls under the cat­
egory of inve5tituTe. as~ Y(alm acdon. no Rege,n~ 
P.oint C<1st is asse~sed for a coronation. 

Naturally. many coronatfo~s rrmst take place 
after th~ death of the donut regent. After all1 ne.w 
kings Me rareJy <::ro.wned while the old one still 
lives. However, if t:hc old ruler has clesignatea an 
b~h· th~ough the cuemQny of designation 
(<lescn1>ed latel') and the three reqweme"u di.5-
cusscd abo"e are met, the c<>ronation proceec:U: 
without a hitch. 

Finally. it's not uncommon for tbeformer 
regent ld die before ht'! designaks an heir or par­
ticipate~ in a coronation to pass power to his sue~ 
ceuor. This can lead to serioui unrest in a 
cfomafo. The chance exists that the land itS'elf (or 
the sources. guilds. or whatever) naturally •nd 
in.stinctively seJect5 an heir through the process 
described in "The l.ancl's Choice." If this does 
not happen. the entire realm ber:omes uncon~ 
trolled-no regent controls lhe former ~uler'.s 
holdin~ or province:i;,. Any ~cion, indudin~ rela~ 
tions of the previous ruler, can seize elements of 
the domain by using ccremonie.s o! re1cognition, 
hut only if no other ~cion claims those assets, or 
lin thQ c~cnt that som.conc else does chllm them) 
the would-be claimant uses military force Lo 
physically ~ontrol lhe assets in quei.i:ior'I through 
occupation. 

Sometimes, a coronation can occur even if no 
h_eir is designated. o,r choM:o by the land. If a 
scion is unopposed in (or physically controls) At 
least half the domain'!1 assets and provinceli1 he 
can use~ ceremony of coronation to assert his 
claim lO that portion of the kiagdom that is in his 
camp. Chance' are gQod that th~ would-ho 
regent will be left with a .smaifor domain than hi'1! 
pre~et:essor, since va$11als and minor nobles are 
fond of using ihe chaos of a succession .struggle 
to gain recogn.itk>n of their claims to th.cir own 
ancestral land:;. A &trong stttte faith can he cru, 
cial in keeping a kingdom from flying apad1 since 
a single priest regent. re11ponsihle. foy all investi· 
tures in a realm can simply choose to ha.ck one 
claimant and pass- the throne to him, 

desi~nntion 
A gTeat deal of the stc.ife and unrest de~aibed 
above can be avoided if the reigning regent takes 
the time Lo designate his heir before bis own 
death. Designation is a special form of cor-0oa~ 
tion in which all the forms of coronation are 
observed, but the actuaJ tran.sf er of powey IS' 
delayed until the donor regent dies-. At such 





tirm:, the recipient is ~ta.ntly imbued with the 
powel of the la1'd, no matter wbe~ he is at th~ 
time. (It's po.s:sible that the recipient r1141YJ~rn of 
the former ruler's death through the sudden 
surge o( p<>Wer that finds him.) Both charac:ters 
mus.t attend the ce~~mony of designatiQn and 
both must be wilting at the tiln~ of the. agree­
ment, and the ceremony mUJt be held with.in the 
domain's borders. 

When the Teigning. regent dies, the recipicu;it 
may -choose at that moment to decline the coro­
natfon. ff he does this, the power may pss to a 
second designated heir-or, if no ~~tuy; heir 
is designated, the land may decide as described 
below. 

A ceremony ~f designation is always ,-occessful, 
but CQtnplications may arise when the domain's 
power and assets actually transfer. For exarople, if 
the old ruler dies by bloodthe{t, the new ruler 
inheri1$ none of the previous regent's accumulated 
Regency Points. If the old ruler is slain by a 1igb­
m,devril weapon, the ceremony of design~tio.o. is 
ren<lered meaningless as the link between blood· 
line and land iJ deStroyed, and the prospecii~ heir 
~nothing. 

The ceremony of designatlon may also be U»~d 
to divide a realm between several different heirS". 
For example. a king with three children could 
d~signate one .ron tQ be the heir of half the prov­
inces, one daud\t~ to be the heir of the other 
provinces, and disinherit his other son. 

Finally. a ceremony of designation may allow 
the do.nor to promise his bloodline to ·another 
character upon his dea.th. This allows a bloodline 
inveStiture (see below) tQ take ~ce immediately 
upon the donor's death. If a king Wi5hed to 
ensure that a common, unblooded hero followed 
him to the. throne, he would use a ceremony of 
designation to promis~ his bloodline and ·subse­
quent c.oronation to the commoner. Upon the 
1;egcnt'.s cle;ath, the commoner would gain both 
his bloodline and hi~ domain. 

A ceremony of designation is an e'<'(t;:ellent 
preparatory measure, but it is not foolproof. 

The, land may rebel against the -regent's c.hoice 
and in$te3d select another to rule in place of 

the designated heir; see "The Land 's 
Choice.•· Or, the donor regent may be 

captured and coerced into divestiture 
by an enemy or-rival, thus negating the 

existing dc;signation. 
In any case, once a blooded 

character ~ been designated as 
an heir to a ~a · , he is cligi-

bl r co ibn from that 
, ~ fo~d. In other 

word~s the fo.rmer 
~ · 's heirs are 

(,;;. ~st' threats 
I 

/ 

to a 11$1.llpet, h«aU5e .any priest regent can ~ 
them throug.h cerem0nies of cQro~ation ot 
recognition. 

• • 
.reco~nrtlon 
In this ceremony~ one ruling regent transfers a 
part of his domain to the cont(ol of another 
blooded characte.r. Tilis may l>e part of a deal 
with anothe,r-regent-a rule.t might voluntaTily 
give up his claim to a province or bolding:m 
order to secure peace or meet some kind Q( bar­
gajn with his ncighbon. 

Another important. use of recognition is i.n 
the creation of a vassal regent to control a par­
ticuhu: upect of the do~or t;egent'$ realm. For 
example, a powetful lord might give. away two 
or three difficult provinces to ·a trusted under­
ling while exactibg an oath of vassalage. This 
will ensure that the ruler still collects m9st of 
the regency and funds generated by the prov­
inces in question while relie\i:ng him of some of 
the routine problems. 

Recognition also allows a regent to add previ­
OU$.ly uncontrolled holdings or p.r9vinces to his 
domain, If no other regent can claim the ~sst!t in 
question as part o! his domain (a province tru.~ has 
succes$lully rebelled is a ROOcl example), a.n,y other 
scion that e•tablishe$ physical contr-01 over the 
asset (occupying the pro~ with his own armiM, 
for instance) c:an order a ceremony of recognition 
performed to make his claim lcpl and bond him to 
the land. 

The use of .recognition to claim unc:onttolfe:d 
provinces or holdings is one of the few ways that 
a sci.on can .suddenly become a regent with.out 
inheriting a domain from another ~~aracte.r. ln 
Cerilia1s hbtoiy, many scions have ~arvcd out 
their ewn ki.llgdoms frbm realml" In turmoil. 
Most such domains last only the lifetime of their 
founder ~foJ'.t the original state shakes off its 
ttoubl~ and reclaims its. historic lands, but rrome 
become 'Viable states. The Barony ~f Roesone, in 
southern Anuicc, is a prime example o( a land 
sebed by the army of a scion and lat.er invested 
as a true kingdom. 

In the case of peaceable transfers or exchanges 
of asrots, a ceremony of recognition automati­
cally succeeds if both parties are wming to par­
ticipate. (If the donor is umvilling to give up the 
province or holdings in question. the ceremt>ny 
of recogn..ition should be treated as a partial 
divestiture instead.) All concerned parties must 
he physically ptesent at tb.e ceremony. Bach 
regent involved pays a num.ber of Regency Points 
equal 'to the tot.al of the holding and province lev­
el!i that he is gaining. Example: After a cruming 
defeat at the ban·ds of the Baron of Gbo~re, tbe 
Baroness Mariae of Roeso,re udes bim the province 
of Gboried to secure peace. This is a Cewl 2 province 



in which Marlae controls a law bolditsg (J.). Gboue 
is gaining 3 RP worth of domain po~tt and must 
pay 3 RP f<>T thr: ~o~ of n@gnitio1'. M(Jrlae 
need not pa,, a~ RR .flnce~he gains no assets. 

Dur.illg the recognition of ~ scion as a new 
reg_ent, the scion must pay a number of Regency 
Points equal to the domain power of the prov­
inces and noldings. be is acquiring. S,inGe the. 
scion .(s just now becoming a regent and has not 
yet bad the Qppo:rtunity to h,;uild up Regency 
Points, lie.ha,$ three weays to pay for hiir new 
holdings: Fir.st~ he can penuade another regent 
to confer some Rt> upon him in a separate cere­
mony of vaualage; second, he can choose to 
exchange l po:iot of bis· own bloodline score for 
10 Re~ency Poinu, representing the dispersion 
of his persona! t><>Wer into his new lands; third, 
the OM can ,r1ile that. a great ,ucst or hel'oic: 
adv-enture to find hi• liok to the and will .!IUbsti· 
luteo for payment. 

In addition to the common us~s de~cribed 
~bove, a c.eremon:y of recognition is a catch.all 
for any investitttre that passe' a prpvince, hold­
fog, o_r commodity from one doniain to another. 
[£ a rec'lgnized state r,Jigion exists in the realm 
t.o whic~ the provinc:e. or holding ~long~, any 
ceremorue11 of rec~gnitiQn must be performed by 
a priest re-gent of that religiqn. 

the outh of vnssulu~e 
By far the most common use of the ceremony of 
investiture is the arrangement of an oath of vas.­
s~lage. ln this tyPe of investiture, one ,regent 
agree,s to donate some numbel' of Regency 
Points to another regent. This can be a .one-time 
transfer, or tho Qath Cf.n be used to create a con­
tinuing arrangement that will cause a .. transfer of 
regency eac.h domain tum qntil one party dies or 
te.neges on tpe agreement. Like mosl oth~r 
.i11-vcstilurc~, hot,h piuties must be pre-se.l)t; and 
willinf fo ente~ the agreement. 

The oath of vassalage servi:s two principal 
functions among Ce:rilian monarchs. First, it can 
be used as a means of tribute, alliance1 or -sup­
port be.tween neighbodng_ r~gents, The leadel.' of 
a small state might consider vassalage an odious 
bot necessary atrallgemenl for maint-ain1ng his 
friendship with a large ~lld aggressive neighbor. 
The second tonunon we ofth~ ceremony ·ofvas­
~al~e is to help create a handful of landed or 
empowe.red lords beneath the regent. The vassal 
lord must rust be ... ~,o.gniz~d (see ~hove) .a.Ii the 
titled t.tller of the lands or holdfogs .in que$tion, 
but ~ then hnrnediately swo~ to the oath of vas­
safa~c to return some of the land•s RP and GB 
back to the high Jting of the land. 

Example: Marlae Roesone decides to gr~nt the 
CouHc of Pairficltl autonomy in running 1;ns pro1 .... 
,,.,.,and tbe n~igbboring provi11,e.s of Bellarn <ind 

Gbori.cd. since $be knows that she'll bt petsvnally 
o~r:seeing a strqng expansfon.Utic pJ4.lh into llien 
an4 Medoere. The rotmt will be an excellent sbf eld 
against Gboeran asgnssion,; s&nc.e bis primary pur­
pose in lift will be to use bis Ja112ain actions to 
counrer d~e. 

Marlae<Wisely decides to maintain her bold on 
the law b(>ldfngs in thqe northern lands (a simpl.r 
pre-caution), so sbe must re(;ognlze the co~nt d$ 
regmt Qver Ghoried (2), Fti.iTfield (3), and Be~ 
(3 ). This ~o~ts t'he count 8 RP. so Marla.e needs to 
use " ceremony of brvestitute to pass the cot.mt 8 .RP; 
tb.en p.ast him the ~bree provinces. FinaUy, Matl~ 
decides t&at sh~ wants tbe 4Jount to return S RP of 
fbt 8 RP the'( provinces generate as part Qf a con­
tinui"I' va.mdage agreement. Sbe also explains to 
Fairfktd. that be "'ill offer 15% of the taes be col­
kcts as tn1ntte (grant actions) to bet each domain 
turn, altbo9'gb tbi.s 'an 't be guaranteed 'brougb the 
oacbs of yassalage-tbe oatbs merely dpply to 
~.,,runt tran8fen. 

Marltu Rotsone is gambling tbttt tbt. count will 
pTOtl'e foifbful and not tau ad-vantage ()j bis eie...a.­
tion to regel'J' status to starJ looking for ways to 
M.a/J fru of her control. If it worlt.s. she gains thn• 
additional actiotas per domain tum (the courrt's 
actions, actuAlly) to fend off GbOer'e's aggressfon. lf 
ii fails arul the count wnu out to bf! a faithle.ss @g, 
&he's crippled Rouone. 

The va&sal regent can discontinue this anange­
ment at any time, although some unpleuant 
repel'cus.Jions may reKult. Certain spells Ol"1 be 
us.eful in ensuring that a vassal remembers hill 
loyalties or in foTc.fo.g the vassal Lo tike <>ther 
st.cps to support his overlord, .such a.s contribut­
ing gold ot raising troops on his lo-rd's behalf. 
Almost any kind of agreement can be reached 
and adhered to, as long as the DM approves of 
the a.rra,ngement. 

divestiture 
When a regent attempts to ~ip lands, bold· 
inp, er even an entia:e domain from another 
r.cgcnt. h~ must enforce his dainu throujh 
dive~titure . Basically, he must find a 
priest Vl--ho ~ wiUing to perfonn a c;ere­
mony of investiture ~e.Jigned to negate 
and replace the dQm;Un's existin-g 
bonq -with its ti:ue ruler. While o1i 

rcprchc11S1ole action sucb as t1lls 
would seem to be doomed to 
fa~lure frQm the ~tart, the 
power of the '""'cstitutc 
speU-and thc!J force 
ofw1ll of the 



cl~imant-make this abuse of the land's power 
possible. 

More o(tcn than 4ot, embarking on a divesti­
ture is neither a g~od nor a la\'\-.ful net. (Taking 
lands away from the Gorgon, ht)\VC,•cr, would 
probably be considered by most to be .i good 
thing.) Jn a divestiture, an aggressor regent is 
attempting to wrest away land~ or holdings that 
belong to another regent and add them to hh 
own domain. While it b not necessarily a ch.totic 
act ro look for ways to expand at the expeMe of 
one's enemies, the lawful approach would be to 
force the enemy to cede the lands and acknowl­
edge the new regent's daim. Similarly, good 
regents might be inclined to liberat.c lands 
wrongfully held by \lSUrperi; or tyrants, but might 
attempt to i.et the lands in question free before 
incorporating lhem in a new empire. Any priest 
who supports an act of divestiture might be a 
willing accomplice to a chaotic or evil act, and 
may face serious alignment repercussiom~ or the 
censure of hi~ deity. 

While divestiture is viewed by mo"t of Cer­
ilia's ruler~ as a detestable act (in part because 
no one wants iL to happen to them), it is a truth 
that it is not uncommon. Many regents may 
allow the expediency of djvest.iture to outweigh 
their reservations about its morality. And some 
regents, especially the awnsheghlien, simply 
have no rescrvatfon1t whatsoever about divest­
ing lands or holdings from weaker neighbors. 

However, even the most ruthless tyrants try to 
put a good face on their actions: one might 
cJaim that an old blood tie makes him the 
proper heir to the throne in question, while 
another might protest that he is simply acting 
to protect the people of the land in question 
against their rapacious overlords. 

Oivetititure can take three forms: iingle 
divestiture, multiple divei;titu.re, or total divesti­
ture. Single and multiple divestitutes Wln occur 
without the presence of the victim regent , 
although both ceremonies are easier if the vic:tim 
can be forced lo participate. Total divc¥titure 
cannot occur without the victim regent's partici­
pation. lo any form, such a ceremony must be 
held 1;.omewhere in the lands or near the holdings 
the aggressor is claiming. 

A singk OJ' isolated divestiture occurs when a 
regent wishes to seize control of a single prov­
ince or holding. It's best if the aggre!t~Or phy!li­
cally controls the area through occupation or 
success[ ull)' contests the area with a contest. 
action. (If he does not control the area phy~i­
cally, he may have a hard time keeping il.) As 
noted in the description of the investiture action 
in the BrRTHNIGHl Rulebook, the base success 
number for investing a single proviace or holding 
UI 10 or better, and the aggressor must pay RP 
equal to the value of the province or holding he is 
trying to acquire. The defending regent may bid 
RP normally to worsen the success chance. If the 



victim Tegent is present at the uremon.y, eY~n as 
an unwilling and uncooperative prisoner, he loses 
the ability tobid again~t his enemy. His mere 
presenc:~ creat~ the trappings of a legitimate 
transfer of power, and the divestjture becomes 
easier to accompli,h. 

The same .rules apply to ca. multiple divestiture. 
ex,cept that each lndi•idual provin<le ot hoiding 
t.o be dive$ted m11st. be oct;upted -or ~ont~.5ted, 
The RP co~t to the actin~ regent equals dle sum 
ru the levels lo be !cquin:d. The d~fofide.r can bid 
apinrt the aggressor over each individu.al .asset 
that is at risk, 'Unless the ;:.ggressor hi;i11 found a 
way to force him to be present at the eeremooy. 

£~ample: Marlae l{ourmt &as just won ct great 
'Vi~tQry over Ght>ere Qnd has d~r:id(d li;. add ber 
c011quests to ber kingdom. She bas seized. Bbeltne 
(.4) and Dana,.oene ·(4), and b8t mUitar:y pnsmte 
in these lumurlands is large enough to r:ontut 
Gboert''s law holdings (a fe,•el 4 and lerel 3). arlae 
decides to attempt a mttltipl.: inv11~tit4r.c of both 
provi11ces 11nd botb ''"v b(Jldings, The base ®$tis 
lS RP. arid she mus' make.four success cbechs. 
with Ga'l'in Tad of Gboeu bidding against her in 
each one 

A total dive$titure represents an attempt to 
stljze control of an entire domain in one swcup. 
Enry asset belongi,ng to the vidim regent fallio 
into the hands of the aggressor if the totai 
divestiture succeedR. The '~ctim must be present 
at the ceremony, and the teremoey must be hteld 
in the victim's cipital or seat Q( power. The suc­
-ces"S number is t 0 or better, just like the single or 
multiple di\•estitµte, and the c:ost to the aggres­
sor equals the total domain pow,er (the sum of all 
provinc.e and holding levels) of the domain he is 
trying to seize. Jn provinces or holdings in which 
the aggreS$Qr bas not 111stiililished conttol by con­
testing or occup:ylng, the victim m-ay bid RP to 
worsen the success chance. The "i.ctim loses this 
privilege in lands that have already fallen undei: 
the aggressor's co~ol. 

In any type of dive$tlture. the aggressor may 
attempt to seize control of a proyincc, bolding1 
or domain without first securing it th.tough phys­
kal conquest or c;ontest actions, If he sµccess­
fully divests these lands from their proper owner 
bdoi:e he takes cont.rol of them, he does not 
completely subsiune them into his domain . 
ln5t$ld, the- divested provinc~ and holdinp are 
oonsidc.t-ed -neutral or cont.ost.ed territories that 
generate no Regency Points for a:nyone. 'Ibe new 
tegem must find a way to contest or occupy 
tbf:.s.e stolen lands before h~ can gain regericy 
itO}ll them,. Meanwhile. tb,c rormcr r.cgcnt or his 
hefr$ mU$t £ina P way to, clear their claim by 
coUQt.er-dive.1ting hdotc these 1-nds ca.n revert 
to his dQina;in; Thu murky state of claims and 
4:ounter-cla.inu can go on~!or decades; the Hun· 
dred i\arJ\ Wat lietween France and England [s 
-a g6od historical patall~. 

bloodline investiture 
The la~t type 0£ investiture ecremorty commo,nly 
employed fa CerUia is the bloodline investituret 
in which one character gains tbe entirety of 
another character's bloodline. Naturally, bo,tb 
the donor and the recipient must be present at 
the ceremony, but the rite~ can be held any· 
where. The ceremony usually invol'l!e11 some sym­
hul ic exchange of bloQd or a blood <>ath, in 
which the donr>r nicks his hand or arm and lets a 
drpp or two of blood fall int(} a chalice dr onto 
the ground. 

tf the donor is not willfng to part with his 
bloodline, the pro.llpective recipient has several 
options, First. he can simply kill the donor and 
commit bloodtfieft. althougJi this require.S no 
speci.a1 ceremony. Second, he can att~pt to lind. 
some me,iins of coercing the donor lnto cooperat­
ing of b1s own free will, perhaps through magi~l 
means Ol' physical extortion, Third, he can pro­
ceed with the ceremony despito the donor's mis­
givings. U he chooses the bst option. the donor 
is entitled to a saving throw versus death magic 
lo resist the trans.for and keep his bloodline 
intact. As one Jnight guess. bloodline inve!ititmes 
between blooded enemies are rare, since blood­
thef t senerally serves the same purpose without 
the trouble of a ccremonv. 

Bloodline inve~titure is more often used to 
elevate a tulcr's heir to I.he same blOQd strength 
that the ruler himself enjoys. This is norm,.llya 
gift to sttengtben the new regent for the trials 
and hardships ahead. Just like the ceremony of 
cotonatioii, the h1oodline inve.silture can be des­
ignated far .in advance against the possibility 0£ 
the ~gent's unexpected demise. 

double 
• c.eremomes 

Some arrangements of vassalage, inheritance, 
marriage, and other affairs require s-everal 
diffel'ent form5-of inveStiture, each aeplied 
in the right order. Fortunately, the char• 
acters involved need not sper,d months 
on end locked in action after action of 
investiture. Seve~al distinct cere-
monies can be executed at the same 
time..in double or triple cere· 
monies, aS' long.as the same 
0>harf1cte1's; i't.e involved in 
each on.c. Fo-r example, if 
-are~nt \vishesto des­
ignate bis loy-.tl 

81 



unblooded guard ca.ptain to receive his bloodJjne 
and his domain upon his death, he needs to use. 
ceremonies of designation, blood.line investiture, 
and coronation. All three 0£ these can be handled 
in a single domain action repi:esenting Beveral 
ceremonies over the course of one or two days, 
as long as the DM agrees that this is reasonable. 

the lo.nd's choice 
S ometimes, the best-laid plans. of a re~e~L 

go awry. A queen and her destg;nated heir 
miP.t meet their deaths at the same time, 

or she might perish before she has the opportu­
nity to designate an heir. On occasion, the right­
ful heir is upstaged (or disposed of) by a pre­
tctl(ier to the throne, .All kinds of trouble can sur­
round the inheritaoce of power, but an ihtangible 
and inexplic.able safety net is at work in each and 
eve,ry domain of Cerilia: the ability of the land 
'itself to choqse its own ruler. 

The emergence of a new regent with<>ut the 
intercessicm ofa priest or a cetemony of investi­
ture is a rare phenomenon, but it does happen, 
eapecially when a domain faces a crisis of some 
kind without a clear leader, or when the natural 
traiisfer of power from one legitima~ leader to 
~n.,ther bas been derailed by the interference of 
an usurper or traitor. No one can predict the 
course that the land's choice may take, or even 
whether a puticular situation might lead to 
instantaneous acclamation of a new regent: to 
repla~ the old. The only thing that anyone can 
say with certainty is that a full manifestation of 
the land's choice is every bit as complete and 
effective as a ceremony o( investiture, and that 
such a manifestation seeinS to be wrapped in the 
my•tical link between blooded characters and 
the lands they ru1e. 

The most common occurrence of the land's 
choice is the creation of a new bloodline to 
suc'Ceed an old one that has di-ed out. l£ a 
regent dies as the last of his line wi~bout a 
new heir designated, another character may 

suddenly be subjected to an instantaneou$ 
bloodline il)Ve~titure (and possibly the 

land's <:tu,·onation) i.£ he ~mbodies the 
virtues th.at best represent the land. A 

loyal adviser who served the- previous 
rhler, a common soldier of uncom­

mon valqr, o_. a minor nobleman 
of great wisdom might all find 

themselves imbued with 
godly essence. No one 

can tell who the land 
ma.y chopse,, but 

the choice is 
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3lways a person of exceptional ability and char­
acter who has the potential to be a competent 
ruler. Natur~IJy, thiS namele!i.$, fticeless heir may 
have a .hard time laying claim to the reins of 
pov.•er, but some of Cerilia's greatest legends 
chronicle the rise of a commoner to the throne. 

The other common manifestation of the. land's 
choice li~s in the automatic designation of a new 
heir if the expected heir should somehow prove 
unsuitable. For example, a king with t.wo proud, 
arrogant sons might plan to pass his rule to the 
eldest, but at the time of the king's death, the 
land may bestow the regency of the domain upon 
tJ\eJr wisc:r, more intelligent younger sister 
despite the king's preparatfons. Or, all the king's 
children might be skipped in favor of a .remote 
kinsman who can also t.racc descent from the 
regal bloodline of the kingdom. 

This manifestation is most likely to arise when 
the designated heir or the current ruler has been 
elevated to his position through questionable 
means. If tbe king of Ghoere conquers Roesone 
and then design~tes his second son to become 
the future baron of Roesone, the land may rebel 
at. the time of the son's inheritance and instead 
confer the regency of the realm upon a suppos­
edly-di,sinherited scion of the Roesone family. 
Heirs that play dJrfy tQ worm their war into a 
regent's favor also have a. tendency to be skipped 
despite theit praearations. 

Jo the. c.:ase of a king dying without a desig· 
nated heir, the chance o{ the land's intervention 
is fairly good (80% or bette.r); the person who 
was likely to have been designated will probably 
wake up to find himself the next rulet of the 
land. This is especially true if the king left behind 
children or relat,ions who simply weren't desig­
nated ahead of time. 

If the de(cased ruler left no obvioU$ st~ccessor, 
the land selec~ a new successor in about half of 
such cases (leavin~ the throne up for conquest in 
the othcx half of such iitcidences). Unsuitable 
heirs are frequcn.tly passed over, and might be 
granted lhe throne 1.n only 25% of these s1tua­
t,ions. Some rulers attempt to prevent the possi­
bility of the land choo.'iing the next heir bymak­
lng sure that they designate one before their own 
death, but ~rtain other rulers are content to let 
th,e land choose. 

From time to time, the land's choice may take 
an unusual turn 1wwhisking the blooc:llil1e to a 
third party (and thus out of the hands of a 
usurper) but not establishing tl>e recipient as the 
new king. The recipient may need to compleu 
some t:a.sk or quest rn order to finish the proecss 
of the land's choke; for example, he might have 
to free his land from invaders1 recapture the 
stolen crown, be formally recognized through a 
true ceremony of investltur&, or defeat some ter­
rible monsttt before the Jand fully acknowle<.lge.s 
him a& the .next Jtlng. While Cerilia's history iB 



ch~ckcred with lnstarttes of such occurrence11, 
no particulal" rulea apply fQr game play-the OM 
can use th~s as .a tool or story to creat:e grand 
adventures fot the PCs. 

bottle.field investiture 
Regents are slain on the battlefields of Cer:ilia 
fairly often; ~..-hap$ one in six or seven regents 
meets his doom in battle. If the regent has dcsig· 
n.ated an heh' (regardless of \Vhether the heir is 
on the field of battle that day), the investiture i.s 
likel;y to succeed. If he has not designated an 
heir, the ruler may still get a chance to pass his 
regency to lhe person of his choice before he 
passes away. 

In order to perform a battlefield investiture, 
the dying regent must be attended by the heir 
whom he intends to be the recipient of bis 
regency. He ,must also be attended by a p.riest 
regent or by a priest lieutenant of the recognized 
state fah.h. In other wotds, if the local prie.st 
regent is not available, another priest who 
answers to the priest regent may suffice. In bat­
tlefield investitutes, the dying regent is usually 
badly wounded wjth no bbpe of escape , or is 
ac.tuaJlywithin a round or two of death. Ifhe has 
been killed outright. he can't pa.rtkipate in the 
abbreviated ceremony and pa.ss along his power. 

In game terms, thb means that a regent can 
participate in the cerem~ while dyiog-includr 
ing '1nder the effects of t~e "negative 10" rule. 
(Under this optional rule, a character reduced to 
negative hit points is a$sume.d to he dying, and 
loses one hJt point eac:h round until he reaches 
- 10, which represents tbe effects of a mortal 
wound.) A regent who hasn 1t been mortally 
wounded but sees no chance of escaping a lo~t 
battle rn.ay a1sc>- participate in a ba:tt1e£i.eld 
investiture, although this is a less common 
occ~rrence. 

The battlefield investiture is risky; even if bot" 
characters are willing, the success roll ~s 10 or 
better, which can't be modified by the exi:>endi­
ture of Regency Points. (ff the recipient is 
already the dying regent's designated heir, sue· 
cess is automatic). If the investiture is su.cGess­
ful, the new king must spend a domain action to 
underg9 a form~I investiture at some point in the 
near future. Each domain t.nrn, he suffers a 
minor loss of reg_ency (see page 48 of the Rule­
book) until he takes the time to t>bserve the for· 
mafities Qf investiture. Tne prie.st regent who 
~rfonned the battlefield investiture is not penal­
ized in any way, sqice tb'ls is a free action fot 
him, but be Will customarily issue a decree as a 
temporaiy measure to ease the transmo.o. 

.re~ent d~a.th nnd 
resurrectron 
Extt'emely powerful magic exists that is capable 
of bringing character,s back from the dead. Ihe 
number of priest5 ·who are able to cast raise dead 
or resurrection spells is pretty limited in most 
caxnpa.igns-throughout Cerilia. only 9th-level 
(or mor-e powerful) priests of the deities Nes:i.cie, 
Ruomil, Sera, and l<riesha have access to these 
spells. In all of Cecilia, probably no nio:re than 
fifteen or tw~nty priests exist who can perform 
this feat, and even then, the dedsioo to bring 
back a particular character is not an autoniatic 
concl.wion, 

Wh•n a Tegent character dies , the domain 
power he holds immediately transfers to his helr, 
whether the heir is designated, undesignatedi or 
chosen on the spot by the land. The regent's 
bloodline may .J..io be tran.!iforred if he has desig:­
nated an hell'. to receive. it. Should the regent be 
returned to life at some fater t.ime by the we of 
magic, the Conner regent does not regain his lost 
domain; it remains in the hands of his successor. 
His death severed the link between land Jnd 
king, and from that point forward. he can never 
he invested as the ruler of ru., tormer domain 
again, since the land will refuse him. The resur­
rected character could possibly win a new do­
main elsewhere 1n Ce.rilia, since he retains his 
bloodline (unless he willingly gave it away by 
dc;signating it before his death). UnlQs .he builds 
a new domain, he is treated as a scion and riot a 
regent. 
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his sectiOn de~ils priest spells urtique 
to the' BU~Tf!RTOHT game setting. Only 
prie5ts that tub.scribe to the Cerilian 

pQtbeQn have access to these spells. 
Many of the spells tha~ follow are available 

only to priests of pktic.,ufar deities, Those spell$ 
are identified by the deity'$ name (in bold.face) 
foll~wing tl11.\ s~ool desi~tion. The chan~ 
alway.!! exists that -a pnest of a different god will 
he ~nt;ed such a spell by liis ow.n deity; these 
possibilities should be discussed between the 
player and OM. 

(Enchantment) 

Sphere: Combat 
Range: Touch 
Componenb; v; S, M 
Duration: 5 rou.nds/le)•e1 
Casting Time; L turn 
Area of Effect: Two Individuals 
Saving TIU'ow: Neg. 

De.spite its name, blood bond has no effec.t o.n 
character bloodlines . Rather; it is an infamous 
spell that was once granted to Azrai's followers 
and, eYentually. to Belinik's. Now, war priests .all 
over Cerilia have learned its power. 

The spell is cast on two characters simuJtane .. 
ously. Both are entitled to a saving throw, but will­
i,ng participants rnay £orleit the s,.ve if ~ey wish. If 
either saving thro\V succeeds, the spell fails. 

Blood bond. links the health of the two targets. 
When <>ne c:Ji.aracter suffers damage, both partici­
pants split thahit points of damage; (The charac­
ter WhO is actually struck takes the extra point in 
the case of an odd number.) If either of the two 
characters dies. the spell ends. The shared 
effe~t applies only to hit points-it does nQt 
apply to a{:tual bums, acid diimage. etc. A 

character struck by a fiteball. ior example, 
would roll his sa~ng throw to determine 

fuH or ~ dainage. ·then divide the dam­
ase between the two characters. The 

second character W01Jld not he entitled 
tQ a saving throw'for h:alf damage, 

h\lt also would not ~uffer bums 
and would not h4\1e to roll sav­

ing throwJ for it~. 
V'os wat P-
~ 
~ ~~~-Y,!11'~ 

spellsfo:r 
cerilinn 

• pnests 
pr~~oner. effectively doubling the damage the 
warriot can take jn battle (assuming the prisoner 
survives the trauma). The cha"1'acters. share dam­
age regardless of distance between the two. 

N on~I priests normally cast this spell only on 
two willing ~nuades. Paladins of Haelyn p~n 
use blood bottd to fortify their own s hield bro~ 
ers in battle. 

The material components ate the priest's hQly 
symbol and a length of red silk ribbon. 

know bloodline 
(Divination) 

Sphere: Divination 
R.ange: 30 yards 
Components: V, S, M 
Duration: Instantaneous 
Casting Time: 2 
Area of Effect: One individual 
Saving Throw: N~g. 



This spell eombines the effects Q{ the lsv.level wi1r 
ard spells know bb:Jcxlline derivation and ~ blood.. 
lilU strength (prcscnted in The Book ofMageCJ'Uft). 
The target is .allowed a ~aving throw with t he fol­
lowini modifiers to the die roll, based on the 
strength of his bloodline~ tainted, +2; minor, +O; 
major, -2; great., -4. (The more powedul bloodlines 
are easier t.o d<McM 

The taster simply points al. the ta rget and 
concentrates on his bloodline derlv:rtlon and 
strength. ff the tatget has a bloodline and fails 
his savinwthrow, the. ca~te.rwill mentally learn 
the target's bloodline derivalion a:nd strength 
(tainted, minor, ma_klr, ot great). If the tatget has 
no bloodline, th" priest is subjected to a blinding 
white flash of light. ""1sibte only to him. The flash 
is not harmful, but will distract the priest mo­
mentarily. 

The materiaJ components are the priest's holy 
symbol, an iron rod that bench with the casting 
(the ~ee of bend is related to the bl90dl.ine 
s~n ), aod a hand{ul of gems each worth at 
leut gp~ The gem that corresponds to the tar­
get1s bfOOdljne is shattered when the spell is com­
~lete. The assortment of gems must c:ompri1$e the 
following: Anduirati1 garnet; Basilia, amethyst; 
Brenna, t.Opu; M<aseh-. pea rl ; Reynir, jade: 
Vorynn, opal: &r;ai, blackony~. 

moonbeam 
(Evocation) 

Sphere: Sun 
Range; 10 yards/level 
Components: V, S, M 
Duration: 1 round/level 
Casting Time: 2 
Area of Effect; One creature/3 levels 
Saving Throw: Neg. 

Originally granted to R uornit'9 followers during 
the Battle of Mount Deismaar, the moonbeam 
spell has become a weapon against undead for 
n1any priests across Cetilia. 

Moonbtom uses the power of Ce,rllia's sun and 
moop to paralyv.e undead. When a priest points,._ 
taHsman at an undead creature and casts this 
spell, a beam of silver or golden Hght ~treaks 
toward the creature. ff the target fails its saving 
throw, it remains completely paralyzed for the 
duration of the spell. 

The roAteTial cQmpooent is a re!lcctive moon­
or sun-shaped talistnan (usually depe11ding on 
the intere.sLs of the priest's patron deity) . lt may 
be made of glass, mirrored glass, highly polished 
metal, or polished stone sach as hematite, 

discern elven 
influence 
(Divination) 

Sphere; Divination 
Range: 100 yards 
Components~ V, S, M 
Duratiom 1 tl!.tn + 1 roundAevel 
Casting Tltlle: I round 
Area of Effect. l 0-yard radiu$/level 
SavingTbrow: None 

Whc.n humans Hrst battled elves in the forests of 
Cerilia, many of tht: gods granted human priests 
the ability to detect elven influence wherever 
they we-0t. Since the Batlle of M;ount Oeifmaar 
and the destruction of the old gods1 this speO ha$ 
helped many tribes of humans steer eleaT 0£ 
elven territory or attack it in respon~e to the 
gheallie SidllC. 

lhe priest who casts this spell must hold .an 
object once touched or own~ by an elf or half-elf. 
He then ~oncentrate.s on the area in question ~o 
determine whethe!r efves have influenc.ed the ~a 
in the rect!nt past (one month per level of the 
castE!r). ~influence" could mean that a group of 
elves had passed thtough the area, elves or half­
elvcs arc present at tne time of callting, or ehten 
magic has shaped or affected the area. The spell 
would not normally det.ec.t a single elf or half-elf 
that had moved through the area recently unles_s 
he did something dramatic while there (killed 
someone. cast a PQwerful spell, built a house, ete.). 

the i;;jl$ier does not lea rn the n~ture of the 
elvei.' activity in the area in question. He knows 
only that elves have been or are currently pre­
sent. The sensadon ,may vary in sU'ength depend· 
Jng on the activity (it IPa.y be espc.ci.ally strong, 
for examplc, lf a large battle had been fought 
the.l'e). 

The priest may probe multiple ateas within 
the spell duration. Successfully probing an 
area takes a mlnimum of one round. A lst­
lcvel priest can probe as many as 11 are~lS 
if he wo.rks quickly. 

The material component is the elven 
object, which is not destroy~d in the 
casting 



second level 
enhance blood o.bilitv 
(Alteration, Evocation) 

Sphere: Necromantic 
Range:,. Touch 
Components: V. S, M 
Duration: 3 rounds +1 round/level 
Cab-ting Tune: 5 
Area of J!ffect: One creature 
SavingThrow: None 

This spell is identical to the 3rd-level wizard spell 
of the same name. It enable$ the target to tap the 
essence of his bloodline directly to temponrily 
jncrease the power of one existing blood ability. 
The casting priest must kn<>"W' the bloodline 
derivation. blood:iability, and ability power 
(minor, major, or great) to be affected. When the 
spell is cast, the chosen bloo,d ability improvea 
one power level-minor to major, or major to 
great-for the duration of the spell. Blood abili· 
ties of maximum level gain no benefit from the 
speU, and blood abilities that have only one level 
of power cannot be enhanced. 

At the end of the spell's du.-ation, the blood 
•bility retUl,'n$ to nQrmal. the target then may 
not us~ the previously enhanced blood ability for 
one turn (be has stretched the ability beyond its. 
limits). I( tbe blood ability i~ one that normally 
operate• q>ntinuously (such as enhanced seQSe 
or cour.qe), then the c;haracter loses any contin­
uous benefits garne.-ed by the ability ft>r that 
tum. 

The inattrial components for this speD are two 
similar objects-one small and one large- repre­
sentlng the bloodline derivation of the target. 
{See the animal affinity blood ahility in the 
BllU'ffRlGHT Rule.book for a list of totems,) The 
cuter breaks the smaller of the two tote.ms dur­
ing the casting of the spell, and the larger symbol 
shatters when the duration elapses. 

th.ird leuel 
circle of secrets 
{Alteration) 

Sphere~All 
Range: Special 
Components: Vi S 
Duration; Goncen.ttation. 
Casting lime: 3 
Area of £ffect: Special 
Savinglhrow; None 

This cooperative magic spell aUows a minimum 
of two and a maximum of twelve priests to make 
themselves and a number of allies undetectable 
by normal means. The priests must stand or sit in 
a cirde (two priests position themselves face-to­
faet1, while three may make a triangle) so that 
they are within arms' reach of each other. They 
then close their eyes and conCCJttrate. The DM 
may rule that both priests must follow the same 
deity, or they may be followers of allied deities. 

1bc spell's magic chao,ge.sthe appearance of each 
priest into some natural t<:rrain feature for as Jong 
as the priests maintain their<:oncentration. The ter­
~ feature is dictated by the deity worshiped and 
t,be situation (a priest of Erik in a forest, (or exam­
ple, might look like a tree~ but if he were in the 
desert, the priest might appear to be a cactus). 

While1:he spell lasts, the priests. Loo~, feel, and 
smell Uke the object of their tr.ansforrn.ation. They 
remain aware of their SWTQuodin~ and are able. to 
hear and smell activities around then). They do not 
actually polymorph into the$e magical fQrm.S, how­
ever. A priest 'Who assumes the loon of a boulder, 
for ew:u.ple, may £-eelrougb or $1UOOth like a boul­
der, but iso1t actually as bard as rock. 

All passersby, ev.en tho.JC seuching foi: the 
priests., are aff~cted by the magic. Unless gready 
motivated, they will assume that these "natural" 
features are nonnal for the landscape. Characters 
who dispute the change in the landscape ("Hey, 
that boulder waso 't here ~ minute ~gol") are 
allowed a saving throw versus spell with a -1 bonus 
for every prie~t participating in the cin:k of stcrcts. 
If the character succeeds, he knows the "natural" 
features weren•t there previously (but be does not 
actually see the priests); if he fails, he "~e~ts" 
that the features we~ there, after all. 

ln additiQn to the~r own forms, the casting 
priests· may affect one charactel' for evecy·two 
priests casting the spell. These additional characters 
stand between the priest'il or within the circle and 
change shape along with th~ pci~sts. These charac­
ters need o.otcoocentrate or remain still, but may 
not move out of their places. 



If any partitipant moves signilicantly or breaks 
the circle, bis fonn-ttVCrts to normal. As Jong as 
two {)f more priests maintain their cOncentra­
tion. howevtr, the reit of the eharacte.-s remain 
disguised, no matter how mal)y ~mes are cn­
Glos~. Thus, si:t prieJts could cast the $J>Cll to iii­
&:;lude t,,b.ree ~Uie1i. then four of the ~ric:!sts could 
move away to pursue other activities. Two priests 
must remain in cQnccntration w ~eguard them­
ulve.s and the three allies. 

A true $eeing spell or g~ tart. ~neftate a circle 
of $Ut'ets. Dlttct magi& snows only that magic is 
pre5ent, hut not the nature of the magic. 

imbue with 
blood ubifuv 
(Enchantment) 

Sphere: Charm 
Range: Touch 
Components: V, S, M 
Duration: 1 day/level of cast.~r 
Casting Tune: l tum 
Area of Effect: One chilr?cter 
Saving'rhrow: None 

This spell allows a priest to grant a blooded or 
unblooded character the use Of o~e blood ability 
for a limited time. The prlest casts the 5peU and 
invokes the name of his god while holdirtg the 
target with one hand and bis holy symbol with 
the othet. 

The prie6."t has no control over the .blood ;lbility 
conferred on the ta~et character. The recipient 
rolls for a blOQd ability as if he were rolling up a 
new blooded cha.tacter, using Tables 12 and 13 in 
the Rulebook. The bloodline derivation of this 
temporary ability depends on the casting prie~-t·s 
faith, not the target's nature. 

Priest's Faith Derivation Granted 
Hael'yn, Cuira~c.en Anduiras 
Erik Reynir 
Nesirie Mascia 
Ruomil Vorynn 
Sera, Elo6le Brenna 
A.vani, Laeane Sasala 
Ktiesha, Belinik Aztai 

Nonhuman. pri~sts roll on 'J'abte 11: 8loodline 
Derivation when they cast tlUs SJ>Cll to determine 
the bloodline detlvati:on of the-ability they confer. 

'Ihe strength of the blood ability is determined 
hy th~ priest's Level If the priest is Sth-8tb level. 
the bloo'cl ability ~ted is a minor one. A priest 9f 
9th-11th Level confc;rs a major ability, and .a priest 
who is 12th level or higher grants a great ability. 

The target of the spell instantly knows the 
blood ability be gains and how to use it. If a c.bll(-

acter receives a blood ability he already has. that 
ability ~s improved ~y one level. if applicable. 
Othe.rwise, the spell ts wasted. 

The material compon~nts are-the priest's holy 
symbol and a few strands of hair pulled (not cut) 
ttQm the target's head. 

totem beast 
(Conjuration/Summoning) 

Sphere: Animal 
Range: 1 mile 
Components: V, S, M 
OW'ation: 1 day/level 
Casting Tame: 1 tum 
Area of Effect: One creature 
Saving Throw: No.ne 

Similar to the 1st-level wizaro spell fitui familiar. 
this spell allow• a prie~t to summon an animal 
that represents some aspect of his faith. lt the 
spell succeeds, the animal appears ld6 turns 
after the casting and remains with the priest one 
day for each level of the caster. 

The totem beast d<M1s not add hit points to the 
caster, nor is it linked in such a way that the two 
c.annot be separat.ed. 1he animal SUJnplOned to~ 
ustcr is exceptionalJy int.eUigent (or it.$ species and 
under$tands all verbal con:unands issued by the 
caster. No mental telepathy exists be.tween the 
pair. The anim~t dbes not understand speech or 
c~ds issued by anyone other~ the caster, 
even if they speak the same language as the prie5t. 

Different gods grant different toum beasts to 
their followers. The prie.st bas no control over the 
type of animal gained. The following Ust provides 
examples of animals that may appear to prie.tts 
of different deities. 

Deity 
Erik 
Nesirie 
Elo~e 
Kriesha 
Relinik 

Beasts 
bear, falcon, fox 
s.eal, swan,.otter 
cat r;wen, rat 
wolf. owl, badger 
varsk, volture, wolverine 

This list is not exhaustive; a different type of 
animal may appear to a priest depending on 
the.god's wishes aru:l the priest's location, 4 
priest of Belioik in Khin3$i Janda may 
summon a hyena, for example. 
Lower level p~sts tend to 
gain smaller qeatur.cs 
While highe~ levei 
priest:S are sbme­
t.imes y.ui~q 
larger Dea.sta .... 



The totem btast may have l HD for every three 
levels-o( the castel'.. up to the maximum Hit Dice 
normal for such a creature. If a 5th-level priest of 
Erilt' cast t.hc spell and w~s visited by a black 
bear, the bear could have up to two hil dice. 
Onc.e the OM determines the creature and its 
pos.sible hit dice, he may grant m.aximum hit dice 
or roll for the possible r,an~ (in this case. ld2). 

No priest may ever have: more than one toum 
beast at one time. The ~nimal always depacts 
peacefully at tlic end of the spell {llnles~ it was 
ini.stteated, in which <.:ase it might leave earlier or 
tum on its master). The priest is free to dismiss 
the animal sooner if desired. A priest may sum­
mon only ooe tcfem bt0$t in a 30-day period. 

Success of subsequent castings Will depend on 
the priest's treatment of previous ~nim;tlit. If an 
.anirnal were endangered or mistreated, further 
attempts may fail until an amount of time has 
passed or lhe priest atones for his actions in kind 
(such as caring for skk or injured ~imals). 

The material components are 10 gp worth of 
bigh quality food appropriate for local animals 
(bOth carnivores and herbivores ) and a miniature 
leash made of fine gold wire. 

fourth level 
blood bank 
(En~hantment) 

Sphere: Guatdian 
Range: Touch 
Components: v_ S, M 
Duration: 1 weeW.level 
Casting nme: 1 turn 
Area of Effect: One cha.rader 
Saving Throw: Neg. 

By use of this spell a prie,<St may transfer a chat· 
acter's bloodline and blood ahilitiei- into a mag­
ical contaioel'. The container mu:;t be at. least 
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the size of a man's ftst and must have a mate­
rial cost of at le3$t 500 ~· The scion may be:: 

a willing participant in this spell. but the 
speU can be cast on an unwilling target. If 
the scion r~ist5, he is allowed a saving 

throw versus death magic -with a -1 
bonus for every ten poiJlts of blood· 

line strength he pOSSC&setf 
Once the bloodline ls trans­
ferred, the .scion may acc.ess 

his bloodfine if he places 
himself in cont.act 

with the container. This abo grants access to .any 
accumulated Regency Points, -ind the character 
may collect: and spend RP normally. 

Jfthe sdon p.nd the container are separated by 
more t.han 10 feet, the blo-0dline is rendered 
inert £or as long as they remaln apart. If the scion 
is a regent, he cannot pe.-fo:rm domaio action~ . 
cQJlec.t RP, or spend RP while separated from his 
bloodline. The tharllder is treated in all ways as 
if he is unblooded. This may prevent a true wiz­
ard from castin~ spelJs. 

I( the contamer i!t broken or seriously dam.­
aged (a metal vessel might. be cru.i;hed flat, for 
example) but .remains within IO feet of the 
regent, the bloodline immediately reverts to its 
owner and tho spell is broken. H the container is 
broken or seriously damaged i\t a distance o( 
more than I 0 feet from Lhe scion. the bloodline 
and regency are Jost forever. 

When the spell's duration elapses, the magic of 
the blnod banle spell transfors the bloodline back to 
the scion if he i~ within one mile of the contain.er. 
Jf the scion is more than one mile from the vess.el, 
the bloodline and regency ate lost forever. 

No known magic can trarn;fer a bloodline from 
a container. in.to another indi-vidual while the 
scion live~. Bloodtheft is impossible \li'hile a 
hloodllr:ie is ~ank~d; if' lh~ reg!nt dies by ~ny 
means (including t•gbmaevnl) while the bloodlme 
resides within the vebscl, it is immed.iattly trao.sM 
ferred to a designated heir. Withoul an he~r, the 
land chooses the recipient of the regency. 

The material components .are a lock of the 
scion's hair. a handful of ditt from his domain (if 
a regent) or homeland (if a nonregent), and a, 
gamet worth 100 gp. 

inheritance ossurnnce 
(Enchantment) 

Sphere~ Protection 
Range: Touch 
Components: V, S, M 
Duration: 1 month 
Casting Time: 1 tum 
Atca of Effect~ Two creatures 
Saving Throw: Special 

Valued highly by regents. across Cerilia, inktn­
tal'l~e 4"UTQnce guarantees tha,t if a regeJlt dlea 
prematurely or far from home, hi$ repncy and 
b(o~ J>aSS to his ~hosen heir. 

Both the regent and heir mmt he present for 
the casting of the spell A.:s Ion&. as the spell is in 
eftect.1he heir receives the sciQn .. ~ ablB­
ties. and regency upon the instant of the scion's 
death. Even hloodtheft is impossible while this 
spell is in effect. 'nle spell ends Immediately, how-



ever, if the dc!iignated heir die:i before the scion. 
lf bloodtheft is attempted with a tigbmaevril 

weapon, the ~cion must roll a saving throw to 
prevent losfog his bloodline and regency. The 
scion gains a -1 bonus to the roll for every 10 
points of regency he possesses. 

This spell cannot be cast on ao unwilling 
regent, but the heir may be unwilling. lo such a 
case, the unwlllipg heir must be restrained dur­
ing the castin~ io. order for the spell lo work. . 

The matena1 componcnti. are a lock of hair 
frOm the scion and heir and .i small silver paten 
on which the bait' is placed. The paten i~ not con­
sumed in the casting. 

fifth level 
wo.ten; tca.uel 
(Alteration) 

Sphere: Elemental (Water) 
Range: Touch 
Components: V, S, M 
Duration: J tum + l round/level 
Ca.sting Tune: 5 
Area of Effect: One creat.urc 
Saving Th.row: Neg. 

This spell is $irnilar to the 5lh-level priest spell 
pass plant. The target must immerse himself in a 

body of water (a lake, river, stream, or a full 
bathtub); the pricsl then ca~ts the spell. The tar­
get and up to 100 pounds of his clothing and 
equipment are then transformed into water. The 
target remains aware of his surroundings and is 
able to move under his own power (though he 
must remain in water) for the duration of the 
spell. An unwilling target is entitled to d saving 
throw t-0 resist the effect. 

The watery individual moves at a rate of one 
mile per round regardJcl>s of the movement, 
l>pced, or conditions of the body of water: he 
would move across a still pond or upstream dur­
ing a thunderstorm at the same rate. 

lhe target oC the spell may chooi.c to make 
use of lee or groundwater to pass through seem· 
ingly dry ar<:a,S. lf the target allows himself lo 
&ccp into the ground or passes from a river or 
pond into the groundwater, be moves one-half 
mile per round. 

Regardless of the depth of the groundwater, 
lhc watery character retains a general sense of 
direction. He will be unable to see anything, but 
can hear reasonably well while in water form. 

When the spell cxpirei., the chnractcr imme~ 
diatelv transforms into his normal form. If he is 
withlli a few feet of drv land, the magic thrusts 
him safely on lo land, his clolhing and gear dry. 
If he ii. farther offshore, he must swim or be 
rescued by friends. If the character is traveling 
in groundwater. he dies instantly. Practitioners 
of watery travel have been known to disappear 
forever. 



sllith level 
restore bloodline 
(Alteration) 
Reversible 

Sphere: Necromantic 
Range! Touch 
Compo~ents: V. S, M 
Duration: Permanent 
Casting Ttme: 4 
Area of Effect: One creature 
Saving Throw: None 

This powerful spell allows the caster to restore a 
target's depleted or stolen bloodline, including 
any blood abilities lost as a result. Resto~ blood,. 
line woxks on any living scion who has lost all or 
part of his bloodline through some magical 
means {such as the blood drain of a spectral 
sdon or si.m,ilar method). The spell has no etfect 
on viictims of bloodtheft who are brought back t.o 
life, Of chatac:ters. who give away their bloodlines 
willingly (by bequeathing them to an heir). 

The reVerse of this spell. destro)! bloodline, may 
be Used to blast a scion's bloodline into noneJi:is­
tence. By touching the victim, the casting priest 
uses bis deity's power to erase the target's blood­
line. The victim is allowed a saving throw versus 
~th magic; if he fails, his bloodline and all blood 
abilities vanish pepna.nently. Only a ttnore. blood­
liM or wUb spell can bring the bloodline back.. 

Use of destro)I Moodlittt is frowned upon in 
most parts of Cerilia; in some areas, it is banned 
entirely. Most scions feel that the spell wastes a 
rare resource; they would rather see bloodlines 
tr~fem:d or stolen than destroyed forever. 

'rhe material components foi: rtstore bloodline 
are the priest's holy symbol and a length of red 
velvet ribbon that is tied about the target char­
acter's head. The component for the reverse is 
a small sewing needle made of p_ur¢ gold. 
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quest spells 

Q 
uest spells are detailed in the Tome of 
Magic .sourcebook. In shorl, they ~e pow­
ers allowed only to priests of at least 9th 
level (but are usually reserved for priests 

above 12th level). These are n.ot spells a priest can 
normally pray for; rather, a deity may grant a priest 
the ability to cast a quest !>-pell .in order to accom­
plish some lar:-ger putp<>se. The character may pray 
for a quest spell in order to accomplish a mission 
for his deity, or the deity may present a priest with. 
a quest and grant him the spell to help him reach 
his goal. Material components are determined at 
the time the spell is granted to the priest. 

Cerilian deities have been known to grant 
quest spells on .sp4Cial occasions. Because of the 
continent's tumultuous past, the rise and fall of 
the empire, and the ever-growing power of the 
awnsbeghlien, the gods have sometimes seen fit 
to impart a quest spell on a devout and moti­
vated followe,r. 

The following are examples of quest spells th.at 
Cerilian deities might ~rant (according to the 
rules vresented io ToM) i( the need were great 
enough. One spell is provided for each deity, but 
the OM may invent others if the need arises. 

avatar form 
(Alteration; all deities) 

Sphere: All 
Range; Touch 
Components: V. S, M 
Duration: 1 hourllevcl of caster 
Casting lime: 2 tum& 
Are• of Effecl: One creature 
Saving Throw: None 

This spell musl be cast upon a willing worshiper 
of the sam.e faith as the priest commanding the 
spell. Attempting to cast it ()D a nonbeliever 
would be considered sacrilege, .ind could cause 
the priest to be stripped of his god's favor (spells, 
special abilities, etc.) until he performs a suitable 
act of at.onement. 

By means of thls spell, the pl'iest g.rants the 
form of the god's avatar to himseU or a (eUow 
worshiper. (The avatat forms of each Cerilian 
deity are dcscr~b~ ,in the first se~don Qf this 
book under the 1nd1vidtutl god descnptions.) 

The .recipient gains no additional powers, but 
is in all ways transformed into the avatar. The 
individual's appearance, voiec, scent, and man· 
nerisms 6t the avatar in all ways. The character 
cannot be detected as anything other than the 
avatar by any means (tTUe seeing, for example, 
would not reveal the transformation). 
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haelv_11's wisdom 
(Conjuration/Summoning; Haelyn) 

Sphere: AJ1 
Range: o 
Co01ponents: V, S, M 
Duration: Special 
Casting Tune: 1 tum 
Ar~ of Effect: The caster 
Saving Throw: None 

Haelyn's priests often serve as advisers and min­
isters to lords and kings of Anuirean realms. 
They must he wise and knowledgeable, but they 
are mere mortals . Som~times, they require 
divine advice. 

Haelyn's wisdom h.as the power t.o grant divine 
advice to the casting priest. The spell temporarily 
summons tbe spirit of a dead champion of Hae­
lyn. The champion, inruible 
a.nd noncorporeal, will stay with the priest for the 
duration of the spell, answering questions and 
giving advice when needed. 

This "invisible adviser·• draws on the wisdom it 
gained during its life and its afterlife. It should 
be considered a specialist-a sage in regard to 
one sphere of knowledge specified during the 
casting of the spell. The adviser might be an 
expert on combat, war, law, Anuirean history, or 
.any field related to the worship of Haelyn. 

The adviser probably won't be knowledgeable 
coocerJiing things out of its area of ex;pertise. 
t:or example, a prie5t of Haelyn might summon 
an invisible adviser to ·help her plan a large bat· 
tle. That adviser can provide splendid advice 
regarding the deployment of troops, the logistics 
of supply, and activity Oll the battlefield. The 
adviser will be )ess helpfuJ regarding J?ersonal 
combat, and. of nearly no use ~cgarding decisions 
of law or economics. 

The duration of the spell depends on Haelyn's 
wishes. Usually, the adviser re,mains throughout 
the current crisis. Jf the adviser ~$ summoned 
to help with the planning and execution Qf a par· 
t1cular battle, the spirit stays u.ntil the battle 
ends. As a general rule, the spell seldom lasts 
more than a month. 

Haelyn may call back the spirit ifhe thin.ks the 
adviser has been misused ol' the priest is letting 
the spitii make dedsions. The adviser js m,eant 
only to supplement. the wisdom andlcnowledje 
of the casting priest, a11 if it were a powerful 
augury or speak with dead spell. Uthe casting 
priest abuses or misuses the advice give,i by the 
sptrlt , Haelyn will fir~t WaTD the pdest, then 
recall the advi.ser. 

erik's unimnl 
compulsion 
(Enchantment/Charm; Erik) 

Sphere: Animal 
Range; 1 mile 
Cc>mponcnts: V, S, M 
Duration: L day/level of caster 
Casting Tune: 1 hour 
Area of Effect: One .individual 
Saving 'Throw: None 

Erik sometimes grants this spell to his druids 
wben they must venture into dangerous terr~t-0ry 
alone, or when they must send others on difficult 
missions. 

The recipient of £rik's animal compulsion will 
receive the aid and assistance of all A.iltural 
beasts within range of the spelt. For the most 
part, these c reatures are not 11ble to ~omm-,inl­
cate with the target, but an animal might be able 
to c.oercc the target to follow it to fresh water or 
lead him to sa!ety. The animals are unable to 
understand commands or the character'$ needs 
and desires. 

If the target of the spell we.re dying of thirst in 
the desert; Ior example, local animals would try 
to lead the character to water. If he were sta1J­
ing, they might bring food to him. If the recipient 
of En1e's animal compulsion wer~ under attack, all 
natural beasts in the area would do their best to ~ 
defend him. 

ln addition, natu.ral anitnals cannot be com­
pelled to act against the target of the spell. Dogs 
will not track the druid if th&r masters wish him 
Ul (Erik knows), while war horses shy from 
charging. 

Enlc'$ animal Qompulsfon overrides any other 
cbamu or natural compulsions that might cause 
animals to awck or hinder the charac1u. Only 
.another quest spell has a chance of counteract­
ing it while the· spell is in effect. 
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wnr]ords of c:uiro.ecen 
(Alteration; Cuiraecen) 

SpheTe: War (ToM) 
Ran~: 100 yards 
Components; v; S, M 
Duration! l month 
C.aSting Time: 1 ium 
Afea orEffett: One W.!i.t Card Unit 
Saving Throw: Notte 

th'- 11peJ1 affects one War Card 11nit (us~lly 
about 2QO men), transforming" them into a pow~ 
erful military lorce for the god of battle. The 
spell lasts a' full m-0nth or until the unit is de· 
stroyed or disbandi:d. 

When this sp~ll i!i cast, it changes the target 
unit ia a way specified by the c-aster. For eve.cy 
three level• of the caste.-, the spc~U adds a + 1 
bonus to any combination of t)lc unit's ratings: 
Move, Melee, Defense, Charge, or Missile. A 
9th-le'\1el caster might improve a ~gle ability by 
+3, or she might improve three ahillties by +l. 
'the •p~ll cannot create a new mode of att~ck 
(units without the ability to charge, for example, 
cannot gain that ability). and it cannot increase a 
unit's move beyond twkc its original value. 

In .a4dition to th.ue bonuses1 the unit is 
improved to three Morale icons (S'P.'<>rds. P.en­
nant, and S~eld). The affected unit is not im­
mune to touts, but it becomes- much more brave 
in the f,K.e of the enemy. The spell also grants the 
unit a -4 btmus to all unit saving throws. 

The warlords of Cuira.cfoen are an imposing 
sight. Thundct and lightning strike behind and 
above them, ~d sparks fly when they wield tbcU: 
weapQns. The voice of Cuiraecen moves them to 
great deeds cf glory, and his power flow·s through 
their limbs. The very sight of them is sometimes 
enough to make weak units flee the battlefield in 
tcrrot. 

snip of tears 
(Summoning~ Nesirie) 

When Ncsirie's priests ne!l!d to undertake long 
voy,ages. they .may be alloweCI t<1 use N'e~frie's 
tbip of t~ats. Formed out of the lon~~1rand sor~ 
row of the world, this spell creates a ship 
made entire)y-ofwatei:, though tt feels as solid~ 
any wo~. It may <:;my up tll two people per1evel 
of the <:asting priest, Nonw.()r~hipers of Nes:it:i<t 
may be disconc.ed.ed when boardi.i'.!g this;.Oowing1 

blue'.'.'green ship of w~ter. 
When Neslrie'!i priest casts. this quest Jp~ll. 

she Jtands on a shote and begs her godd,c~s. for 
transportation to some (;ir pla~ she c.01,1[d not 
oth~rwlse reach safely. The shit> of ttan rises 
Cr~ the water, an,d she and her 
companions may board. 

The ship .sails. .at incredible speed, being one 
with the water. No one has e¥et trac.ked & speed 
aC:CUTate1y, but legend tells ~t the snip "'~ 
Gan circumnavigate Ccrilia .in less th.an a m<>.uh. 

The ship travels anywhere .the priest direct~. 
The vessel has no saib and oo crew.-it moves 
only by Nesiric'1 will. Pass.engen had best Jl()t 
offend Neskie while aboard the ship, ot they 
may find themselves swimmiJ,Jg home. 

No water ct~ature, n~tural or o_thcrwi.se'l, will 
attack the ship of •tears. Mortal ~aft1 no matt~ 
bQw-motivat;ed, could never sail quickly c.nou~ to 
attaclc the ship. Weather has nt> effoct on the shil' 
or paR!lengers. Some say-the ~h\p c--a.n e-ven go 
under water, pt()tecting i4 passenge(s i.tt a bubble 
o( air, tQ avo.id unusual trouhJc. When th~ ship 
artivei at its destination, itwalts fqr its passenger's 
to disembark. Lb.en dlss.o1ves into the sud 

This is one -0f the few <JUe$t 1>pclls that may be 
granted more than once to the same priest. 
Ne.sirie sometimes allows a priest to ''book pas­
sagc'1 for a retum. trip, depending on the nature 
of the quest. 

mebhui~hl touch 
(Conjuration; Rllomil) 

Sphere: All 
Range: 0 
Components: V, S, M 
Duration: 3 months 
Casting Tune: 1 day 
Area pf Effect: One province 
Savi'ng Throw: None 

Ruornil 's priests are few and scattered. Their 
leaders generally control small holdings io the 
forests of Cerili~ hidden from peying eyes. They 
concern themselves with Ruornjl's war against 
the Shadow and ~ve to make themselves pow­
erful enough to r~sist it. 
Whe~ a pr lest regent of Ruomil finds himself 

unable to tap his hQldings for the energy to cast a 
realm spell (if be is out of range of his 1ey lines., for 



cxamele ), he may cast mebhaigbt tot4cb. 1he spell 
di~ affects the ~DJ. ptlest, allowing him to 
~P the tnafical onergy o.f a 1ingleo province. He 
must rema1ri W'ithln the same. province fot the 
d1.,1r~nn o( the •pell (as S()QJl as he lea:ove_!l Its 
bc;Jund~de,s, th~ spell ends-). He fs able. to cast 
realm spclk as if th.t ~ed. source h,oldi.ogs 1n 
the ar~ we~ temple hol~ing;s under hjs control. 
11ie priest mq then~ any realm~ .he knoW$, 
~·the meb~gblasa temple. h~. 
~: Ruorien, a 15th-level pneat. ha fled 

his &emies to CariekHJpe~ifiWly. the province 
of M()untainsedge (3/4}. Currently, the only 
source, holding in the province is a ~ource (0) 
held by~ Eyelei;!> One. Ruotlcn, who has .bc~n 
granted ~bbaighl touch. may cast it to tap roeb· 
haighl a.! the equivalent of a temple (4) holding, 
0Vel' the n ext three months, he may cast as 
.m,~y as three realm sp.ejl~ in Mo1.mtain'jedge 
that req1.,1ii,:e a holding level of 4 or leu, 

sera's blessed luck 
(Enchantment/Chatmi Sera) 

Sphere: Chaos 
l9.ng~ Touch 
Compollen,ts: V, S, M 
OQration: l week +1 day/level 
Casting Tune: 1 tum 
Area of Effect: One creature 
Sa'ving!fhrow: None 

A prie.!lt may i.m.bu.e any willing wotshiper of Se~ 
with Sera's blesse.d luck. Thls powerful spell 
almost always benefits th.., re~ipient. but true tO 
Sera's nature, th_e speU som~times con.fen ill 
luck. 

While a character is affccted)>y th.ls 1peU, he 
must roll twioe lor all die rous-:attacik and dam­
age rolls., pr:oficiency checks1 savin~ throws, and 
so on. lie is aJ.m.05t.alw.ays allowed to take the 
better of the two rolls. If either of the two rolls 
<;omes up with the worst po$sible ,result (• l on 
an attack r'Oil, or a ()0 on a thief ability check'., for 
example}. the charact~r must take that result 
mstead of the ~tter roll. 

rf both rolls on any·given check come up as the 
worst possib_l<: checks1 tbeo Sera h,as frown~d 
up-On the rec1p;1.ent of the sJ>eU. For the l"ema.m­
der of the duration, the character is f on~-ed to 
fak~ the worse of the two re.suits. 

If both rolls on any given check <:()me up as 
the best possible resul?1 the pfarer ~Y appfy a 
+3 bonus to any two die rolb dututk the next 24-
hour period. 

Sphere: Healing 
ltange: O 
Component$: V. S. M 
Duration: Special 
Casting llme: l t'urn 
Area of Effect: 100..yaro radiqs 
:SavirigThrow: None 

Undor certain circumstances, priests of AvanJ 
ciiln us4 the h~aling po-wet .of the sun to .revive 
injUted Q( fa'1en lri~(IQ&. 

'This spell may be ca¥t .only during da.ylight and 
lasts until th_c sun seta, In the Khlnasi climate, 
thls.,~pell can last 12 to 16 hours. ln other parts 
ot Cerilia, the our~tfon ma_y be .significantly 
shorter (during' a Vosgaard winter, daylight may 
last only cight'hours}. 

When cast1 the sunlight of Avaoi shines bright­
ly, even through doud ~ovct (even magically 
summoned.or created clouds). and con~fers heal· 
Tng powers on the bodies of anyone within 100 
yards of the caslio.gpriest. ln order for the magic 
to work; tw9 conditions must be m,et: Characters 
must be exposed to the sunlight (~he priest or his 
allies may have to drag fallen comrades into the 
.sunli~ht), and characters to be healed m\1st be 
wors'1lpers of Avani or charact~rs designated PY 
the prie!>t. This prave.pts the. priest's, en~mies 
from hein.g healed . 

.A~ni's reJU$cit(ltion is an extremely powerful 
healing spell. While it lasts, all affected charaaters 
heal at a rate of one hit point per tum. 'I.be healing 
sunlight can also cu1' blindness, cur« disease, anc:I 
perform other physical healing magic. The spe:ll 
~not cure certairt ll'lagi~ afflictions; it cannot 
~re lost levels or remove curi>es, 

Avani's spell can even .raise dead and re3trter­
(Ue. Al> long as the sun has not ~et on a dhd or 
Ulaimed cha:r.acter, the spell will restore lives or 
limbs at the 1.a5t ligbt of the day, Re.stored 
c.harac.tepi need not make system shock rolls 
because of Ava.lii's direct influence. A char· 
ac:tet raised from the dead by this spell 
has 1 hit poim at sunset. 



This ~~II does not affect elves, though half-eJves 
who bclie\te in the human pantheon may 'be healed. 
Dwarves and halfUnp may be healed if they are 
allied to Avani or~ casting: priest. Ot;Og$. hwnan­
Qidl, and ()tbtr n<rilhwnans Seldom bene£it from 
Avani's J>9WC~~nlythose who have alliej'.f tbe_m­
selves with AYani's servants stand a cb:ance of 
receiving the healing gift. Other ~reatUres may be 
healed at the DM's disc,r~tion . 

dnythief 
(Conjuration/Summoning; Eloele) 

Sphere: Animal 
Range: 1 mile 
Components: V~ S, M 
Duration: l week + l day./lev.el 
Casting Tµne: 1 turn 
Area of Effect: One creature 
Saving Throw~ Norte 

Only inulligent and $ubtle priests of Eloele will 
be granted the use of this quest spell. 
~is SJ>Cll s.ummoru a hi.rd~ daythief (a bird 

holy to most of Er~te's worshi~rs.)-that serves 
the priest fot the speU"s durat:ion. The bird is. 
highly intelligent with regatd to ~beyiog orders, 
and uses d~vemess and inno-vation to aGhie'\le its 
master's goals., 

The daythiefs primary purpo~ are to spy a~d 
steal for its maskr. As a spy, it can fly anywhere 
a bird c.an normally go and can relay infortnatiott 
to its master upon its return by speaking in a 
voice understandable onlyt9 the rTiest. It can 
answer questions about its s.py nussion, hut lt 
cannot make judgments or perform extrapola· 
tioflS from existing information. 

'The bird abo has the <Jhility to lqcate and steal 
small objects. The d~ythicf can carcy an object in 
iU claws or beak up to three time$ its own weight 
and still fly tQ its master. The bird can be sent to 
steal specific object,, or might steal thi~&'l on its 
own that its ma~ter might find useful. ft cannot 
use its uncanny intelligehce or magical ispeech 
tu explain why it s~als il particular object, 

The daythief caQnot be ~ptured or harmed. 
It is said that Eloi§le protects her holy bi,{d or 
replaces destroyed daythieves with new birds 
~o serve her C.iithful priests. 

lo.erme's 
• em1ssnn; 

(Endiantment/C~; l.aenne) 

Sphere: CJmnn 
Range: 0 
ComponentS! V, S 
Duration: Spec~ 
CaltingT'unc; 1 tutn 
Area of Effecti The aster 
Sav:ing 'Throw: None 

Pl'ieiats of Laenne value beauty and romince 
above all othc.r worldly things. Pacifistk by 
nature, they often find themselves in the l'oles 
of amba.uadors between enemy lands. On very 
special occasions, their goddess may gtant the 
use of this quest spell to aid their peacemakint 
endeavors. 

The priest casts this spell upon ~imself to 
make him seem reasonable lUl.d inoffensi~e to all 
Cefiliim creatul.'es of lntelli~~mc~ ~ or b~tter. As 
long as the affected priest puts forth a "friendlt ' 
appearan<:e (using Table 59: EIJCountet R~ac­
tions in the DuNOBON MAs~ Guide), no crea­
ture of sufficient intelligence will react to him in 
;a map.net worse than "'indifferent." 

The power Qf this s.p~ll allow~ priests of 
Laerme to attempt impos~ible missions in the 
field of diplomacy. A priest influenced by this 
spell could is4felY travel thr~ugh an elven i;>r 
awnshegh r~a.lm, knowing that no int~lligent 
creature......even the awnsbegh-Wi11 attack him as 
long ~s the pi;iest maintains ii friendly, helpful 
attitude. ln addition, a nonnaJly unreasonable or 
evil charactei: will at 1east consider what the 
priest has tQ say, rather tban dis.missing his plea,s 
ot arguments out of ~nd. 

This spell does not charm creatures 'into help­
ing or obeying the priest . lt wilJ not magically 
stop an attack in l'togre$s oT pro..,·lde the ptiest 
with cover so he can enter an cncmy'11 realm .and 
aJsas.sinate hlm. Should the priest do anythingi 
or allow hls allies to do anythlng, that would 
compromise the integrity oC the m;Jgic. Laenne 
will withdraw her protection immediately. 

The speU1s magic. ~suaUv lasts for the duration 
of a parikular mission. l'his lJlight roean several 
days oi travel t.Jitou:gh dilfer-cnt realms, or it 
c.oµld mtr-tn <me audi~nce. with a powerful indi­
vidual. The spell uswi.llye~itts ~fter a month. 
unless. th~ priest bas not yet accomplished bis 
mission. 



krieshu's cursed 
quest 
(Abjuration; Kriesha) 

Sphere: Prdtec.tion 
Rilnge: ~ mile 
CQmp<>n,ents: V, S, M 
Dutation:. Spciiat 
Casting lime: 1 hour 
Area of Effedi One individual 
Saving 11irow~ None 

Legends icll that only the most powerful High 
Prieste-.ss of lU'ieitha "wi:l1 ever be granted the use 
of this qµest spell, However, the legt=nds .al$0 say 
that she may be grattted this spell several times 
during her careet. · 

When this $pell is caitt, the l>riestess s~dtaes 
a singfe. iridiVidu-.1 who she has ptmionally iJeen at 
least once. This character is often a hero of an 
enemy f~ith , '{he ~ting priest then specifies a 
particular q_uest in which the target is currently 
engaged. The spell then takes ifs hideous effect. 

As long as the victim of the Si,>elJ remains on 
th~ specified quest, he is subject to all the ~ffcct.s 
qf ~ !iiUJ'U ( reve..seq renuwe curM) $pell, as well as 
other misfortunes (bad weather, attacks of wild 
arti:mals, and so- on) the DM wishes lo enforce. 
lbe spell works in devious ways, making the '1/ic­
titn's Ii{e extremely difficult aQd d•ngerous while 
he continues- on the specified quest. If the char­
actcl' tu.ms asid~ the quest, the <!ur$C temporarily 
lifts, making life seem fair and pleasant agaln. 

this spell is most Qften invoked wheo a cham­
pion of "'.nother faith attempts to hinder or 
destr9y those f{lithful to Kt:iesba. The spelJ's 
stated inteot must be v~ty spe~ific. The curJed 
qrust caooot encompas~ '1any time the cba~der 
acts against a wo~hiper of Kri:e.sh.a;~ but it might 
work ''when the character acts to destroy Krie· 
~fui's temples in 'Lntkhovs~ ... 

The OM mui;t alWaY$ ~pecifyat least one way 
that the ~rs~ may be lifted. The. victim of the 
spell won't koow this solution, nor will the cast~ 
ing priest. However, the power -0f the other goos 
may try to provide hints to the victim as a means 
of halandng th.e powe;r of tb.e spell. Suggested 
waya 9f removing Kri'Ub«'s ~ned q"esl .i~l1.1.de.: 
• Slaying the caster of the spell; 
+ Findllig a holy relic of orte of Ccrilia's other 

deities to use as proteet:fon; 
• Destroy1ng a holy rdic of Kriesha~ and 
+ Performing an jmportant anq dangetou$ task: 

t.O win another goo's favor (and prote~ti()n). 

tattoos of protection 
(Enchantment/Charm: Belinik) 

Sphere: Protection 
Range: Touch 
C01nponents: V, S, M 
Duratlon: ~ month 
Casting Ti.me; 1 boUJ/tattoo 
At~a of Effect: One ctt.ature. 
Suing 'Throw: None 

When the Priru::e of '!error's legions enter battle, 
he.sometimes ~ants hls war priests the ability to 
protect Qoble followers. By use of this spel~ a 
priest of Belinik ~Y .inscribe tattoos of protection 
onto tii.m.self or one aUy. 

A ~ttoo of procection can contain the magic ()f 
any priest ~pell from the sphere of protect,ion 
t~ the pncst could normally cast The priest 
mty imci:il,>e as many levels of magic into his tat­
too• as he ha.s levels of experience. A 12th.tev,el 
priest of Belinik, fot example, r;:outd in.scribe up 
t~ 12 levels of protective m,agic i~to one ~et of 
tattool; this might be two 6th-t.evd seells, or one 
6th-level and two 3:rd-1e.vel llpells, and so on. The 
priest ~y in$eribe the same spell sever~ timo~ 

The target of Uie Jpcll can actlVilte any -of 
tbe-se prote.ctive speJls by touchini the appropri· 
ate tattoo with a free hand and crying the name 
of Bclinik aloud. When an ifidlvidu.al tattoo is. 
-activated, it glows :slightly and the spell inscribed 
within works fot its norm.Ill duration. When th~ 
~pell duration elapses., that indivMu~l tattoo 
fades $lightly and cannot be used for a number of 
hours e.qual to the spell level. 



• "Once more, HaelyP the Lord of Noble 
\\rat calls upon you-his faithful, his 
devout, his mighty-to staJ.'l.d tall and 
!ace the evil that eQcrQaches (rom the 

huttlemn~c 
deep~ of the SpiderfelL Prelate Alai11 has de~ 
dared that the recent ineursion-s of the Spider's 
abonilrtable minions must cease. So, brothers 
a.pd sist~~. sharpen your blades and pray to our 
noble and holy patron for yc>ur most potent bat­
tle magics. as only the righteo~ wrath of our 
knighthood's weapons and war spells will tum the 
tide against the gods-cursed abomination known 
as the Spider." 

B14rrein Wc$CQt, Paladiti 
Endi1mm Knight of Haelyn 

• 
Q 

~tea few spells already known t.o players 
allow ~llcasters to affect the outcome 
of a J:>attle between two armies. Bul mo.st 
conv~nt-iona.I priest spells, while capable 

of effects suitable io battle. affect areas tQo (>-mall 
to be of use in a full-scale war. On the other 
hand, the month required to cast realm magic 
renders realm fpeils impractical for both o(fon­
si\"e and defensiv" pW'p()ses in war. To overcome 
both faults, this chapter describes battle spells. a 
type Qf magic that enables pricsls to draw from a 
repertoire of spells that will enbaJlce their role to 
make them a vital part o{ any military campaign. 

• • 
CRIS~lfi'S WQf 

IIl<l'SIC 

0 f the spells currently available tQ priests, 
those th.at are worthwhile in wat-ablc 
to affect whole units, not ju.st peHonal 

encounters on the battlefield-are somewhat 
limited. The War Cards included in the 
BIRTHRIGm hoxed set and the Cities CJf tbe 
Sun accessory identify many spells usc£ul in 

armed e~~agements. The following list 
incorporates all the conventiQnal cleric 

pell!! listed on War Cards .in both the 
bO ed set and Cities of the Sun, and is 

thus a complete. list of spells current~ 
ly approved for use as war magic. 

• 
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Blesses: Ble$S, c~ant. pra)!rr; 
Fogs: Pyrot~thnic!, obscuri,,µrnt, r:cmtrol weatlin. 
M;111srnorphs: Hartu,inatory forrst. 
Tr:ansmutatforts: Transmute rotk ro mud, trans· 
mute water to dust. 
Walls; Wall of fire, wall of 1/x>ms. 
Priest Spells; 
D: De8troyed Re,ult Fire storm. 
R.: Rout Result Call lightning, flame .strike, blade 
barrier, fire seeds, rme-ping 40Qm, .symbol, earth­
quake, holy word. 
F: FaU Back Result Pyrotechnics, in.sect pla~, 
sunray. illusory artilluy (l'oM), .spilu IJTOWt'b, $pike 
stones. 

NAVAL WAR MAGIC FROM Cn'IES OF n11r Sf.JN: 

Bar.-iers: Lower water. 
Blesses: Bless, chant, proser. 
Crew-affecting spells: 
D: Destroyed Result Kone. 
R: Rout Result Blade barrier, symbol. 
F: Fall back Result: Co11fusion1 pyrotechnics. 
in.sect plague. 
Fogs: Pyrotechnics, obscunsmeru, control weatblr. 
Movement: Control weather. control winds. 
Tuui Wood: Tum wood. 
Priest Spells: 
D: D~stroyed Result Ff~ storm. 
R: ;Rout Result Wall of fltt, call llghtnjng, P1'QdµC't 
fire, fi~ steds. 
Hr Hit Re$ult Wj;!rp wood, flame .Jtrike. 

This list offers priests many options for spellcast­
ing in battle. However, a creative player and an 
innovative DM can expand this list, making 
priests even more effective on the battlei'iekt. 

• creut1n'5 new 
battle spells 
U sing the research actiQn during a domain 

tum, a pri.e.st eaa create a n~w battle 
spell by con~rerling existmg convention~ 

al speJ1s. When a spelkaster decide~ to cr~te a 
new b'1ttle spc;fl, he "5tarts by looking through his 
spellbook. Almost any spell he already knows haS 
the potential to become a battle .spell-the priest 
must simply figure out how to do it. 

For c\·cry three levels of the original spell 
(rounded up) the priest. must spend one month 
(and one ~ctfon) rese•uching how the spell might 



be conver,ted to a battle spell, For example, if~ 
pri~st wanted to .e-0nvert the. lst·le:vel spell entan• 
gle into a battle spell, he would ha1'e to spend one 
month resear('.hlng the conversion. If he wante.d 
tQ convert the 4th-level spell cloak of bra*ry, be 
would ha\'cs to spend two months in research. 

After expending the required amount of re~ 
search t1me1 the priest attempts to cast the spell. 
Th,e player roll$ 1d20; ii ro1J of 20 succeeds, The 
pr.lest has se\·eral wayS- to lmprov~ his chanceS! 
+ For evecy thr~ levels of experience the priest 

has gained (rounded down), he reduces the 
required die rnU by l point (a 4th-level prie,st 
thus succeeds on a foll of 19 or 20). 

•If the priesl b:as attempted the same spell prc­
violl$ly and (ailed, for every success roU the 
prie"t has tried for the 11ame spell, he reduces 
the requi'red die roll by 1 point. {Presumably, 
he has [earned something from past attempts.) 

+ The priest can spend RP and/or GB to improve 
hi." roll, reducin_g the required r:e5ult by l point 
for each RP or GB t.pcnt. 

Ex.ample: An Bth-levd priest rc!iearches what 
she hopes will become .Eriks ent4~3lement. She 
hot$ trie.d once a.nd tailed; she will ah.o spend 2 
RP to aid the attempt. She l'leceives a bonus of 5 
points (2 points for her level, 1 point for her past 
1lttempt~ and 2 RP); she therefote needs a roll of 
15 Qr better to succeed. 

lf th~ prie1t fails the com-ersiont s_he can undcl"'­
go anothe.r period of research and try again, or 
simply abandon the spcU as inconvertible. 

If the priest succeeds in the conver-sion. she 
gains a new spell-the battle spell version of the 
c:pnventional spell she had b~fore. She Jnen,io· 
ri2es the i.pcJl in the same way, but can cai..t it 
oaJy• in battle 51ituations. The hattle ~peU's level is 
the sam~ as th._t of the conventional spell from 
which it was converted. The casteJ' may memo­
rize it in place of a .conventional spell. 

lieutenant research 
Any regent has the option to assign the c.reation 
of battle spells to a ljeuteaµnt. The lieutenant 
may then teach the speJl to others. (;re<Jting a 
~rp!l o( prie!ll!J prep&r,F.d for the b .. ttlefield. A 
ptfest .regent al.$9 ha=i ihc opµoq ~ ass1811 the 
reise~rch to a lieutenant; then le!lrn the spell frQm 
die lieut,enant. (Thi~ course of action mi~t be 
elli~iC1lt for high-level spells thatwou1d tie up the 
~st~ ~~ean:h for mapy months.) 

ln either case, the lieutenanttii own level (not 
the .fGs) determines· modifiers to the success 
rQU for the conver;5ion. althou,gb the prje.st or 
other regent may spend RP and GB'On lhe.lieu­
te~nt's pehalf. If the lieutenant $Ucc.e!lsfolly coll· 
ve;h the! SP,elJ, the priest rege~t must then ~-pend 
oru: research action learning th~ spcll, then must 

roll to see if he learned it couectly. The regent 
must roll 10 or higher on ld20: he may improve 
his chances hy spending GB and/or RP. 

u note for dun~eon 
rnusters: 
bnrtle spells ond 
<;rune baloncc 
No matter how n1uch time .and effort a PC priest 
iopends researching a spell for convc~ion to a 
battle spell, ft becomes a battle spell only with 
the DM's approval. Many DMs wi11 allow players 
to propose an ide.l for a battle spell before spend,. 
ing the time to research it-the rationale is that ..a 
priest would know which spells could or could 
not be convected. 

Soma DMs, however~ may dee.id¢ that the PC 
ll').ust first research the spell before learning 
whether the spielJ will oo allowed. This situation 
might inspire some arguments between p1~ycrs 
and DMs, but th~ s)f$tem does carry the el~ment 
of l,'ealism-until the research is finished, the 
priei.-t probably wiU not know whether the c.on­
verslon was pos5ible. 

When thc:i. DM grants approval for a spell, he 
may do so with the q>ntingenoy that the PC's 
first castin~ of the ~peJl occu:r,s on a trial b.w.i.s. 
Priests know th.at initial use of a new spell may 
yield une$ected results: th_e DM, meanwhUe, 
might wish an opportunity to test the spell in play 
to ensure that its effect does not jeopa:rdb;e pme 
balance. lf necessary, the DM rnay adjust the 
spdl or p~ohibjt it entirely. ln cases-Vvhere a spell 
rnust he disallowedi the OM should explain tQat 
something <ibout the workings- of the spell is gen­
erating resistance-and the deity simpl)' refuses 
to grant it power in that way. 

As cJhcusscd previously, many conventic>nal 
spells listed in the nm can };e converted into 
battle spe11~. Spells from Tomei of Magic ean 
also be converted: in addition, that book 
includes spells designed for battles and 
large engagements. (See the last pages of 
thii; hook for recommendiltions in U$ing 
Tonu! of ~\!ctgk, spells and magical 
items fo a BllUHRlGITT campaign.) 

The most important ingredi­
ent in cbnverling any spell is 
common s~ -Battle 
spell11are m~ant to prQ­
vidc a new style of 
magical power; 
however, they 
must not 
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unbalance the game. The DM must judge 
whether a spell is appropriate to the battlefield 
and ensure that the spell is not ah\L'ied, Even an 
acceptable spell that wins several battles for a 
player or his allies will gain notoriety. In future 
engagements, the player's forces may very well 
encounter other priests casting similar magic for 
the opponent's side. 

bnttle spell 
detuils 

W ar Ca.rd battles are played in rounds; 
each round con.'ii~i:s of a movement 
phase, an attack phase, and a morale 

phase. The effect of any battle spell occurs dur­
ing the magical attack step of an attack pbase. 
Magical attatks precMe all othet forms of attack 
(stationary missile, charge, melee, moving mis­
sile) jn this phase. For more information about 
War Card battles and a~c~ phases, see the ''War 
Cards" chapter of the BUUAlUGrrr Ruubook. 

Battle spell$ have the same characteristics 
choo(, range, duration, components, etc.) as 
nventfonal spells. When converting a conven· 

. .I spell to a battle spell, the playel' and DM 
m\ut specify these eJements. as well as rules for 
the spell'~ use. 

A oote about War Card rounds; War Card 
rounds ate not defined in terms of concrete 
length; a War Card round lasts as long as neces· 
aai:y for opponents to proceed through all phases 
o( the- round. As a ttsult. rounds can be fairly 
long. Battle spells should still be m.ea.surei;I in 
terms of Wat Card rounds, ho~ver. regardless 
of the implications if applied to real time. 

Sphere: The sphere for a battle spell always 
~tches th_at of tlle con.ve.nnonal spcP. from 
ftidt it was converted. Thus, the battle s-pcll 
Erik I ent.angkrramt and the spell from which it 
was converted~ mtangle, both belong w the 

Plant sphere. 
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Range: All battle speUst unless improved 
upon (see "furthet ModiOcations/' 

below). have the same range: They 
ean be cast on units in the same 

ha.ttlefield square as the caster or 
into one adjacent square. 

Components: Battle spells use t he nme com­
ponent.CJ as their conventional counterparts, but 
in larger quantities. Material compone.ots are 
usually multiplied JO {Q 100 times--.a battle 
spell based on spiritual hammer, for example, 
would require 50-100 actual war hammers 
(which ate consumed in the casting). As a gen­
eral tule (with the exception of tonvent:ioMl 
spells already requiring expensive components), 
the c.omponents of ,a battle spell cost 1 to 4 GB 
and weigh 50 to 100 lbs. As a result, priests wbo 
participate in battles tend to ride in "spell wag­
ons•· contaii;ting sc.rolls, holy symbols, brazier11, 
and components. 

Verbal and ~omatic c-0mponents are some­
times multiplied, sometimes not. If the OM (or 
player) chooses, acolytes or other priests may be 
required for the casting of complicated spells. 
For example, barkskinned unit (convert-ed from 
the barkskin spcU) has verbal, somatic, i!nd mate~ 
riaJ components. 'The priest casting the spelt 
mJght nec.-d three acolytes to gather the dead 
bark (this can take place well before the battle) 
and bl.lild and tend Lhe bonfire ne,essary to 
trnn.o;fct the bark;s pro1edion to the unit. Such 
details are left entirely up to the DM and the 
player. 

Duration: Few battle spclts last very long. The 
duration of a battle spell usually relates to the 
duration of the con,tentioo.al veraion of a spell. 

Usually, duration is dther inStantaneou,. or 
one War Card round per level of the castel'­
under 9nly the rarest circwnstances might a bat­
tle pell duration be longer than that of its con­
ventional spell The duration is suggested by the 
player and appr<>ved by the DM. using existing 
battl~ spdb (see below) for guidelines. 

If a $pelfs duration is one War Card round, its 
effects begin during the magical attack step of 
the attac;k phase a.nd last until the i.i:art of the 
next round's attack phase (in other words, they 
last through the remaining steps of the current 
attack phase, thro\1gh the curr~nt rouad)s morale 
ph<J,se, and through the next round's movement 
phase}. 

Casting Tune: U the conventional version of ~ 
.spell requires les5 than one combat round of cast­
ing time, then the battle spell equJvalent should 
require one. attack fhase to cast.. Conventional 
spelkasting time~ o at least one combat round 
out one turn or less should convert to three 
attack phases. Conventfonal spells that take 
longer than one turn tu cast are probably not 
appropriate for I.be battlefield withauL speci41 
preparations. Again, the DM makes t.be .final call. 

A casting time of one attack pba.•e means that 
the spell takes effect during the magical attack 
step in which it was cast. A casting time of three 
attack phases means ~.e spell requires that phai;e 



( 1) plus the next phase ( 2) and take.s effect in the 
attack phase of the foflowing round (3). 

Area of Effect Battle spells affect one target 
area on the battlefield or one unit. This may he 
improved (see "Furth~r Modifications") at the 
DM•s discretion. 

Battle Spells and Individuals 
When a battle spell affects a PC or NPC accom­
panying a target 1,1nit, the character l!uff ers the 
effects of the conventional version of the SpdL 
This allows the character a chance to react to the 
spell and affords him a saving throw (if applica­
ble). Thus, Eriks entanglement cast by a 5th-level 
priest would strike a PC a~ompanying a unit as 
a normal entangle spell. The PC is allowed a sav­
ing throw as detailed in the spell description in 
thePHB. 

Spell duration is the exception to this guide­
line. The effect of a battle spell on an individual 
(and the unit) lasts 8.$ long as its battle spell dura­
tion. Thus, a PC affected by Erik'$ en~anglemmi 
would suffer the effects of an entangle spell only 
for the battle version's duration. 

Saving Throw: Most hattle spells do not allow 
saving throws for unit.s. Some spells seem to 
demand o~e. howeveri it would hardly be fair, for 
example, for a charm unit spell to automatically 
affect a urut when the cbami JJMSbn spell doesn1t 
automati~ally work on an incll'l.idual. The follow­
ing chart will help determine saving thro .. vs for 
unit types. 

Unit Type Saving Throw 
Levies, Irregulars, 
Weak Monsters (1-3 Hit Dice) 17 

Infantry. Pikemen, Spearmen1 

Merceou;y lnfant.ry, 
Average Monsters ( 4-8 Hit Dice) 16 

Archers, Artillery, Cavalry, 
Mercenary Cavalry, Elite 
lnfantry1 Scouts, Elf Units, 
Tough Monsters (9+ Hit Dke) 15 

Knights, Dwarf Units 14 

Most units fit somewhere into th.is chart; the D]vl 
should approximate units that do not appear. The 
number of individuals in a unit has M effect on 
saving thmws: a unit of tough monsters, for 
e'icample, ma:y consist of LO storm giants; the unit 
still gets one chance to coll 15 or better. 

The DM may choose to modify a unit's saving 
throw based on terrain, moraley oi.- other factors. 
(A unit already in a rout may suffer pel:lolllties w 

jt.,s saving throw, for example: elves in their own 
forest may gain a bonus.) 

A successful saving throw may have varying 
effects dcpendint]( the spell; a save might indi­
cate no effect, damage, or other reduced 
effect. The player and D,M must determine this 
ai the time a battle spell js created. 

PCs and NPCs accompanying units save in.di­
vidually if the conventional spell allows a saving 
throw. 

Spell Description: A battle speU description 
should be similar to its conventional version, 
adapte.d for use with War Cards. Thus, Armor 
Class adjustments become defense l'ating adjust­
ments, die roll modifiers become melee or missile 
rating modifiers, and so on. 

Spells that were originally devised to affect 
large areas or numbers of people will p1obably 
still do so when converted: spells origin.ally 
designed to affect one target will, .as battle spells, 
probably yield a lesser effect spread among ao 
eQtite unit. or battle square. 

off the bo.ttlefield 
.Battle ~peJ1s are not intended for 1.L'Je off the bat­
tlefield. Casting them requires a lot of time, 
many components, and p0ssil)Jy assi..stants1 there .. 
fore rendering them ill-suited for individual 
encounters. In fact, a battle spell c.ast in the close 
quarters of a dungeon or other indoor setting 
would he likely to rebound and affect the castet 
a.nd his party. After all, the sisruficant amount of 
energy generated by the casting of ' battle spell 
must either be absorbed by itS targets or dissi­
pate somewhere. 

So what happens if an adventuring party turns 
a comer in the caverns of Baruk-Aihlk and dis­
covers a "unit" of 200 orogs? Or it finds 1t.Self in 
a life-and-death struggle at sea with the Kraken 
(a ''unit of tough monsters" by ibel()? Can 
the party's priests use a battle spell? 

lo such cases, the definition of "battle" 
and "battlefield" are up to the OM. ff he 
deems the use of a battle ~ appr-0pri­
ate due to the foe's siu, number, or 
other f~ctors, then PCs ma;r cast such 
spells (the OM will detenn:ine the 
nwnber of combat rounds needed 
for casting. as well as qther pos­
sible adjustmenb), If the DM 
determines a battle speli to 
be inappropriate, PCs 
must win their flail~ 
with conv~nti6ruil 
spells. 
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Because of their relatiYe convenience, most 
priests anticipate ~si,rtg· only conventional spells 
f<n" day·to-d~y use. Large--scale battles tend to 
come with enqugh advance notice. that .Priests u-e 
able tQ pray for and preyare hattl~ spells in order 
to be ready~ needed. 

Once a battle spell has been ~reated, the research 
proceJs ru;.«::d not' end. By further n:setll'Ching a 
battle spell, its eff eGtiveness ~art be .improveu. 
the re$ear<:h time is the sar,ne: one montb for 
every thtee levels of the •pell. Tue success nwn­
'het is also the samo--,,a 20 on I d20, with modi­
fiers for RP ~nd GB. MOdillers fur the caster's 
level of experience apply, but Lhe modifier 
impx:aves to a one·point bonu$ applied for each 
level of e"-Perience. When the caster is ready to 
attempt the modified 1pell. the priest checks his 
success at attempting to modify a single aspect of 
an existing battle spelJ. 

For cxa1nple, the area of effect of l!Tik's entan­
glement is one battlefield square. A p1;'ie,st might 
spend one month and some RP or OB to try to 
increase the area to two squares. With t.he DM's 
approval. this improvement can he attempted. (A 
li.Juit of three units or Squares affected by a sin· 
gle b~tt1~ spell is· recommended.) 

Othe~ aspects of the -spell might be improved 
as well. C.artil)g time can be shortened, reducing 
the CilSting time by oM. att<tck phase (to a mini­
mum of Qhe attack phase); range might be 
lengthened to reach two ( oir more, with subse­
queot attempts) squares away; or duration might 
'6e extended. 

lmpl'QVemcnts always must be made one step at 
a time. For example, the range of oaken strike 
(detailed ~low) could nol jump from one square 
to three squares in a single attempt. The.bonus to 
either mls$iles 01' charge may he improved from 
+l to +2, but both attacks may not be mo<Ufied 
With a single r&earch attempt. 

Finally, any single aspect ()f a spell may 
not be changed by ~ total of more tb..n 
three increments. 

'The prielt may also gpt to adj~ the 
details.of a spell other than tlie quanti­

tative fa¢$ A·~ell might b~ altered 
to be more effective in naval war­
&~ or in ~_particular terrain, or 

area ~f effect might be changed 
&Om individuals to ioani· 

mate objects. 

PCs are advised to exercise- rQtraint in the 
total number of changes made. Yes, a priest'can 
increase. a spelts range thrt:e tilnes1 im&>rove the 
damage th-ree· increments, and expand th~ area o{ 
effect three times-hut that' pushes the lhttl.ts of 
the-system. Ai a certain point~ the D.M has to say 
".enough ... and tell the priest he has gone as fal' ~ 
be~~ go. 

he following battle spells have been Q'&. 

~ ated from conventional spell.t, an.d ~ 
serve as examples for players a11d OM• 

who want to c:.reate their own battle spells. E~ch 
speU is ;<;1.entified by its new name and is foltow«I 
in par~ntheses by the name of the conventionat 
spell from which it was converted, 

ecik's entun~lement 
(Entangle; Alteration} 

Spell Level: 1 
Sphere: Plant 
Range: One battlefield. square 
Components: V. S. M 
Duration: One War Card touncVthree caster 
levels 
Casting Tune: One attack phase 
Area of Effect: One ha~'fietd squan; 
Saving Throw: Special 

This battle 6pell causes vegetation in the target 
sqwire to grow, twirt. and entwine around aU 
ground·bued (nonfl;ing) units.present. Each unit 
in the tuJ,et ~~ is en~cd to a saving throw. 
The $peU's effect is determined by the success or 
failure of the save and~ terrain card used in that 
sqwm::. lb.Is spell cannot be used in squares con­
taining the Jee field, glacier, or frozen lake cards. 

• ~ & Woods: Due to the dense flora in these 
tirra.ins, units that fail their saves are trapped 
in th~ target ~quare by the tangled vegetation 
for the duration of the. .spell. Unit.<t suffer a -1 
peruilty to Defense and Melee rating!! since 
the ~kk mov~ments and po$itionJng neces· 
sary l.Q combat are difficult to accomplish in 
such snarled growth. These penalties are 
cum.ulative with 11ll penalties listed on the ter-
rain c::a.rd, Further, F 01' R results suffeted by a 
trapped uhit during Lhe ,9pell's duration are 
treated As 0 results, ~jnce ttoops cannot. move 
out of harm's way due to the foliage. 

,... unit that succ.eeds its save can freely leave 
;the ta(get $Quat'C in its next M-ovement Phase 
or lftt suffers an For R result in combat), but 



,as long as the unit ret't\ains in the affe,c;ted 
square. (for the dur~tJQn of the spell) it suffers 
the -1 penalty to its Oefoll.Se and Melee rat­
mgs due to the difficulty of fighting in tangled 
Mdersrowth, 

• Other terrains: In all t'Crrains other than bog 
and woods {fortification hill, cliff, river, tun­
dra, armed came. and squares without terrain 
caTdsJ, a. unit that fails its saving throw is 
trapped as defined above, but only for the 
duration of the Wac Catd round (in this case. 
the round in which the spell i$ ca.st and takes 
cf£cct), Following that War Card round, the 
unit'• members have managed to extricate 
themselves from the tanale of plant5. hacking 
or~ their waY to &eedom. In addition, 
the DJ.- and Melee ~ting penalties listed 
aho~ also apply for that War Card round. 

If a unit iil these terrains succeeds a saving 
throw, the 1i1nit fiahts normally but suffers a -1 
pe..ity: to its 0e;~nse rating. It may move nor­
mally on its next movement phase. 

Units that enter an affected squar~ must 
inunediate[y roU a ~ving throw to determine any 
e:enalties, Regardles& of terrain, no unit can 
Charge into the target squate for the duration of 
Brik:s entanglenunc. 

This spell requires two as!li.sbnts who must 
tos.S tufts of grasis. Strands ohine, and so on, into 
the rur as the priest c:a:11ts the spell. 

nuo.ni's usvlum 
(Sanctuary; Abjuration) 

SpeU LeveJ: l 
Sphere: Protection 
Rangei One battlefield J1quare 
Components: V, S, M 
Dura6on: One War Card roundfthtce caster levels 
Casting Time: One attack phase 
Area of Effect: One unit 
Saving Throw: Neg. 

Created by a priestess of the Life and Protection 
of Avanalae in Coeranys, this battle magic has 
become common among the war-mongering 
Anuireans. and has spread across CerUia. Its 
v;ilne is in moving units t-0 an enemy's Oank or 
rear without suffering damage. 

A unit that attempts to directly attack (with an 
offensive spell, charge. missile, or melee) a unit 
under the mauence of Avanis asylum must make 
a saving throw. If successful, the atUtcker is unaf­
fected and may act normally. 

If the attacking uniL foils its save, it i.mmedi~ 
ately suffers <t confusion that prevent$ it from 
attacking the protected unit. The unit that {ailed 

its save totallr ignores the prot¢.cted un,i~ untll 
the speU'~ dUtatian expires or the protected unit 
t.tkes an offensive action. 

This speU remains intact, only .;a.s long ~s the 
protected u.nit takes no offensiv~ actions. The 
protected -unit can move about the battle.field 
normally. bµt cannot charge, fire missiles, or 
enter melee without ending the Spell. 

Jndiriduals accompanying the unit, suc,h as 
PCsj ate also protected and must observe this 
prohibition. PCii under pie effect <>f thUi si'Cll can 
move with the prot~d unit, cast spells of a 
defen$ive nature, and use any defem"ive mJgical 
itemJI, but a single magic missile or backst.ab ends 
the spell's protection for the entire unit. 

A unit that succeed.!i its save and attac.b the 
protected unit in melee or a charge abo ends the 
spell: the protected unit loscli the effects of the 
spell in the act of defending itself. Missile attacks 
against the protected unit do not end the spell 
unless the protected unit responds to the attack 
with a counterattack. 

The material componenb are one !let of horse 
blinders for every 12 members of the tar~t unit, 
several buc:keb of ~and, and a large number of 
lighted smoke bombs. Two acolytes arc needed to 
assist with the components. 

oul{en strike 
(Shillelagh: Alteration) 

Spell Level; I 
Spheres: Combat, Plant 
Ru:oge: One batl.lelield squate 
Components: V, S, M 
Du..ration: One War card mund/two caster levels 
Casting T'une: One atta_ck: phase 
Area of Effe~t; One unit 
Saving Throw: None 

This spell granti< the target unft a +I bonus to 
its Melee or Charge rating for the dutation 
of t.he sf>ell. This bonus is- 1'>.e equivalent of 
giving the entire unit weapons of• I 
enchantment: the w~pons are tun&id­
ered magical for purposes of hitting 
creatures that are harmed only by 
enchanted weapons. Individually, 
the weapons have no enchantment; 
the "Spell functions oruy on the 
unit as a whole. 

The mat,crlal components 
of the 5pefl are full-sized 
or mi.n.iatw:e unshod 
wooden weapons. 
These maybe 
used for 



combat or siJ11Ply carried to receive the spell 
effect. Clubs euid staves are the most common 
w~pons1 but even spear hafts · and a:ire handles 
(with their me-Gil heads removed) may be used. 
The.se component.s are unhanned by the spell. 

turn undend unit 
(Negumancy) 

Spell Level: 1 
Range: One battlefield square 
Components: V, $, M 
Du,ration: Instantaneous 
Casting Tune; One attack phase 
Area of Effecti One undead uruUthtee caster 

levels 
Saving Throw: None 

.This battle spell is unusual in that it is not a con­
version of a conitentional priest spell. Instead. 
this spell was granted w a priest of Haolyn not 
long after Dei~. when hordes of undead. 
infused with some minuscule amount of Azrai's 
diabolical essence, roved across Anuire cawing 
D)Ucli de$Uction and adding to theit tanks with 
·those innocents they'd 5t.in, Thia spell is avail~ 
able to all priests with the ability to tum undead. 
Priests who eannot normally turn undead are 
unable t.o cast this 5j>ell. 

Tum un4ead tniit enhances the priest's ability 
to tum undead, placing it on a scale useful in the 
War Card ~stem in th~ ~IRlHRJGRT rules. Thi.s 
spell does not inciease the priest's level or ~ant 
any bonuses to his rqll to tum undead. The effect 
of this spell is to allow the priest to tum or dispel 
units of undead (such as th~ Undead Legion War 
Card). 

When the priest <:a~ts this spelt, the DM 
consults Table 61 in the PHB. The OM deter· 
mines the predominant form of undead in the 
unit (;rombies and skeletons are the mc;>st 
cQm~on; the Undead Legion card sbould 
niost often be consideted to be made up of 
zombies). "(he priest. then rolls normally for 

turning. If the re$ult is in.sufficient to turn 
the undcad unit, the spel1 fails . When an 

attempt falls, the priest cannot attempt 
to tum the same unit ag-ain on a sub­
scqu~t War Card round ~eo if he 

ha:5 a '""" ~ndeacl unit spell avail­
able. Another char~ter may at­

tempt to turn the same unit, 
however. 

A Tum result (whether a die roll high enough 
to turn the fonn of undead ~a ''T" re~ult) means 
the undead unit( s) immediateiy suffer an F 
result. If the undead unit cannot retreat, it is ~-0n­
sidered desttoyed. A "D" result on Table 61 
means the undead unit(s) are destroyed. Units 
destroyed in thi,. manner cannot be animated, 
Tal.s(i, ·or affected in any way:. 

The material component is the. caster's holy 
symbol. Four priest assistants (of the same faith 
u the caster) are also required to use their holy 
$)'lnh0ls in the ~ting of the cSpeU. 

barkskinned unit 
(&ufuWtt; A!Uration) 

Spell LeVel: 2 
Spheres; Protection, Ptant 
R.tnge: One battlefield squai.:e 
Components: V, S, M 
Duration: One War Card round + l War Card 

roun<Vcuter level 
Casting Ume: One attack plut$e 
Area o! Effect: One unit 
Saving Throw: None 

This spell provides a + 1 bonus to a titrget unit's 
Defense rating, plus an additional + 1 lion us for 
eveq four levels of the cute:r, The protection, 
however. is not guaranteed for the duration of 
the spell. The bonus(cs) are lost .each time the 
unit suff eri!$ an H or R ze~ult. 

Every time the unit suffers an H or R tesult, 1 
point of th.e bonus is IQst. Thus, a unit under the 
influence of barlcsltinned unit east by a 5th level 
priest (a bonus of +2) would be reduced to a 
bonus of + 1 after suffering one H o.- R result. A 
second H or R result would eliminate the bonus 
and the spell would be considered to have erided. 
The unit never continues to lose points beyond 
the bonus it gaine4 froni the spell. 

Units that suffer an Hor R result a~ subject 
to all effects of a Hlt or Rout. 

The material component is lOO lh.s. of tree 
bark, which is burned itt a huge. bonfire. The fl.re 
mu.st be positioned so that the smoke blows 
across the unit to be profect~d (wind spells may 
be used to assist this effort) . The smoke leaves a 
resiclue on the target individuals, foU'J'\ing -a 
smoky, tran$lucent bark-armor that mov¢S easily. 
without hindering movement1 



chnrm unit 
(CH.mn P~n qr Mammal; 
Encha~maent/Chsirm) 

Spell Level: 2 
Sphere; Animal 
Ran~e: One b~ttle-fietd square 
Com,P:Pnents: V; S 
Duration; One War Caro round/three -caster levels 
C.asting Tl,l:Oe: One attack pha$'e 
Area 0£ Elfec.t: One uoit. 
~avfug Throw: Neg. 

This spell affects an~ unit compo.sed primarily 
of humanoid!! nr manimal:o normalty affected bi 
the 'lnd-leval spell 'barm person or mamma. 
('"Pers:on.s" are any bipedal b.um.ant d-emihuman, 
or humanoid of medium size or smaller, includ­
ing but not limited to brownies, dryads, dwarves, 
elves, gPOlLs .. goblins, half .. clvew, haJllings, humans, 
kobolds, lizard men, nix.~e~, orogs, pix~es, sprites, 
a nd troglodytes.) ln addition to !lffe<:ting hum4n~ 
oids, tb.i.B spell also affects units of nonint.elligent 
mammalian creatures, ~uch as the Lions' Pride, 
Will' Birds• Vampire's Bt1.t Swann, and Sphinx's 
Cat Ch~ec War Card units, 

The unit receivl!'s. a savin~ Lhrow to ~t the 
~ffe.ct. If t;he saving throw f..ilts, then the individ~ 
1Jals /all undct the priest's control and must obey 
his command!) for the duration of the i;pelL 

The caster must be in the .same squart or in a 
squMC: adjacent to the affoc~d unit in order to 
giv,e commands. (Jf ~e gives a command and doe!i 
not eare tq give further orders, h~ may leave the 
area without affecting the spell.) If the caster 
needs to maintain greater distance from the unit, 
be m1.1st determine anotheT m<!,ans of conve}ing 
his.-orders L~ the unit, 

A charmed unit .wilt obey all orders that are not 
c.onttadktory W its natu~-it will not walk off a 
cliff, for example, nor will members of lhc unit 
attack ead1 other. Order~ of such a oatu,re grant 
the unit a new s~ving throw wilh a +4 bonus. If 
this saving throw fails, the unit executes the 
order as commanded. Orders to retreat, m{lve to 
an empty part of the field or the reseTVe, or hold 
a position away from ~ncmi~ arc usually safe 
~om:mands. The unit will always def end itself if 
attacked. 

Note that the "nature" of a unil is dcpl.)nqent. 
on me creatutes in the unit. A \ln~ of gohlin11 
might not think, twice about attl'lcking another 
unit o{ goblins, but Anuitean krtights v.'111 never 
~tt1lck a friendly IIDit. Likewise, metcenary units, 
·which fight for money and not out: Qf loyalty, 
might find the idea ofattacking frlQndly units less 
offensive than would a bighlyt~fne~ unit loyal-to 
it."i realm. 

ho.mmec storm 
(Spiriti«a1 Ham1*t';, Jnvoc:atio:q) 

Spell tevel; '2 
Sphere: Combat 
Rartgtc: One battlefield square 
Component~ V, S, M 
Duration.~ 11).Stantaneous 
CQting Time: One .attack 11hasc 
N¢1J of Ef&~: One battlefield square 
Sa-ving 'rhroWi None 

'· 

Developed hy th.e hi.di priests of Qllouken, ham,. 
mer storm is aJ;nong the most commonly used bat­
tle spells. When cast. th.is ~ll caUs into existence 
hammer-shaped fields of force that hurtle intt> the 
sky at the caster's command, arc over the battle­
field~ and plummet toward the gtQunc;l. The BOU(ld 

of rwhing cqr that acc;ompanies this i.irikf! is eotµ­
monl)' del)Cribed as "Cuil'aecen's Thunder"; bence, 
the spell's common nickname. 

'\Vhen the s~ll is cast, all units in the target 
square immediately make a mor:ale check. Units 
tnai su.cceed the mo.rate t:heck suffer an H result; 
thoBe that fail the check suffer an R.. result. 

lf thp c.a~'ter himself is within the ~t 
square, the priest ~n prevc;nt friendly units in 
tho .same squ;are from suffering any adverse 
affects. He is able to direct all ill effects sQlely at. 
enemy units. 

The material components are 50-100 nounal 
war hammers, which are consumed in the casting 
of this ~pell. 

• 
animate armv 
(Animate D,ad; Necromancy) 

Spell Level: 3 
Sph(}re: N~cromantic 
Range: One battle.field .squa,re 
Components: v; S, M 
Duration~ Special 
CaNtlng !iJJte: T-wo attiltk phases 
Area of Eff ec.ti One unit 
Saving Throw: None 

This speU i$ similar tO the artimaie 
afm)I battle spell found in the Book 
of Magectaft. 

Wtth this spell,~ priest-may 
revive a destrO§ed unit and 
&end it back ififo¥tc.tio 
unde,r his c:op.trol. To • 
cast the speD. the 
priest mus\!. 
stand ut'' 
the 



same square or a square adjacent to the one in 
which the unit was destroyed. O.nce the unit is 
revived, be need not remain near it. 

The tevived unit arises with all weapons, armor, 
and equipment it had wh.en the unit was destroyed 
(unless looting occurred in the meantime). The 
undead 0;bey the ~aster without question, even if 
they were on the OP.positc side of the battle before 
their destruction. The unit bas the same statistics 
as it had in life (the player uses the same War 
Card), with the following exceptions: 

• The unit ignQres all F and R results except 
those caused by magical attacks, 

+ Th.e unit's defense rating gains a +l bonus. 

• The unit"s charge rating is redu_ccd by 2; if 
reduced to 0 or lower. the Un.it cannot charte. 

+ The unit i~ considered «>have all three morale 
symbols (shield, pennant, and swords) as the 
Undead Legion War Card. 

At the end of a battle, if the Wlit still survives, 
it immediately falls to the ground, its energy 
~~>ne. The troops then decompose quickly, mak­
mg it impossible to cast this spell on the same 
unit twice. If the unit is destroyed in battle, it 
canne>t be raised again. 

This spell is almost alway$ considered evil in 
nature; only under extreme drcum5tances should 
Pcs even consider this magic. OMs who believe 
that PC priests are abusing the spell are £ree to 
enfofce penalties from t.bc PC's deity. Such 
penalties may ~tart with the deity prohihiting 
high level spells or allowing beneficial spells to 
cause only minimaJ effect: i.f the PC persists in 
casting the .spell, the penalties may increase to 
prohibit more spell$ or ~-pelfs of $pecific cate· 
gories. For more detail on matters of "divine 
favor and disfavor,'' see the Pl..AYER'S OPTioNrM 
Spells & Magic tome. 

On oecasion, use of this spell might be c:on~ 
sidered acceptable, 5'Uch as raising elite 
troops to defend thtiit homeland agai~t an 

inrursion from the Spider.fell or other ~r­
rible threat. 
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The material components arc bone 
chips and dri~d blood. The act of col­

letting these may e"cn: be ci;msi_clered 
an evil net for some ch~cters. 

dispel hurtle mn~ic 
(Dispel Magi~; Abjurati:on.) 

Spell Leveh 3 
Sphere: Protection 
Range: One battlefield square 
Components: V, S 
Duration: Special 
Casting Tune: One attaclc phase 
Area of Effectt 0Jte square 
Saving 11uow! Special 

A priest casts this spell in an attempt to neu­
tralize or negate other magic (either battle or 
conventional magic). Dispel battle magic has 
three possible uses: to canceJ spells ~d s~U· 
like effe«s (including tho~e from abilities. or 
magical items); to d.isrupt tb.e casting of ipetls 
or use o( abilities at the moment the dispel is 
cast~ and to destroy magical potions (which a'rc 
CQnsidered to be 12th level for the purposes of 
this spell). 

Each effect or potion is checked individually 
to determine whether dispel battle magic has 
any effect. (The ca$ter c~n d'spel his o\Vn magic 
automatically with this $pell.) The chance -0f 
dispelling relies on the difference in levels 
between the caster of the dispel bctttl,. magic 
and the caster of the opposing effect. The bas~ 
chance for success i.s 1J ot higher on ld20 (a 
roll of 20 always succeeds and a roll of 1 always 
foil$). Jf the level of the dispelling caster ts 
higher than the level of the ca..'lter whose effed 
is to be dispelled. the difference between the 
levtls is subtracted from the base success of 11, 
making the roll ca&icr. F<:>r e)(ample. a 7th-level 
priei.i: casting dispel battlt magic tQ negate the 
bark.skinned unit enchantment ca.st by ·a 5th­
level priest must roll 9 or better on 1d20 
( 11-(7-5 ]=-9). 

If t.he dispelling caster is of a krwer level than 
the caster of the effect to be diseeJJed, the differ­
ence in levels is added to the base dtance of suc­
cess, making th~ roll more difficult. If a 1th-l~el 
priest attempted to dispel the magic of a 9th­
lcvcl priest, the die roll would need to be l3 or 
higher on td20 (I 1+[9-7}~13). 

Dispel battle magic c:an affect a !pecially 
e:nchant.e<I magical item (such u a Sc.roll, M$t 
w.and, rod, staff, miscellaneous item, weapon', 
shleld. or armor) only if it is CMt directly on the 
item. lf this succeeds, the item is rert~d •­
functional for ld4 W~ Card rounds. An it.m 
possessed or carried by a .:reature pins the ctea· 
hue's saving throw against this effect; othct"' 
items ~re autc;>mati~ n~~I. 

A unit ~der a~ effeCt (.uch u ~. 
skintt~ smit) is ~anted a saving throw w ivoid 
the effect being dispelled, Artifacis and relics are 
not affected by dispel batik magic, but some of 



their seell-like effects may be, at the DM's dis# 
C1'etion. :-.lote that this spell can release chaims 
and similar beguilements. 

Below ls a summary of effects for this .spell. 

Summary of DUptl Effect$ 

SoUJtc~ RESJSTSAJ Rfi~~iJ;r 

P.•r NIA Dispel automatic 
Ot;her caster/ 
iOnate ability IAveVHD Negated 
Wand 6th level Negated 
Staff Bth level Nepte<I 
Potion 12th level Oestroved 
Othec magic~ item 12th level * . 
Artifact OM disc.r. UM discretion 

* Eff-e<;:t negated; if . cast dir~tly on i~m, item 
nonfunctiooal for 1d4 Wa_r CIU'd round.$, 

ho.elyn's holv 
wo.cdin~ 
(<i~pb ofWardins; Abjuration, Evocation) 

Spell LeVel1 3 
Spltere: Guardian 
Range: Caster's square 
Components: \i: S, M 
Duration: Until di$c:harged 
C~ting 'Iioie~ Two attack phases 
Area of Effect: One square 
Saving 'Iluvw: Neg, 

This spell prevents entrance in.to one side o'f a 
battlefie1d $qu~e by hostile or unauthorized 
creatur~, a.s determined by the ca:Jter. It func­
tions in a minneT similar to ~e river or clif! ter­
ram ~ards: the cast~r decides whieh edge he 
wishes t-0 ward... Unlike the tenain !eaiures, 
howeYer. units can CToss the edge of the squar.e . 
They are not aware of th~ glyph until it is ttig· 
geted, A unit thal anters the square from a safe 
side might even trigger the glyph as a result of~ 
fall back or rout. 

The caster sets the conditions for the o,\.'ard. Jn 
tl\e~onventional spell, prfosts c;ommonly set the 

,,,. ~h so that a.n individual who violates the \\-ard­
ed edg~ Without l>J?~aking the name of glypb. trig­
gers die_ magk stored in th<J mystical sigils. On 
the battlefieJd, -this is a.110 possible, but priests 
more commonly set conc:litffku for releasing the 
magic to depand on pn~ charad.cris.tici., such 
as r~~. sii;e, weJght, or type of untf9l"lll; fllign­
.._ ~law, chaos,~ ot di~~ ~even religion. 

Wbea cast!ng ibis spell, the priest and his 
three·anistanb tra-ce a pattern otfaintly glowing 
line$ along the boundary to be pi::otected, using 

sticks of incense encrusted in diamond rmvder 
(cost to b~ detertnin~d by the DM, bu 1 GB 
would not be unreason.able). When the spell is 
complete:, the woven lfnes and ~lgils 11re invisible. 

lf this woven boundary ti broken by creatures 
nam~d er described during the spell'5 ~Sting, the 
damaging effect ch()sen by·the caster .is triggered. 
The form of magical energy (fiTe, ligh~ ice, 
etc.) is detennine-d by the-caster; very often, the 
lorm is related to the castcr.'s faith. Ear example. 
Haelyo~s pde~hoods usual].y chnose lire as their 
agent for punishing their enemies. as fire <::losely 
re~embles the sunburst that i!l part of 1-laelyn'& 
symbol. Cuiraecen's followers, on the otber 
hand, prcf¢r Ughinirlg. as A reminder of the 
stonnlorcfs wrath. The D~ i~ free to disallow any 
effects he deems inappropriate. 

Regardless of the form of magical energy, all 
units that meet the $pell'.i1 conditions and c;ro$s 
the boundary must make a motale check. Units 
that .succeed the cb,eck ituf(er an H result; units 
that. fail th~ c.hec.k suffer an R result. 

tf Q4.llyn's hc>Jy warding j~ nqt affected or~ trig­
g~ed by physioU or magical probes (such as mis­
sile weapons or spells cast across the boundaiy), 
but it can he dispelled U$ii:lg the dispel battle 
magi" spell. The ward maybe detected by the 'find 
traps- spell or by thieves u~ing their find and 
remove trap!i skill. 

• cure unrt 
(Cun: SerioJU Woimds; Necromancy) 

Spell Level: 4 
Sphere: Healing 
Range: One battlefield square 
Components: V, S 
Dutation: Permartent 
Casting Tune: One attack phase 
Are!! of Effect; Qne unit 
Saving Throw: No~e 

This spe11 heali. the injuries that a unit suffo.ri> 
in combat. Bl'oken limbs are mended, lac­
erat,ions and cuts are knitted, and most 
~ther wounds that are not immedlatelv 
fatal ar~ healed by the po\VCt o{ the -
deity and the faith of his or her ~-.--......._. 
priests. 

Simply put, this spell cures a 
unit of one previous Hit 
result. The target unit 
wtate,S its War Card to 
rdlect one feSj hit; 
thus, 1\< unit that 
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has suffered two hits may turn its c;ard so that it 
reflect~ only one rut. A unit that has suffered an 
R result may cliininate one hit, hut the spell has 
no effect on the rout. 

This spell requires two ~$S~i:.an~ wbo aid in 
tnc CMting. ch.anting, and prayer for the :rnem .. 
hers of the unit to be healed. 

ruornil~s silver robes 
(Cloak of Bravery; Coojuration/Sll.mm.oning) 
Reversibfe 

SpcU Level: 4 
Sphere: Charm 
Range: One battlefield square 
Components: V, S, M 
Duration: Special 
Casting Time: One attack phase 
~ea of Effect: One unit/three caster levels 
Saving Throw: Neg. 

This spell magic.~ly blankets the target unit in 
the shimmering, moonliL robes o{ tho Macm GQCI 
~nd Silver Prince, RuorniJ, protecting the unit 
fr.om all magjeal forms of fear. 

This $pell, when cast on a willing unit, grants a 
+4 bonus to the unit's saving throw vs. any type 
of magical f ear1 such as a battle spell version of 
the lsl~level spell cause fear (the reve.rse of rtmove 
fear) or the reversed foun of this spell. This pro­
tection remains in effect unt:il the battle ends. 

The spell also aUows the unit a saving tluow 
VeJ'.'SUs an R result (although with no bortus kl the 
save). If the save is succe$sfu1, the unit stands its 
ground and does not rout, lt still suffers an H 
result, but the effect is not so devastating as to 
cause the members of the unit to flee in terror. 

The reverse of this spell, Ruornils mge, causes .a 
unit to appear so fearsome and terribfe as to radi­
ate a palpable aura of magical fear. Ao)• un~t that 
engages a unit affected by this version Oi the spell 
must succeed~ saving throw or immediately suffer 
an F result. If the !lave is success:fW, the unit is 
unaffected. This v1mdon of th~ spell lasts one com­
b.at round per two levels of the caste.r. 

This spell has no effect 011 undead units in 
either version. 

The maltri:ll components .arc the prie.st's linty 
symbol and 100 taUfeatheJ"S from nocturnal birds 
(such as owl$ or nighthaw,lcs) , The feathers mus.t 
be dipped in silver and allowed to harden before 
the casting of the ~II. The bird"' cann,ot be 
killed to gain the feathers . 

Gathering these feathers can be as simple or 
•as difficult as the OM warrants. Many temples to 
Ruomil nutintain roo~ts for these birds. These 
not only prO'-ide 11 $Ource for the feathers, but 
serve as a .r.emfoder that Ruomil is never far 
away. 



T he realm spells that follow are organized 
by caster fevel. For convenience, realm 
spells from the BlRTIUUGHT Rulebook are 

included. For a list 9[ realm spells hy holding 
level, see the appendbt. 

1st-level custer 
bless ormv 
Spheres: War, Combat 
Regency: l/unit 
Gold: t GB 

Req'd Holding: 3 
Duration: 2 War Moves 

+ 1 War ~fove/level 

This spell allows a priest to increase the effec­
tiveness of a unit, increasing all of its offensive 
scores by 1 for the duration of the spell. He can 
affect a maximum of one unit per level, and all 
target units must be in the same province. 

bless land 
Sphere: All 
Regency. Special 
Gold: 1 CB 

Req'd Holding: l 
Duration: 1 Domain tum 

By performing a special ceremony, the ptiest 
invokes his deity's blessing for a province. The 
affected province and any holdings owned by the 
priest in the province are treated as if they were 
one level higher for all purposes. This means that 
affected regents may reroll taxation and collec· 
tion for the current domain turn and may in­
crease their regency accordingly. Bless land can 
affect two provinces at 3rd level , three at 5th, 
and so on. 

The regency cost is equal to the difference be­
tween each target province level and the priest's 
temple holdings in the target provinces; a prie!it 
who controls a temple (3) in a province (5) and,a 
temple (3) in a province ( 4) mu~t spend 3 RP to 
bless both provinces. Thib spell always corts a 
minimum of 1 RP per province. 

dispel reo.11n rnn~ic 
Sphere: Protection 
Regency: Special 
Gold: l GB 

Req'd Holding: 1 
Duration: Instantaneous 

This resembles the wizard realm spell dispel 
realm magic in all respects, except that only the 
first use of the spell is allowed. A priest may not 
use dispel r•alm magic to create a protective 
warding. 

spells for 
.ce~ents 
• • in uestrture 
Sphere: Any 
Regency; Special 
Gold: l GB 

Rc.q'd Holding: 1 
Duration: Permanent 

Any priest regent can perform a ceremony of 
investiture to arrange the lrao!if er of regency 
between two characters. This severs a regent's 
link with specified lands and creates a new link 
to another regent. (Investiture is described in 
greater detail elsewhere in this book and under 
domain actions in the Bun HRIGHT .Rulebook.) 
The donor and recipient must expend a domain 
action. The priest Is free to seek any compensa­
tion he wishes for performing the ceremony. 

protection from 
renlmmn~c 
Sphere: Protection 
Regency. 1 RP/province Req•d Holding: 3 
Gold: 1 GB/province Duration: 3 action rounds 

This spell allows a priest to protect provinces 
under his influence from the effects of an oppo­
nent'~ realm magic. The priest must cast protec­
tion from realm magic &om a province in which he 
ha11 a temple (3), but he rnay cast it into any 
other provinces where he has al least a temple 
( 1) holding. The cost per province L'i l RP and 
1 GB, and the priest may affect as many prov­
inces as he can afford. 

This spell gives the priest a chance to 
counteract any realm spell (both priest 
and wizard magic) cast within or into 
his provinces. It ha-s no effect on exist-
ing magic: it affects only those spells 
ca~t after the prot~ctio" from realm 
magi<: is iJ.l place. 

The $pe1l's ~cess against 
external magic. is deter· 
mined by rolling versus 
the priest's character 
level and holding 
level. The two 
nwnhers 
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are added together, and a 5% ~hance is aUQwed 
for ea<;h point of the result. Thus. pTOte~tion from 
reolm magic cast by an 8th-level priest using a 
level 4 temple would have a 6096 chance of repel­
ling enemy tnagic. 

lf a friendly cister wishes to use rc-altn magic 
in the caster's provinces. the casting priest may 
tempQrarily suspend the eff~ts of his protection 
spell. He need only concentrate on his well as 
t~e friendly wizard performs his incantation 
(usually, a matter of a few hours or les.s). There is 
always a 10% d~nce that the! protect.ion will can­
cel the fl'(endly magic regardless. The priest may 
cast his own realm .spells in hi:; provinces without 
interferencelrom the prot~ction i.-peU. 

The priest may spend RP to increase the chance 
bf his protection repelling enemy magic. When. the 
prie$t cast& the -Spell, he may spend as many RP as 
he withes to increase his wccess at a rate of 596 
ptr RP spent, to a maximum of 95%. This "insur­
ance" 'lasts for the duration of the $pell. 

When •n opposio,g spelk.aster attemp~s a spell 
in a protected ptoyince. be may spend RP at the 
time of his atteJnpt to weaken the spell's protec­
tion for tbat~ttempt only. H'.e Lowen the spell's 
protection at a rate of 596 per RP spent. If he 
tries to cast a spell later, w-hile protection from 
realm magi.a is $till in effect. he must ~pend RP 
again (i( he ~hes) to weak.en the protection. 

This ,pell affects only realm spells cut into or 
wjthin the affected proviru:e(s.). If someone casts 
ltglon of d~d and sends the animated army into 
a protected province, the spell has no cffect--the 
anny was created outside the spell's influence. 
However, a spell such as deatb plague would be 
subject to the protection. 

Th~s Tealm spcU has no effect on conventional 
(noruealm) spells. 

true believer 
Sphere: All 
Regener-~ RP 
Cold: 1 GB 

Req'd HQlc,ling: 2 
Duration: 3 action rounds 

Priests rnay use this reabn spell to identify 
"true believers" within a single 1,>covinee i.o 

-~ic.h they baV'e a ~mple (2) or better. 
The spell causes a magical 1om.ark" tQ 
appear on all humans, demi-humans, 

-and humanoids meeti~g a particular 
criterium in the affected prov­

ince. The ma* is designated by 
the cast.fog priest., and may 

be used to identify ''true 
believers" of his faith, 

or may indicate 

that the beuer is- a nt>nwor~hiper of hi$ faith, a 
n0J1heUever, or a worshiper of another deity. 

Only priests and paladins dedicated to the 
.same religion as the ca.Sting prie5t are able to see 
these magical marks . True seting reveals the 
mark; and certain divination spells may do the 
same. 

The magic of this sp~ll is- so p.otent that it 
affects individuals ~ll.teringdle province through· 
out the duration. The mark inistantly d($appeus 
from persons who leave the ptovfnce, but reap­
pears if lhey retu:m. 

holy WQf 
Sphere: War 
Regency: l RP/ptovinco Req'd Holding: 3 
Gold: 1 GB/proYince Duration: 1 domain tum 

The ~ealm ~holy war 'lllows a priest to mui;tcr 
troops 'Without the permission of!the local ruler. 
The ca sung priest may recr~it t~oops in tJle 
affected province(s). paying l RP and 1 GB per 
province plus the muJter co~ts for the uniff, 

Example: The High Pries~ Thaddius ha.!l a' 
temple ( 4) in a provinc~ rul~d by Kin~ Mattia$. 
Kin~ Mattias refuses to allow the high priest 
access to- any troops. When thaddius spends 1 
RP and 1 GB to cast holy Wat' in the province, he 
no longer ne.;:ds his king's permission to recruil 
troops in that province. 

Vlheo the duration. of the holy wwspell elapses, 
the priest may oo longer recruit troops without 
the local ruler's permission. He may keep exist­
ing units as long as he pays maintenance costs 
(and lhey are not destroyed). 

Note: Hol)' »'a" cannot be cast in secret (to 
avoid the ire of thd local ruler) since it involves 
tht: priests' follo~vers stirring up militant fe\rer 
amoog the people of the provioces. A priest who 
casts this spell against his province ruler may end 
up lighting on the home front as well as afield. 

mu~col tithe 
Sphere~ Charm 
Regency: 3 RP/province Req'd Holding: 4 
Gold: 1 GB Duration: lnstantaoeou.s 

Only priests of Sera aTid Elo~le have aceoss to 
thls l'ealm speU. Magical tithe allows pdests of 
these goddesses to increase the gold in their cof­
fe.n. The spell mu$f be ca.st from a temple (4) , 
but the priest may extend the effects to indudc 
any provinces in whlch he has at le~st a temple 
((J), at a cost of 3 RP/province. 
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If the province l~vel increases, there is a 
chance that the priest's holding level will increase 
by + 1 as weU. Each temple level that he controls 
prQ~idc.s a 10% chance of i.mprQvemenl. The. 
pl~>_"er r-0Jls !dlOO. trymg to roll less than.his 
hqlding- level x 10. 

Example: Janina controls a temple (3) i.n a 
province ('J) and casts population growth. She 
p-ays 1 RP and 1 GB, then roOlj '1 12 at the be~~ 
ning of a domain tum. Adding her temple (3), 
the result is 15. The attempt fails. 

Before the next domain tum, she pays 1 RP 
and 1 GB and rolls again. 'frus time, $he adds 3 
RP and 3 CB, giving a +6 to the die toll (for a 
total mc;><iHler of +9). She rolls 15, resultinJ in a 
24. Janina pays 8 RP and 8 GB, and the pro~ce 
level immediately increases, 

Janina n~w has a 30% chance of increasing her 
temple holding. She rolts a 54~ however, and 
fails. Before the next do:main turn. she m.av trv 
again 1.9 raise tht ptQvmce ley-el. ~ " 

l'his spell may not increase a province level 
beyond (9). It may he u5ed to increase the level 
of a single province no more than 2 points in four 
domain turns. lfthc province level is increased in 
the first two domain tmm of the spell. the magic 
immediately ends. lhe priest may cancel the 
~pell at any tlme (if he runs out of money, for 
example. or if he dwoseS' onlv to raise the prov-
ince by one level). • 

word reolm 
Sphcro; Ptotection 
Regency: 5 RP/province Req'd .Holding: 2 
Gold: 2 GB/province Duration: 3 Action rounds 

When this spell :is c.ru.t, it creates a protective aura 
around everyth.lng in the target province(s). The 
priest mu.q cast it &om a temple (2), but the spell 
may affect any provinces in which be has tem~le 
(0) or better holdings. Only one ward realm spell 
may be cast on a prmrin~ at one time. 

Depending on the priest's deity, the spell 
has slightly different effects, Ward realm may 

tar)!;et evil, neutrallt)G or good. 
The targeted alignment of ward rearm 

must be an alignment not favored by the 
deity. Cerilian deities require their 

pdosts t.o conform to certClin align­
ments; these alignments may not be 

ward.ed. The chart that follows 
shows wbicli ali~ents m.ay he 

tar e d . Th.pse deities 
se'priest&.do not have 

iccess to the sphctd 
of ~~ection do 

!'°t appear. 

Deity 
Haelyn 
Erik 
Cuiraeceo 
Nesirie 
R.uomil 
Sera 
'l"\vani 
Laetme 
Kriesha 
Belinik 
Mora din 
Kartathok 
Powers of Darkness 

Targetable Aligmnent 
Neutral, Evil 
Evil 
Evil 
Evil 
GQod, Evil 
Good, Evil 
Good. Evil 
Neutral, Evil 
Go0d, Neui:r4ll 
Good, Neutral 
Neutral, Evil 
Good, Neutral 
Good, Neuttal 

The single alignm~nt chosen by the casting 
priest is affected in the following ~ys: 

+ All attack$ made by c,rcaturcs o{ the target 
alignment within the affected provinc,es suffer 
a -2 penalty to the attack roll Saving th.rows 
allowed ~ their victims as a result of such 
attacks are made at a -2 bonw. 

+ Summoned or extraplanar creatures of the tar­
get aUgpmenl must make a saving thtowversus 
spell with a +4 penalty. Failure forces them to 
depart the province immediately, Extraplanar 
creatures might be forced to use their powe~ 
(if they are able) to ~turn to their .place of ori­
gin. If these creatUTC!s sucl!eed their saving 
throW's. they may remain in the province, but 
suffer all eff e:cts of the W(lrd. 

+ A spelkaster attemptlng to summon a creature 
of the target alignment must make a saving 
throw at a +4 penalty to the cUe roll when he 
casts the spell. If he fail$, the s~n fails auto­
matically. If be succeeds, the spell works, but 
the summoned creature is affected by the 'NGTd 

rt<Ilm spell. 

4th-leuel custe.c 
bless holdin~ 
Sphere: Protection 
Regency: 3/holding level Req'd Holding: 2 
Gold: 5 GB Duration: 3 action rounds 

A priest using blus holding can protect any hold­
ing he controls (or those of an ally) from c~rtain 
negat1ve effects. 

Bless holding fortille.s the target. holding for the 
duraUot1 of the spell (as per the rules for the 
domain action fortify holding). The pries.t must 
pay 3 RP per level 0£ the blessed holding (holdin~ 
of level O may not be fortified using this spell), 

This spell abo rnakes the target holding 
immune to the contest aclio~ 



• conversion 
Sphefc:All 
Regency: 3 RP 
Gold: 5 Cl3 

Req'd Holding: 3 
Duration: I action roun.d 

A priest ,ma,y use this realm spell to affect one 
temple of level (3) or better. Comienion creates a 
scric~ of spectacular miracles used to impress the 
populace of the province and win them over to 
the casting priest~s deity. at the e~pense of com­
peting faiths. 

While the conversion spell lasts, the casting 
priest may attempt to cont1sc another temple 
holding io. the same province. lf he succeeds, hiJ 
opponent autcti:oatically lo$1.S one holding level 
and the ca$ting prie11t gain.s that level. nu, spell 
is polrticularly important in a province in which 
all available holding slots arc filled. 

sth-leuel custe.r 
• excommun1ca.te 

Spheret AU 
Regency! 10 RP 
Goldi 15 GB 

Req'd Holdmg: 5 
Durat}on: Permanent 

F..xcommunicau is one of the few realm spells that 
target!JI an individual. It is an e1Ctremely potent 
attack intended to be cast agajm1 characters who 
were once allies of the casting priest, but have 
done something to make thcmiclvcs "enemies of 
the faith." Howe-ver, it may be cast agalnst. any· 
one, with varying effects. 

When cast ag;µnst a regent, cxcommunfoate 
proclai.rtu the regent and his holdinRS tQ be "ene· 
mies of the faith." Untn this is somehow tccti· 
fled, the speU works its devastating elf ects on the 
regent and hi.! holding:i. 

First, every holding ruled by thci target charac­
ter in the same province a11 a holding owned by 
the casting priest be~omes contened. Every 
action round after the spell U. cast, ihe casting 
priest may roll (osing the rules for ihe contes.t 
action) to see if he can liuccessfully contest the 
holdings again, po$s.ibly dest.,-oying th.em. 
Because of the spcll's power, these contest 
act.ions a{e free acticms for the priest, though b.e 
must still pay 1 RP per holding involved. 

Second, if the casting priest decides lo agitate 
against the target regent (or any of his known 
<1llies. or vassals) he can double the value of his 
holdings in the agitation attempt. 

Third, the regent who suffers the effect of the 
spell is penalized in collecting tax.cs or tithes in 
provinces where the casting priest bas temple 
holdings. The pciest must subtract the caster·s 
temple holding level from hib own holding and 

province levels before rolling for collection. This 
represents the number of people in the prov\J:Tce 
who believe in the 'xcommunkation and refuse to 
pay the regent's taxes. 

When txt:ommunicarum is cast on an individual 
who is not a regent. the effect is much less wide­
spread, but it can be just as debilitating to the 
character. As an enemy of the faith, whenever 
the victim priest encounter a follower of his 
faith, he will be treated as an enemy-possibly a 
mortal enemy, depending on the militance of the 
pri~t's doctrine. 

lo addilion. nonbelievers who live in provinces 
where the ca~ting priest has temple holdings may 
cltoose to treat the excomnnmi.cated character as 41n 
enemy, m~t of fear of censure or excomnnmication 
thcmsdvc.s. The base chance of this is equal to the 
percent.age of conuol the caioting priest has over 
the province. If the caster has a temple (3) in a 
province (6). roughly half the people are members 
of the caster's temples. When the victim priest 
encounters anyone new of the .same faith and the 
DM makn a check on Table 59: Encowit.er Reac­
tions, the result a worsened by two grades. When 
the prie11t encounters someone not of hi11 own 
faith, the result~ woniened by one grade. 

The $pell does not mark the character: in any 
way. Rather, iL affcct-!l the perceptlons and atti· 
tud~s of people within the provinces where the 
ca.sting priest has power. The effects of e~ommrm£. 
cation can be ne~ted by casting dispel realm magK 
on the province where excommunication was origi­
nally cast. Or, the casting priest c.an be convinced 
to dispel it himself (he can do so automatic.ally). ff 
the casting priest is destroyed, the spell ends. 

Thi~ ~pell is not automatically successful. It 
may be cast only on a victim who shares the 
11-ame faith of the casting priest, and the deity has 
the final woi:-d in whether the spell fonctions (tn 
other words, the OM may prevent the spc'll from 
taking effect) . 

hor1est deulin~s 
Spheres: Charm, Law 
Regency: 3/province level Req'd Holdin~ 3 
Cold: 2 GB Duration: l Domain tum 

+ I round/level 
This ceremony creates a widespread chann 

effect that magicaUy guides a province's citi~ 
zens toward honest and upright pr.tctices. 
In a province affected by this spell, 
agitate .ind cspiunag.e actions can­
not. sucGCcd, diplomacy actions 
suffer a -4 penalty. and 
guild holdinp are 
reduced two lev­
els for col­
lection 



purposes. An individual who attetnpts to commit 
a crime or teU a lie while in the province must 
suGceed a saving throw versus spell to do so. 

The priest may affect one province at ~th 
level. two at 7th, and so on. 

le<sion of dead 
Sphere: Necromantic 

Req'd Holding: 3 
Duration: I month 

+ 1 week/level 

Regency: 4/company 
Gold: l GB/company 

This spell is similar to the wizard realm .speU of 
the-5amc name. 

When an evil priest casts this .spell (anyone 
other than an evil priest using it \\;JI be 1.ubjectcd 
to an alignment judgment). he summons units of 
zombies and !'ikelclons to his banner of war. 
These creatures, powered by the evil energies of 
the caster's faith, will perform military actions at 
the priest's order~ for the duration of the spell or 
until they arc destroyed by norm.tl means. 

The priest may summon one undead unit (at a 
cost of 4 RP and 1 GB) at 5th level, and one for 
e\tery level thereafter (an 8th-level priest may call 
forth four undead units at a total co!lt of 16 RP 
and 4 GB). 

Unlike the wizard spell, the priest need not rc­
nµ.in with his undead units to prevent their dis­
solution. He may jive simple st.anding 
orders, such as h Attack that province 
until aU resistance is dead, .. or "Occu­
py this province and kill anyone who 
resists .'' He c.an albo appoint a leader 
for the undead ("Follow this man's 
order~. ''). Extremely powerful priests 
often summon or create alliances with 
powerful undead and place them at 
the head of their armies. 

For War Card battles, use the Un-
dead Legion War Card. In staodard 
game terms. each company is com­
posed of about 200 zombies, mon­
ster zombies , skeletons, and giant 
skeletons. 

These armies arc immune to all 
spells that arc normally nonfunctional on 
uodcad. They cannot benefit from any 
-_pells that offer healing powers. 

If the priest maintains these armies 
beyond the end of a domain turn, he 

need not pay main~nance costs, since 
undead do not eat and attack using 

any weapons at their disposal. 
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6th-level caster 
eril{'S mi~htt; forests 
Sphere: Plant 
Regency: 4 RP/unit 
Gold: 1 GB/unit 

Req'd Holding; 2 
Duration: 1 domain tum 

Only druids of Erik may cast this spell, and it is 
useful only in forested areas. By calling upon 
Erik, the druid~ call forth the powen of the 
trees. These trees become army units, ready to 
fight and die for the good of the land. 

This spell animates trees, creating defensive 
armies under the priest's control. Each unit costs 
4 RP and 1 GB. 'fhe tree units uproot themselves 
and follow the caster's orders for the duration of 
the spell, but they never leave their home prov­
ince. When the spell expirei>, the tree~ take root 
where they arc (or within a short distance), dying 
if they cannot do so. 

A heavily forested province can .. muster" a max­
imum of20 units. Liahter fore~ts (those less dense, 
or covering about haif a province), may produce a 
ma~dmum of 10 units. 'fhis limit is important, 
because u units are lost oi; destroyed, the rcsultlng 
deforestation strips the provinec of likely armies 
(and resources) for many years to come. 

A War Card for such unitli follows. 

A unit of animated trees include1 approx!· 
mately 50 members. As long~ the spell IMts, 
each. individual tree has the st.atistic:s o( a 7-HD 
treant (see U1e MoNSraous MA.Nl.1AL torile) and 
can obey complex instructions given by the cast­
ing priest. Most often, druids of Erik cast thit 
speU to protect their most sacred provinces &om 
invasion. Outsiders quickly believe that all the 
tree~ in certain ~ve~ have the power to move 
and defend themMi'IVU, miking~~ 
almost immune to attack or invasion. 



1~th-level caster 
one true fnith 
Sphere: Guardian 
Regency: 5 Rl'/province Rcq'd Holding: 4 
Gold: 3 GB/province Duration: 3 action rounds 

This spell enables the caster to prevent priests of 
a staLed religion from receiving spells from their 
god. !'he spell mUbl be cast from a temple (4), 
but the priest may .affect anr provinces in which 
he ha1> al leas1 ;:i temple (I). Ench province af­
fected co~s 5 RP and 3 GB. 

The magic affects all characters who attempt 
to renew lheir spells while within the affected 
province'!. When any cw.tcr of priebt spells of the 
stated power prays lo hb deity lo the hope of 
receiving bpclb, he mu:.t make a saving throw vs. 
spell or fail to i;eceive any spells until he leaveb 
the affected provinces. The saving throw suffers 
a + l penalty for every level of temple held by the 
casting prie'lt within the same province as the 
affected ch.trader. 

Any spells granted to the pricsl before lhe 
magic:. takes cff ect are still availahle to rum. If 
the "blocked" priest leaves the affected prov­
incei,, he may pray for spells, gain them per the 
normal rules, and return to the province to cast. 
them. Likewise, any ptiest'i entering the prov· 
iuce while one true faith ii. in effect may u>e 
available spells, hut receive none while they are 
in tile province. 

fhis spell aff ccts only cl single l'eligion that is 
somehow in opposition to the caster's religion. 
The OM may rule which rcHgion!. Me in oppo­
tion in "given region. In almost all cases, good 
deities allow this spell tu be used only to l>look 
deities with evil alignments, while priests of evil 
deities will probably allow 11ny other powers to 
be hlocked. Neutral powcri. tend lo granl the 
ability to block nonncutral deities or any deity 
who lll<lY be growing too powerful or ri'iking an 
upset of halam:e. 

E.xampk: Jn A,-anil. tbc Western Imperial Temple 
of Ilaelyn bas a migbiy influemc undtr the leader· 
sbip of Rhobbtr Nichaleir. Rhobher wishes to cast 
one true faith to protect some of his pnwince5 from 
the influence of ElotltJ 's pl'icsts. He controls a tem,. 
pli:(4) in tbt prol'im:e of Anuire and temples of at 
lldst (l) itt all other pTo,,incu of Avanil {a rotal of 
mw). Rbohher ckcidu co proUct Anuire (required, 
sirri;e '"is is tM province in wbich be cast.r the spell), 
plus J\varien t:1ni1 Bhrein. Rbobbt:l' p"JIS 1.5 RP and 
9 GB lo (dSt the sY{ilm tptU. 

Rhob&tri cbOkt p10N1 wise. A group -of lb~. 
bat:lud by a priest of Eloele. tries to set up sbop in 
the Pf'O"•ince of Avarien. The priest, a woman ttamed 
Tbeira. casts several spells to make her thieves' 

attempts easier. The next day, she prays to E!loile to 
replenish her spells. 

At tbis point, Theira gets a nast:>' surprise. The 
DM tells her player she must makt a sa\'ing throw 
l'enus spell. 11Ji:ira suffers a +3 penalty to ber sav­
ing throw. ~i11ce Rhobber has a temple (3) in the 
pro,·itr.ce. If sin fails, she ~airas no spells. 

While Theira remains within a prCYVince affecttd 
by one true faith, she may not renew b.:r spelis. She 
may still cast spells tbat were not used befQrc rbe 
magic took effect, and may use her special abilities 
as a priest of Elocl~. 

16th-level caster 
consecrutc relic 
Sphere: All 
Regency: l O+ RP 
Cold: 10+ GB 

Req 'd Holding: 5 
Duration: Permanent 

By casting lhi1> realm spell. a priest may attempt 
to consecrate a revered item of his faith, imbuing 
it with bpec.ial pov. er.>. The alem, which must be 
of great religiou<i 'lignificance, gains powers 
defined by the priest and his deity. Attempting 
this action ii. considered i.pcllcai.ting of the high­
est order. and is normally attempted only by 
those priests who are cert<1in of their devotion Lo 
their god. 

The priest must first have acce~oi to a holy relic 
worthy of the spell 's power. Such relics include 
items used, worn, or touched by deities before or 
during the Battle of Mount -Deismaar. Since 
most things at the battle were destroyed, few 
relics survive or can be verified as aulhc::ntlc. 

Suitable it.em11 m.ty have achieved notoriety at 
a later time. On occasion:. when the god s have 
~ent avatars lo Cerilia 1 the ilYatars may h;ave used 
worldly guudi. for a ~hort timc~they may hav~ 
drunk from a particulnrvessel, carried a weapon 
or item, or worn a piece of clothing. Such 
items would carry religious significance for 
followers of the avatar's deity. Likewii.e, if 
the god or avatar va:.it.cd a mortal lo deliver a 
message and touched .t piece of clothing, 
that clothing might have the potential to 
become a relic. 

'l he lesser champions of the gods 
might also have possessed items of 
religiou~ ~partance. Objccb used 
by an indi~I dcdared a martyr 
of the faith m1ghl be con5id-
ered holy and significant; 
the DM decides which 
items might be 
appropriate. 

113 



Relics noon.ally exist in one of three conditions. 
The first are those that. arc completely lost and 
unknown. The second are those that are recog­
nized and housed in .a great temple for all follow· 
ers' veneration. for a priest to use such an item 
fol" this spell would involve ll long process of peti­
tioning the church, pToving one's devotion, and 
perhaps submitiing to tests of faith and loyalty. 

The third categocy of relic includes those that 
are known to exist but are unproven as to origin, 
and those that would be immediately recognized 
but remain missing, with substantial dues to their 
whereabouts. Proving an item's origin or finding a 
lost object would be an appropriate quest for 
proving the priest's WoJ'th in the casting of this 
spell. Spells such as augury and commune can 
hel,l). but the priest's deity may wish foI the priest 
to perform tests on the item that could involve 
questing ancl time. 

Once an item is authenticated, the priest must 
a:nnqunce to his followers that tbe item has come 
into the church's possession. l'his feq,ulres only a 
decree action, but will likely be accompanied by 
pomp and circumstance and a chance for follow­
ers to view the item. This step can be e:i.."tremely 
dangerous. Rival churches of the priest's deity 
:will almost certainly wntest the priest's right to 
"J.i6ssess .. the item, and enemy faiths may t.ry to 

, ,teal Qr destroy the object. 
Once the declaration of the item has been 

accomplished. the priest may attempt the spe11. 
.He immediately pays t O RP and 10 GB to prepare 
the item and his temple for the ca~ng of the spell 
(this may include paying extra guards or installing 
other security measures). He also declares a pur­
pose for the item~ statement that. sums up the 
priest's view of the relic'$ significance to his faith. 

. 1:1.Us purpo5e inch1des the powers(~ below).that 
the priest hopes to imbue info ihe relic, and must 
wn:espood to the g~oer.al character of the deity. 

The player then dis<usses with the OM what 
sort of power(.s) he would like the item to gain. 
Most pow~rs oan be divided into the categories 
that follow. 

• Les5er Power: Abt- through 3rd-level speJI Of 
a +l weapon bonus. Cost; 1RPand1 GB per 
bonus or spell level. Available from all deities. 

+ Intennediate Power. A 4th-level spell or 
a +2 weapon boou$. Cost: 8 RP an<! 4 GB 
eac:h. Available only from intermediate or 
greate.r deities. 

• Greater Power: A 5th-level spell o.r 
a +3 ~p()n b<)nus. Cost: 12 RP 

and 6 GB each. Available ortJy 
from~ deities. No more 

than one grea~r po\Wr 
may be place.cl in 

any relic. 

• Special Purpose Power: A power or ability 
available only rn specific circumstances. The 
effect must be approved by the DM. but C<>uld 
be as powerful as a 6th- or 7tb.1ev~l spell. 
Cost: 15 RP and 10 GB. Available from any 
deity, but the power must directly correspond 
with the deity's special interests. Example: 
Ruomil, god of magjc, fights against the 
Shadow World, so a special purpose power for 
his relk. might give the wielder immunity to 
spells cast by Shadow World c.reatmes. A relic 
may have only one special purpose power. 

• Bloodline Power: A power th.sl.t mimics a blood 
ability. The bloodline derivation of the ability 
must correspond to the deity's connection to the 
old gods (Haelynwasthe champion of Anduiras, 
for ex.ample, so a bloocl ah.ility imbued into a 
i;elk of Haelyn would have to be available to 
descendants of Anduitas' bloodline). Cosl: 4 RP 
and 4 GB per strength le.vet (minor, 4 RP & 4 
GB; major, 8 RP & 8 CB; great, 12 RP & l2 
GB); available from any deity. Only one blood­
line power may be imbued in any relic.. 

When a relic is imbued with a power, the wielder 
may use the power once per day (with the ex<::ep· 
t.lon of special purpose powers, which mny be used 
only in circ.umstances defined by the DM). All pow­
ers function al the level of the prie~i who cast.~ con­
secrak nlic unless the OM de~ otherwise. 

A relic may be imbued with a lesser or inter­
mediate power in such a way as to allow the use 
of the same spell several limos per day. The 
prie~t pays for each use -of the .same power. 
Instilling any weapon bonus allows unl.iruited 
use. A relic may not be imbued with two + t 
bol,)uses to yield a +2 bonus. 

A rdk may be imbued with as many powers as 
the pla~·erwishes, but eath power makes th~ 
aa~ting of consccrair: rtlic JDOre expensive aod 
mote difficult. 

After the caster has paid the total RP and GS 
t<>st..'! tQ cast the realm spell (i.ncluding ~JI ~osts 
for the powers he wishes to imbue into the relic), 
he mU&t make a success roll of 10 or greater. The 
tell is modified. by the number and type of pow­
ers he attempts t-0 place in tbe relic. 

Power 
Lesser 
Intermediate 
Greater 
Special Purpose 
Bloodline 

Mlnor 
Major 
Great 

Modifier to Success Roll 
+1/power 
+2/power 

+4 
+6 

+.2 
+3 
+4 



All modifiers to the success number are cumu­
iativ~. The DM may wish to add other modifiers 
if he feels cernriD powers boJ:der on inappropri­
atenes.s, based on the deity. Any powers com­
pletely inappropriate for the relic should be dis­
carded automatically. 

ihe casting pri.est may spend RP or GB to 
modify llis d~e roll { t RP or GB give.s a 1-point 
modifier). An unmodified 1 alway$ fails. 

If the die roll succeeds and the OM approves of 
all the powers, the priest can proceed to the next 
step. If the die roJJ fails, the DM has two options. 
First. he may declare that the 'onm:rate reli~ spell 
sims:>ly failed. The derty simply did not want a relic 
imbued VLrith the powers chosen by the priest to be 
created at that time, The DM's second option ls to 
eliminate powers t;.hosen for the relic until the 
priest would have succeeded his die toll. The OM 
should always start with the most powerful abili­
ties first when eliminating .element,'!. If the OM 
chooses this option~ he tells the p1ayec whic.h 
spell.s were S\lccessfuily imbued i.n_to the relic. 

At this point, the DM adds several character· 
istics to the re1ic to make it complete. 

• Purpose: The priest made a statement o{ pur­
pose for the item before the realm spell was 
cast, but the OM should now clarify or modify 
it, perhaps changing it to correspond more 
with the attitude of the deity and the powers 
imbued in the relic. The OM remiod,s the 
priest that the relic should be used only in ful­
filling this purpose. Misusing the item could 
cause its destruction or loss. 

+Special Purpose: If the priest imbued the 
item with a speci,al pu.rpose power, the item 
must have a special purpose-a stated goal 
that the granted power should assist l.n achlev­
ing. The DM clarifies th.is purposei in effect, 
the dejty ~suggestll" that the priest use the relic 
to folfiU this special purpose whenever possi­
ble. Only by pursuing the special purpose can 
the special purpose power be accessed; not f ul­
filling the reUc's purpose could cause the relat­
ed power to be lost or desu:oyed. 

+ Curse: The relic should have one or more curs­
es associ.ated with its use. The curses might 
take effec.t when the wielder uses a power, 
touches the item, or ignores the special pur~ 
posei when persons oot of the deity's religion 
touch or attempt to we the item; or \'\•hen a, 
member of a named enemy grQup (e.g., priests 
of Belinik) touches the item. Curses should be 
the deity's way of .steering the wielder toward 
(or away from) a particular set of actions a;rd 
compensating for the power of the relic. 
Curses directed toward enemies are merely for 
the relic's safekeeping,) 

Curses should be directly proportional in 
strength tQ the powers associated with the relic. 
though more or fewer curses may exist than 
powers. The curses should be structured in such 
a way that c~ful. reverent use and care of ih.e 
relic w<>n't invoke them often. Evil deities tend 
to place harsher curses in relics because they 
often believe in winnowing the weak (or weak­
minded) from among their followers. 

• Nonworsbiper Curse: When a nonwo:rshiper 
touches the relic or tries to wield it, a curse 
may activate. The nonwol'Sltiper curse should 
be tied to the temperament and abilities of the 
deity (a relic of Ruomil, fur example, might 
cause nonworshipers to lose all wi.z.ard spell· 
casting ability while io. the vicinity of the item). 
A nonworshipcr curse is not required in a i:elic. 
(but often is included, especially by more jeal· 
ous or militant deities) and need not tie into 
the powers of the item. 

+ ~e11ui.rement: A relic may have a specific 
requfrement that will stave off the effects Qf a 
cruse, activate some or .all of its abilities1 or 
simply allow it to continue ~ exi'it. This 
requirement should be connected with the 
item's special purpose and abilities. The more 
pQwerful the relic, the more powerful the 
requirement might be (though not an items 
must have such requirements), 

RequiTements could be easy to fulfill and 
direct (e.g. , the relic:. cannot he used by any­
one without a specific bloodline or it amse5' 
2d8 points of damage when a power is used) 
or could be directed at 1'ole-pla.y.ing (the relic 
'lll'ill f unetion reliably only if the item ii; kept on 
display in the deity's temple for a total of three 
months out of every six). A relic may have ~ev­
eral requirements tied to diffei:en.t aspec.ts of 
its abilities . Again, requirements should 
somehow reflect the nature of the relic's 
patron deity. 

As stated earlier, this realm speJJ contains 
incredible power. Th~ OM should carefully 
contTol PC use of it, and should make 
certain that any relics created remain 
under his control. As a general rule, nq 
dejty will allow a priest to cut this 
spell more than once in his lifetime 
unless he has undergone. the 
mo~ i:nc.redibJe ordeals for the 
good of the £.aith. 
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M ilgic is nmtr in Cc::iilia than in other 
worlds, but blood 3 bilities and realm 
magi~ make C~rilia's spellcasters 

some of the most powerful and mysterious to he 
found in any campaign setting. With the arrival 
of the ancient human tribe$ about two thousand 
years ago. priestJymagic derived directly from 
the ,gods began .to ma.kc i:tS~II felt In Ceri!i~ on a 
large scale. While both dwarves llJld gobliriS had 
access to priestly m<Jgic long before the. humans 
fled from Aduria~ ncfilie.c ra.e.e was inclined to 
mar!Jl:).al magica,1 resources in the way thilt the 
hum.ans. do. Ovel" thir> grand sw¢ep Qf history, 
hundreds .of p.ric~ts 
have rcai:;hcd the 
level of power (or 
sanctity) necel!sazy 
to enchant objects 

With this in mind, a. few of Cerilia's more 
famous· magical items created l>y or for prfoi.t.s 
are presented h.ere. Unless. ot.li~rwise noted, 
assume that each is a unique ite1n. 

Note: Letters in parentheses follQwing each 
item name designate diara~ter d~$i.es ahle to 
u-se the i~m. 

Aliel"en's Orb (P): A dull, t,ranslu~ent,blue 
stone .. AJu11<ni$ orl,- ~ll~e~rs to be a raw, unpol­
ishc:d ge111stone of mod~ratc v.al\le, Jt i~ r(),_u~hly 
~ice the !jiu 6f a man's fist' l'he orb is 2kdled l:?Y /.' 
~illl'er hand, which is suppo1·ted hv four $hott. 

ornately decorated leg5. When its 
powers are at work, Alic1en's orb 
be~s to shine with an inner 
light that becomes blindingly 
bright a.nd be.autiful. 

with magical ~wer. • l 
Most Cerihan 

=~~~1J~vi~!s~~o ffiUVIC<l 
one on the continent • ' -

No one knows how the orb was 
made or even what material it is; 

the: first mention of it in historiwal 
sources occ\ars in an account~£ 

Empel'or R.cdacn·~ enlour,1ge;, 
about three hundred years after 

Deismaar. One of Rcda~n ',c; dQ&· 
est advisers was the high priestess 

~10::;:~1~:1:!!~ent 1+ems ond 
or nng.s of protection J.'1 

(thus, oot every Aliercn. for wltom the orh was 
named. Alleren was the archprel.atc of the lmper­
ial 1cmplc of HaeJfn (in tht>~e d~ys, the temple 
had not yet fragmented) and she frcqueot.ly used 
the orb's power:l> to bolster I.he realm magic she 
wielded at the emperor's cammand. It is thought 
that the orb may have. be.c.1n an Adurisrn artifact 
dating back to the. yoat".!l before the flight ft-om 
Shadpw, hut this j.s impossible to ascertain. 

adventuring party 1 • 
will be loaded with r"e 1r ,c._ 
pro~cUvc ilcms and .J.. ''\i.:...A:J 
magical weapons). 
Situations might 
arise in which a mage or prle~t has created three 
or four items with the same powers. but Ulcse will 
be rare. Also, it is unlikely that any spellcast.er has 
ever tried to copy another magj.caJ item (especi~lly· 
the most. unusual ones). In other word->, only four 
OJ'. five rings of protection +2 might exist in all of 
Ccrilia, each crcat.ed by t he same individual for 
some specific purpose, or each "Created by a differ­
ent s~lle.aster for her own personal use: likewise, 
probably only a single watid of 1vonder exists on 
the continent. 

\Vhile t.he properties of any particutar item 
may doscl)t mirror the sta.ndflrd it~m descrip­
tions fou1\d in the DU.'IGEON MA-'rl~ Guide 

and the ENCYCLQPEDJ..\ MAG'lCA n.1. unusual 
perk! or side effects are fa.ltly common. 

For ciample. the OM ma}' dec.ide that all 
five rings of protection +2 in cJdstence 

were. crafted by a dwarveo smith nine 
hu11dred yea-i;:s ago as, a gift to the 

five nephews of the dwarf king of 
Baruk-Azhik. ln addition to 

tJH~ir normal protective 
enchanlment., t!_\~_,.~~gs 

maya~t_ingfi ·~ 
' ~hen9"-'l orotp 

~'1eu .. 

Alicrcn and her succes,fors wielded t'hc orb 
for several centuries, hut in the year 696 HC. 
the archprclato Bald·wyn and his entourage of 
knights templar were ambushed by a band of 
fhoim~iircn immewhere in the roe ky fastness of 
the Giantdown1> while traveling on some myste­
rious ertand. Th~ party was decimated, and only 
a t>air of squires escaped 'lo telJ the tale. For 
hondrcds of years the orb remained i_n the 
Giantdowns ~ part of Qne lhoimoircn hoard or 
another, unttl an adventurer name<I Hans Sturt­
wig recovered it from the lair of a goblin lord 
and brou:ght it back to Oauren in 945 IIC. A 
sage of the king1s court identified the mysterious 
orbi and i't was given to the Countof \.Vierech in 
949 HC as p<lrt of a dowry. It re mained in the 
hands of the \,\'ierechan n"Obility until lt was lost 
in the i.-ack of A<lk:rshurg 40 years ago. ft.,<; cur­
rent whereabouts a.re unknown. 

Allert!n '..f oth has several powers , but by for 
its most impressive is the ability to focus 
priestly _.realm magic. Any priei.t who casts a 
realm spell with. lhe aid of ihe orb I$ treated a.c; 
1( )le were four levels higher. Jn addili()o, the 
ca'Sting priest need pay only half the normal 
res.ency co1>ts required for the spell. rhe orb 



servei> as~ portable focus. allowing a priest 
regent to cast realm m~c from any holding in 
his domain regardless of lhc holding level or 
the level required for the spelL ·rhis enhance­
m eot of realm magic ma)~ be employed once 
per d9main Lum. 

Alie~ns orb can also be commanded to show 
distant S'tenes once. per week, a£ting as a normal 
C"f)'Stal ball. Fi:nally, the:: orb can be commaflded 
tO she.d l;l magical radia_nce in a 30-foot udius ror 
up to o.ne hour per d~y. Within thi.'l radian~e. no 
illusio.ru can exis~ invisibility is dispelled, and 
~ttempt.q to secy. eavesdrop, or otherwise magi­
cally perceive wha.t l4t hap1;1e.ning within the radi­
ance automatically fail, This function I..; useful for 
holding $Cture c.onyersatlons or conferences. 

Sio~e Alieren~i> ti:Ine_, several other orbs with 
similar properties have ~en unearthed in vari­
ous places. It is not known whether the arch· 
prelate. crafted several of these devices or it oth­
el"S have .since attempted to duplicate her feat. 
XP Value: 4,000 GP Value: 7,500 

Ma.ce +3, Bitte'rfrost {W1P): The infamom Bit~ 
terfrost is an enchanted footman·s mace about 
three feet in length bearing a spherical spiked 
head of foad and iron. It was forged almost 350 
ye~rs agQ hy a powerful Ro-yninan priestess of 
Kricsh.a named Ata .. 1hya, Legends tell that Atai;h­
ya left Vosgaard and joutneyed far to the north 
acro.ss the frozen seas, wandering the unending 
ice at the roof of the world for several years, and 
that Bitti:rfwst was in her p(n1se.orsion when she 
returned. The weapon has hncn associated with 
set\'ants o( Kriesha evei" since. and hllq been 
passed down through the priests of Rovnin­
odensk since Ai.asbya;ci death, Jn the \T()s lan­
guage, the W~'lpon is call~d luriyc'fomyzin. 

Bitterfrost is a f ootma11 's mace + J, but in the 
hands of a foj\ower of Kciesha, it acts as a mace 
+3 (rose brand, +6 vs. fire~usiftg c:rea&ures. lt shares 
all properties of the frost brand sword, including 
fire resistanc-e ilnd fir.e ex-tingui.shing. ln the h(lods 
of a priest of Krici.ha, Bitterfrost i:s.in he ordered 
to transform into a weapon of Lruc ice once per 
day. In this fo1·m, it radi'a.tos such intense cold 
lhat any c1,e:iture whhi.n 10 feet (including the 
wielder) ~u!fors ld6 cold damage each round. 
Any creature struck by the true kt! weapon must 
save versus spell or be frozen on the spot, suffer­
ing double damage and remaining paraly..c.ed for 
ld6 rounds. 

Bitterfro.n can remain in lee form for only 5 
rounds ( 10 rounds if the air temperature Is below 
freezing). Some cliaracters are he,;itant to invoke 
this p<>w~r. knowing thal they and their allies will 
suffer cold damage, but oiher priests view the 
cold and suffering as the price to pay for Krie­
sh.a's favor. 

Bitterfrost i.s a chaotic e\il weapon with lntelll­
gcnce 12: it communicates through semi-empa-

thy. Il resenu those who are not of Vo~ descent 
o~ dedicated lo Kriesha in one of her forms 
(Karesha in Rjun1c. lands or Kriestal in Brechtiir). 
A non· Vo~. nonworshiper who attempt:. Lo wield 
the weapon suffers 2d6 points of cold damflge. 
XP Value: l ,500 GP Value: 1, 750 

Bullet of Piercing~ These enchanted sHog bul­
lets are usable by any character who can employ 
a sling. The wielder place~ lhe bullet in the sling 
and hurls it normally. Once the bullet leaves the 
sling, its magicnl propcrtieb make themselves 
apparent. Tb'c bullet ~an reach .any target to a 
ran.ge of 200 yacdb. tre~ti,ng all $hots ab: .short 
range, and can turn comers, dodg¢ tree$, or fol. 
low a moving target. It strikes ""ith a +6 be.nus to 
attack rolls and damage, inflicting ld4+ 7 pojnts 
of damage to size Sor M targets, or Id6+7 
poinb. to L creatures. 

Bullets of p_for4ing are fairly scarce; made only 
by a few h~lfling and Breehl prie$ts: typically, 
2d4 are found at <me time, 
XP Value: 250 GP Value: 500 

C halice of Iij:ghteousness (P): First crafted by a 
pricswss of Sera ahout 50() years ago, Lhe chalict 
of righteousness i.-. a heavy, QTnate gohlet suitable 
fur religious ceremonies. lt can hold neatly a gal­
lon of liquid (comnH>fily " 1ater or wine}. Its 
cuchautment is such th.al the beverage placed 
wi'thin will not. ruo out until all p~rsons ptC!Sc.nt 
~vc had " sip. 

The chali-ce was used extensively in MCldun 
and BcThagen by various prielt1: factfons for over 
200 years until it was lost with a Brecht merce­
nary· company in a campaign near Rohrmarch, 
The chalice briefly resurfaced in Coerany.s about 
75 years ago lo the h~nds of tl1e fiery p~est 
Tiersed1 of the Life and Protection of Avanalae~ 
but it was stolen froxn Tiersed 's- chambers by 
unknown thie\'es. li is rumored that the chalice 
now lies in the HarrQwmarsh. Lhe thieves who 
took it having fallen victim to the Hydra. 

The cbafi.c~ Qf righteousness is merdy a cel'­
emoni~I piece unless it is used before a hat­
tie. Any person who drinks from it w.hilc 
laking part in a prayer for success in the 
day's hattle gains unu~uctJ strength, 
vig()r, and rC$il.tance to inju.ry. On an 
individual basis, a character gains a 
+2 boous to attacks, damage, and 
&11ving throv.is for the duration of 
the fight. and is entitled to a 
saving throw versm. death 
mi\gk to completely 
nega LC the fi-f6t 
wound (and onl)I 
the tir:.1: 



wound) he .sustains in the following bat11e. 
[f the ch~ice-ls administered to.an entite com· 

pany or unit (including a War Ca·rd unit), tbe 
unit gains a +1 bonus to its attack, defensei and 
resistan¢e or save tatin~s, and disregards the 
first hit it sustains in the battle. 

Although the chalice was crafted hy a priest of 
Se.ca, it i~ reported t-o wo-rk for priel)ts of any 
~ower recognized in Brechtur. including Cnirae­
een!'Nesirle, Avani, Eloel~ Kriestta, and :Setini.k. 
Regardless of I.he number of warriors wh<> drink 
ttol'l'). the chalice, the pre-battle serntc requires 
.at lea.st half an hour. The effects of the chalice 
linger for the duration of the battle or unt.1124 
hours pass. 

The PM may rule that PCs and ~PCs who 
are not followers of the deity of the priest admin­
istering the chalice have a percentage chance of 
receiving no benefit from the chalice. In the case 
of armies or wa.t catd ~nits, this is rare; such 
groups ordinarily have tnough member! Who fol­
low the priest's religion that the effect tabsJwld. 
111 the case of ~Cs. and'NPCs. the DM may 
apply as mu.ch as ~ 75% chance that the effect 
does J).Ot1;a:kc hotd. i'his may depend on the 
strength of a character•s faith in_ his ()wn deity. 
and how do$e the individual's deity l.s to the 
deify of the priest presiding over the ceremony. 
In the cafe of a follower of Cui.raccen who par­
tjcipaie5 in a ceremony performed by a prie~i of 
Haelyn., for example~ the OM might apply no 
penalt¥ or only a 5% to 1096 ~na,lty~ In the case 
of a devout follower of Belinik in a ceremony 
performed by a priest of Erik, the percentage 
chance might b1;: ~s high a.." 75%. 
Som~ s'thola.rs speculate that the chalice may 

have. other uses or properties that have simply 
never been di~ered. Naturally, it is impossible 
to .iuhstantiate these daims as long as the chalice 
of righteousness 1'emains lost 
'XP Value: I.500 GP Value: 5,000 

Coullan1'wnt One of only a dozen C>r so tigb­
mafvril weapons In existence, the dagger 
Coullannwn \Shadow of Deathw in elvish) 
was lorge4 over ~o tho~and years ago by 

the matchless smith Chmgwrmwd. In form, 
the weapon is a parryip,g dagger with a 

b;iJket hilt and a sturdv blade about. 15 
i~ches in length. Supp~sedly, it ls a 
partner to a basket-hilted tigbmaevril 

5Wotd, but no legends, rumors. or 
facts exist with regard to this se~­

ond weapon. 
Ghoigwnnwd ga\le Coul.­

kznmPn to the elf king 
Rhuobhan, the 

ancient ruler of 
lnnish.iere. 

Su centuries ago~ when Rhuobhan fell in battle 
fighting raiders from what is now Molochev, h.is 
killers looted his body and stole tbe weapon. It 
became one of the heirlooms of the Doshevski 
Clan. but Coulla11nwn fell into the Wmds ef gof>, 
lins after M<>locluiv fought off goblin hordes 135 
years ago. The dagget was seacd by one goblin 
lord after aoQther until, finally. the gobliO king 
1<4ll-Zada of Kal-Kalatbor murdered it.s: owoe.r 
and claimed the weapon,. Presuqiably, Coullan­
nwn is. $till a prized pos..<1~1>sion of the kings of 
Kal·K~athor. although the daggel' has not been 
seen by reliabfe witnesses Ioi: many years . 

Coull~nnwn is a dagger of defense +3 in addi· 
Uon to its iigbmaevril propertieti . Like the de­
fendtr swords, its wielder tntlY choose from rotind 
to round wbe.ther its magi_c~l bonus wj1f be 
applied for attack or fqr defense. lf the wielder 
uses the weapon in his off-h.an.d solely for de­
f eose, s~ping bis opportunity for a second 
attack, CoulLannwn grants a +4 bonu~ to the 
hcarer'ii ArmQr Class versus attack$ from that 
side or the front. The goblin lords oi Kal·K'.alathor 
lack ap[>reciation for rapier-and-main gauche 
fighting styles, and instead us<: the dagger as all 
instru(ncnt of snrpdse attack or ritual murde.r 
when the.ywlsh to claim a rival's bloodline. 

In addition to its pow.crs .as a weapon, Coul­
lann1'vn can indicate the general dirt::ction to any 
dtagon named by the wielder, but this power 
functions only once per week (and 1s of question .. 
.able value to many of its ownet$, In any eyeni;). 
lhe owner musl ~ctually know the name of the 
dragon he seel<s in O(der to use thU ability. but it 
fllJ\ctions with no limit to range. 
~ Value: 1,000 GP Value~ 10,000+ 

llaelyn 's Rampart (Relic; W,P): Perhaps the 
sing1e holiest artifac;t known in Cerilia, Ilaelyn's. 
Rampart is the actual shield ~.rried by Haelyn at 
Dci.sma.ar, when he wa.$ stilt a mortal. In form1 it 
is a round war.board of nond~cript appearal)l:e, 
made of layered wood and leatber with a bat .. 
tered iron rim and oos.s. ll ~ recognizable as the 
shield of an Andu warrior, and its faded surface 
is still painted with Haelyn's personal emblem, a 
golden eagle. Haelyn 1oi.-t his shield during the 
fray, fighting Belinik himself as the champio"s 
stood by their gods at the climactic moment of 
the battle, When Anduira$ and the Qther gods 
perished, Haclyn ascended to take his pLice, and 
the rampart was left on the field. 

In the confused aftermath of the battle 1 a 
minor danlord named Toer, of the following of 
House Boru, rec:ogni-ied Haely.n's device and 
took th~ shield with him. For years, Toer re­
prded it as a souvenir and litUe m<>t'e. until Hae­
lyn's new status as th.c successor to Anduitas 
became dear. Toer chose to keep the shield a 
secret, passing it from father to son for centuries. 
Finally; the fourteeni.h l':lcion of Toer's Hne , a 



knight namcd'valdren, fell in love "";th Princess 
Teriesa. th~ only child of Lord Boeruine {as tbe 
l.eader ol the Boru was now Qlled). Although 
Teciei1a returned Valdren's love, House T~rwas 
only a mlnor va.snl of the B()eruioes, and the 
agi:ng archduke dl$approved of the match. In a 
p.assionate f etvor, Valdren demanded that the 
duke should place .. task befoJ,"e him t'o prove bis 
w.orth-and the atchduke told Valdren that he 
.could marry Tene.'>a aftct he had slai~ the dr.Jgon 
Ulfuzld .. who laired ·in the sea caves of Boeru­
ine's rocky coast. 

Valdrcn knew he stood no chance again.st a 
dragon, but he had sworn he would attempt. any~ 
thing.the ar~hduke s~~ bHot~ him. ln despera­
tion, he took Hael>rn's Rampart from t he place 
where it had lain hidden for hundreds of years. 
then rode to the great [mperial Temple in Seas~ 
edge t() pr-ayfor Haelyn's favor. According Lo leg­
end, liaelyn himself appeared and blessed Val­
dren with •wisdom, str!ngth, and couri'!g~ to per­
form. the task set for him. 

For mon'ths Valdren sought the hidden en­
trance to the wyrm's lair. When he finally fonnd 
it. Haelyn's R:amparr. preserved his life against the 
dragon's venomous breath until he could get 
close enough to kill the wyrm with his sword. 
Valdren returned to Seaharrow with the wyrm'~ 
heacl and claimed hi~ bride, becoming heir to the 
throne of Boeruine. To th.ls day; the blood of Val­
dr:en o{ House TQer runs ill the veins of the 
Boeruioe.$. 

Attei: this mighty feat1 the Rampctrt eould no 
longer teroain hidden. and it was hailed as a true 
relic of the holie1>t natur~. Fot centuries, it was 
kept in a place of honor in the great temple of 
Seasedg.e, hut in the stt'ife following the collapse 
of the Empire. f14ely>r.s~mpart was st:olen by aa 
.ii.gent of the Avans and brought to Anuire. A 
muddled intrigue en~ued, in which the Avans 
claimed that the shield demonstrated their right 
to succeed to the Iron Throne. ln a spectaclllar 
display of righwous ariger, the shield lite.rally 
vaporized the Avan heir as he tl'ied to press his 
daim in the hall of the lton Throne. It then van~ 
\shed i.n a fl.a.sh of ~Iden light. 

In the yea rs since, llaelyn 's Rampart ha$ 
apparantly whi~ked itself from place to place 
across Cetilia. U h~.s appeared hidden undeJ' a 
pile of straw in it peasant's barn, han~g in a fur~ 
gotten ch:;amber of ti lord's castle, and waiting in 
the silence of a warrior's barrow. Its finders are, 
without exception, virtuous people in need of 
aM, and nearly a.ll have become cbampions of 
some kind a~inst tyranny and injustice. Al"-1,l}'S• 
when it~ work is done, the Rampart vanishes, 
Sages specufate that the rell~ has awak~ed to 
some form of sentience, and that it seeks out 
places where it can be used to defend the ri&):tt.­
eous against the forces of -evil. Thi:. .shield of 
legend is reputed t.o carry a number of powers. 

Specµlation exists .that the shield can function 
differently dcpendi)lg on the needs of its. current 
owner. 

• 1iat4yn'$ Rampart functions as a sbiela +3. 
Ma~cal attack!>, energy; ud breath weapons 
aimed at ihe wielder (assuming that the Wier 
can position the .Ram.Part effectively} have .a 
75% cban~ of being blocked or d~fle.ctcd, 

• As long a~ the wielder is true to his purpose 
'3Jld steadfast -in f..aith) no mind-a!f ecting or 
emotion-affcctmg mattic can sway him from 
his ta$k. 

• The wielder regtneratts 3 hit points per round. 

+ Three times per day, the wielder eao dispel 
mqgk oc dispel illusiott hy b-tinging the t'ampart 
in contact with the effect. 

+ Once per week, the wield.cl' may~ for up to 6 
ful1 turns or ctcaU: a wall of force as a 16th~ 
level wi :z;a rd. 

+ Once per three months, the Use!" of the shield 
may utter a ~.-pecial invocation to Haelyn that 
temporan1y raises him four experience levels 
for a period of one day (24 hrs.). with all nor­
mal benefits and powers of the higher lov~I. 

As great u these p.ower$ a.re, Haelyni Ram-
part is a relic:. and no relic exists that dc;>es not 
exact 1l price from its owner. F.ach time it is used 
in batlle, there is a 5% cumulative chance that 
the shield's owner is permanently tonverted to a 
lawful good alignment and soon begins a crusade 
to defeat evil everywhere. rhe·character shows 
neilher toleraoce nor l'atjen~ in his enthusiasm 
to hring j ustice to all. This obsession reduces his 
Charisma by 4 points since he is inclined to be 
blUn.t and ltostile to anyone he perceives as 
'emotely unjust; this leads- him to intervene in 
any situation or take on the most powerful of 
foes without reservation. 

F'ortunatcly, Hael)'n's Rampart is likely to 
seek a new underdog to serve once a rnas­
ter has defeated one to three major ene­
mies and Tighted what wrongs he may. 
At~ome point, the user always awak-
ens to find his crusading fervor 
diminished and the shield gone. 



Should it become nece~sary t<> destroy the 
i;hield , it is rumored that if the shield we:(~ cli\­
po.scd directly to the devastation of Deismaar a 
second time. it would be ·obliterated. Other leg­
ends ~uggest that Haelyn's Rampart might he 
broken by the faith of a rruJrtyr, although ~he 
meaning of th.is is unclear t.o say the least. 
XP Value: None GP Value: Priceless 

Mqrada's Censer (P): This dc"icc is an 9Clagu­
nal brass censer witb perforated shutters, hang­
ing from .fl short chain of brass links. It. appears 
to b e a fairly typical exampfo of ccremoniaJ 
censers, bot. when any common incense is placed 
inside aod burned, a priest U'Jay sp<.:ak a brief 
prayer to achieve one of several magical effects. 
The -00nscT functions o nly once per day. One 
stick of incense lasts about half an hour, and its 
smoky scent affects an area 20 feet in diameter. 
Murada ~ ctAAW can create the following effects: 

Purification: "-11th thi.$ prayer, the priest may 
cu1'e dL'lea.~e in any creature inhaling I.he censer's 
smoke. Diliea~e·ca[C)ing ve1·mln of I hit point or 
less (s u~h as \.\.'Otms or lice) expose d to the 
incense evaporate in a puff of aromatfc smoke; 
verminO\lS creatures of more than 1 hp are 
repelled and cannot enter the purified area for at 
least one full month. 

J>adfkatio11: This prayer brings a ca.lming 
effect t<1 creatures within the censer's range. Any 
creatur,e in the are.a of effect eng-ag'ed in a hostile 
encounter (or even a forceCuJ argument) must 
make a saving throw versus spell or be pacified 
for ld4 turns. Pacified creatures defend them­
selves if al tacked, but do not return blows or 
spells, and may flee or sunondcr (DM's option) 
if necessary to avoid conflict. 

Somnolemc: Any creature other than the priest 
entering the 4Jrea of effect while this prayer is 
ac.tive must make a saving throw versus spell 01· 
immediately (all into a magical slumber lasting 
ld4+2 turi1s. lo. all respects, this resc:m.blcs the 
slumber brought about by a sleep spell. 

JJUminescence: When this prayer is spoken, 
the incense inside the censer sheds a ·warm, 

yellow light, acting like 11 cmi#tt1-1al light spell 
that cannot. be dJ.spclJ4?<l l;>y magic short of 

a wish or unholy word. The priest may 
open or dose the shl.fttei'ed sides to cre­

ate a sin~ beam oflight 10 feet wide, 
or may ilJuminate au directions 

equally. The aroma of tb~S'um.i.o.g 
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incense functioDlt as a pro~t:tfo11 
from evil, 1 ()' radius. 

Murada was a Khinasi pr'ie~L of Ha1a1a {Hae­
lyn) who lived in Oja!ra nbout three centuries 
ago. Several censers of thb type arc known to 
exist in K:hinasi land!,, but since Murada was the 
most famous p.ricsL lo own such a device, they 
are known by bis name. 
XP Value: 1.000 GP Value: 2,500 

R.od of Will (P): The rod of will is a formidable 
device that greatly enhances its wield~r's resi.'1-
taru:e to all furms of mental infh1ence, m"gical or 
psronic. For purposes of resisting mental attack, 
the user's effective Wisdom scare is. equal to his 
actual Wisdom pl\!$ hi$ level, For example, a 7th­
level priest. with a Wisdom scare of 16 Js treated 
as 1f he had Wisdom 23. thereby conferring 
immunity to a number of spells. Ag~inst tele­
pathic or psionic effects that do not normally 
permit a saving throw, the wielder of the rod may 
expend a charge to gain a sitving thTQwversu& 
s.Plill against the effect. 

Io addition to these defensive powecs, the 
wielder o( the rod of will <an issue l'I de~1'ee by 
expending two charges. The decree is !limilar to a 
command spelt, but it can affect a number o.f crea~ 
lures whoso tot.al Hit. Diec or le,,•ds are ~I to or 
less than double the priest's level. A 7th-level 
pdest, therefore, can a.Cfoct creatures tQfulling l4 
levels or Hit D~ce. All suhjects must be Within 60 
feet of the priest, and nearer c(Caturcs arc affected 
before di~tant ones. If the priest wishes to affect 
certain crca.turcs and not. others, he must dearlr. 
address them. Thus. a statement such ab, ''All of 
you goblins-depart nowl" is more selectiveihan, 
"Everybody run away?" 

Unlike command, the priest may is~-ue a short 
phrase of a do~en words or less, and can make 
hh will known despite language baniers. Sub­
jects receive no :sa\ing throw urllcss they are ofo 
or more Hit Dice/levels or pQsses~ an J ntern­
gence score of 13 or better. 

The rod c>f will cardes 8d6+8 charges when 
found and may not be recharged. It is SUSl'Cetc~d 
tl1i<1i only one such rod cxi.su in Ceri1ia. being a 
piece of plunder collected by Bre¢hi pirate~ in a 
raid a long the far shores ol the .f\1.ierc Rhuan:n. 
Currcnlly, the rod is rumored to rest in the Vam­
pire's dcirk castle. 
XP Value: 3 ,000 GP Value: 6~500 

Spe41l' of '!tacking (WtP): The ifutintti~ weapon 
of E:rik's-druids in RJurik land$, a speat of lra~in& 
is a heavy~ runc~carved weapon of weathe1".1td · 
oak. The spear confers a bonus ($ce below) -U. ~ 
proficit:mt. tracker's chance tQ foHow a spoor; it 
confers a normal Tracking roll (Wisdooi-6~ of; 
Wisdom for ranger!I) to a ~haracter who does n"t 
have the Tracking pioficienq. 

The wielder also receive$ a ... 2 1).onus to ~l,ll'­
pn.$e checks in wilderness situations as lo-ng 31; 

lhe spear i~ in hi.'i grasp, making itvery unlikely 



that he can be ambushed in the wild. Some 
spear$ of tracking feature a. command word that 
transforms the weapon into a magical quarter­
staff of equal enchantment, The enchantme11t Qf 
a spear of tra~king is determined.by rolflng below: 

1020 Enchantinellt XPvalue GP value 
1:..1 +l 500 2,000 
8-13 +2 t.ooo 21soo 

14-16 +3 1.500 3,000 
17 ... ststaff +3 1.500 3.500 
18-19 +4 2.000 4,000 
20 +4/staff +4 2,000 5,-000 

~pteh'S <Jf tracking are created for special pur­
poses by Erik ts prieSts. They aTe rarely encoun­
tered <>ulSide of Rjurik lands. 
XP Value! 500+ GP Value: 2,000+ 

Standatd of Te'rror (W.P): The standard of terror 
is a.n enchanted banner or emblem suitable for 
nse as a ha~tle{ield signal or ~m.maad Oag. 
When it is unfurled in battle and rai11ed high1 all 
enemies who look upon it recoil in t.crrof". In a 
War Card battle, all eoemv units in the same 
square ai. the standard hearer or any adjacent 
e-quare must immediately make a morale check 
Using the War Card morale system, a$ if they had 
been routed or terrifled by a spelt. lJnit.s that fail 
the cbeck rou't normally, while units that. pass the. 
check stand their grQund and resist the stan­
dard's power. 

ln a slcii:mish or noi:mal melee, unfurling the 
.standa~d of terror causes all enemies within 60 
foct to immediately make a morale check (see 
Tables 49 and 50 Lo the DMC} o.r abandon the 
comb~t. Those who succeed ar~ st.ill teptllcd by 
the .standard and mm~t attempt a saving throw 
versus spell in order to force themselves to 
a·pproach within 20 feet of the hearer. Whether 
in battle or skirmish, the standard of terror may 
be employed only once per day. 
XP Value: 1,500 GP Value: 5,000 

The Viper's Eye (Relic; P, Wz): The Viper's Eye 
is a large, round yellow topaz streaked with a 
dark line in its heart. lt. resembles the slitted eye 
of a serpent and radiates an aura of cold watch­
fulness, The last time it was seen, it was mounted 
in ~ irort b~d as a crude Vos¥style crown, but 
the band is nothing SSiOrc than decoration. It is 
an evil"relic. Qf great power, 11ow lost somewhere 
i.n the Shadow World. 

The g.emstone"s history, prcdales mankind's 
arrival in Ccrilia. ln ancient Aduri:a. Azrai was 
not al'!VaY$' the incamatirxt of terrqr and darkn~S$ 
that he later became; he was onc-e<a deity of 
~ -.dlmowledge-. but a deity whose hunger 
for power warp&d his Very natur~. In his desire 
for W01'$hip. ~j sou~t to seduce the people of 
Voryn.n-the Vns-from thejrqwn god, He walked 

among them in the form of :in ancient wise man, 
cor-rul>ting them under the guise of teaching. 
Although Azrai was subtle and did not show hie; 
power (in order to elude Vorynn's notice), he 
needed apprentice~. followers , and leaders who 
would continue to spread his poison e·ven when 
he WM not there himself. 

For this reason, Azrai directed one of the Vos 
1>hamans in t he creation of the Viper~ By~. a so­
cartecl "gift" of wisdom and vision for the high 
chieftain. The yellow gemstone .rested in the ball 
of the Vos kings for centuries, strengthening 
their dependency on their adopted goa as they 
turn.ed away I.tom Vocynn. The VipeT~ &ye served 
ib purpose well. [t became an heirloom of the 
Vos kings and an emblem of Az.rai's favor that 
conferred great power on those chieftains who 
we.re willing to use it in t he dark god's name. 

Eventually, Azraj caused the jCm to fall into 
the hands of a pl'oud. young chieftain caJled Atar. 
'\'ith its power1 J\74ai begao .one of the most sin­
ister of h.u. '""orks before the War of Shadow: the 
perversion of humans to the powar of sorcery. 
Atar wa.s the first of Azrai's unnatural creatures. 
the discipl~ the evil god 
who were la~r k:now11 as the Lost. Azrai laught 
them to wield the powers of night and dacknes.~. 
knowing that elven m_agics were unsuitable for 
hum.ans. Ata.t was one ol .A:zrai's chief champions 
throughout the War of Shadow, and his lifespan 
encompassed hundreds of years before ho met 
his end-presumably-at Deism1lar. For most of 
his evil career, he wielded the Viptr'.1 Bye . 

In the aftermath of Dcismaar, the gemstone 
vanished for some time before n1ysteriously 
appearing in the hands of a battling thief fleeing 
frotn the Shadow World about 350 years after 
Oeismaar. The Viper's Eye was seized by gnoH 
raiders who attacked the halfling's village of 
refuge; in turn, Lhe gem was claimed by forces of 
the lost c.ity of lt:bouda, which was theo a ris ing 
empire. 

The Shahs of Irbouda held lhc gem for gen­
erations. where it was known as the "!..ion's 
Eye," although the item was widely believed 
to carry a vicious curse of death and 
destruction. f n fact, after lrbouda fell into 
.ruin, refugees carried it into the nearl>y 
land of Scfra. Scfra fell in 1075 HC_. 
pillaged by a Vos army; the gem.stone 
baveled north to Medeci , but in 
1198 HC~ that realm was ruined 
as well. Ag?in, sumvors-in 
this case, a Mcdecan noble-
woman nan1ed 
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Eteida-carried the geJD.b'tone. to a new land, this 
time the state of Djira. Jn l3-96 HC. the Sul­
tanate of Djira wru1 ~st. down by strife and inva­
sion. By now. any sage familiar with the old 
''Lion's Eye'' of ancient lrbouda regarded the 
gemstone's apPearance as an on:ron of lhe most 
dire and inescapable so.rt. 

Fortunately, no other realm has yet been 
\li'l'eck~ct by-the Vipers E>>c. Someone is known tO 
have fled the nrlns of Djira with- tbe gem, but 
from what histoJ:ians ha'\>"e pieced together, it 
appears that tbe Vipers eye w.as removed to the 
wild stretch of dark forest known as the Dire­
wood. Curren.lly. it is presumed to be io the 
hands of the unnamed power that rules. that sin­
ister place. 

The exact powers of 't~e Viper's Eye are 
unknown. The last person to -actively use its 
might was Atar the Lost, and that was more than 
l,500 yea.rs ago. ln lrbouda1 Sefra, and other 
states, it wa.S treated as a gem of value and either 
}'toarded o.- djsplayed, a~ the C>Wnet wished. 
Sag-es suspect that the gem enhances black wiz­
ardry in some fashion, perhaps by acting as a 
powerful spell storing.device. A wizard ot priest 
whq unlocks its 5ecrets may be able to i;ummon 
or di,smiss exuaplanar creatures, piei-ce or 
negate magic resistance , or possibly use the 
Viper& Ey~ ai> a scrying tool of great puis:saoce. 
Some sages speculate that the wielder may he 
able to exert control over snakes and serpentine 
monsters, too, since Azrai's ancient portfolio 
induded a $trong association with such t.hlngs. 

ln return for its formidable powers, the Vip.eri 
Bye appears to foment .str:ife and catastrophe on 
a kirigdom·wide scale. Even sitting idle iD one 
hoard or another1 it. took the gem only a fow 
dec(!ldes to bring abo\rt the ruin of eve~1:~ing its 
-owner held dear. With deliberate use of its 
power. this pro.cess may be acceJerated drastj­
c~y, and at.her, more personal and unplc;lsant 
:side.effects may make themselves felt. 

Some Kbioasi sages suggest that the gem 
might be destroyed only by dissolving it in the 
Gorgon)s blood or ~ casting- it into the heart of 
thes\.m. 
XP Value: None GP Value: Priceless 
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Standard of Courage (W.P): This banner 
appeaN to be il battel'ed Qld battte flag of nQ par.· 
ticular value until it is unfurled in battle. When 
the staniktrc:I. of courage i$ rafseq high, aJlie~ ()f the 
standard's owner are greatly heartened and 
strengthened, rcdoubli.og their efforts to \Vin the 
day. lo a War Card battle, any frfeodly units in 
the same square as the standard or ln any adja­
cent square cannot fail Morale Checks as long as 
the standard flies, and these units gain .a + 1 
bonus to their attack 1-aililgs. In .a small combat, 
any allied soldiers within 60 yards gain a + 1 
boous to saving throws, attacks, and damage 
rolls, and aotomaticafly pass normal morale 
checks. In addition, soldier.s under the influence 
of the standard of courage gaiu a +4 bonu6 t9 sav· 
ing throws against magical fear and emotion 
attacks such as dragon fear, fear spells, .and a 
symbol <Jf bopele~mess. 

No one bom who fust created magical s.tan• 
<lards of this sorl 1 hut se\leral were famed for 
their use by crack Legions of the old Anukean 
Empire. A handful of 'these old banneTs survive 
to this clay in the halls or armories of various 
Anuitea11 lords. 
XP Value: 1,000 GP Value: ~.500 

Vestments of Defense {P): One of the more 
common rnag)cal items associated with Cerilia's 
priests a.re vestments of defense. These magical 
garments protect the wearer from enemy attack 
ancl may be woyn alone or oVel' the priest's pre­
ferred arm.or. If 'the vestments are wom ln place 
of armo$, they provide the prjest with a base 
Armor Class value similar to bra()ers of defense; if 
the ve$trnents ~re wo:rn over other 11rmor1 they 
instead add their enchantment t.o the priest's 
~nnored AC, working li~e a ring of protecticn. 
Th<? ex.act -value. of the ve~tments is determined 
by rolling on the table below. 

1020 Base AC or XP GP Ve~cnt 
Roll (\C Bonus Va1ue Value Rank 
1-10 AC a.or +1 500 2,000 Ac.Qlyte 

11-15 AC 6or+2 1,250 4j000 Pl'iest 
16-19 AC 4 or+3 2,500 6,000 H1ghPriest 
20 AC2 OT+4 5,000 10-,000 Arc:hprelate 

Thus, a character wearing 'l'e.rt?M11ts of defensti 
AC 61+2 over plate maU (base AC 3) would have 
Armor Class 1. Ifhe wore the_vei.-tments without 
armor, h.isAC \Vould be 6. 

The defensive bonus of the ve$tmeots i5 also 
treated a11 a bonus to the usctls Sa-ving I.brows 
(regardless of whether the vestments are worn 
over armor). 



In addition to their defensive-powers, thewst.. 
ments of defense also have sec.on<la:ry powers 
based upon their ran1', Each gatment -includes 
the powers of all lesser vestments, so the wearer 
of the arcbprelatt'a vtsttnent may gains use of t.he 
acolyte, priest. and high priest powers 1n addi· 
tfon to the arc;hprelate powers. 

Acolyte'.s vestments: By weaking a short prayer, 
the priest may invoke a bias spell once per day. 
centered on the priest. 

Prie.st '.s- vestme.nts: ihe wearer Qf the prii$t's 
vestments may invoke ~sist fire or resist cold at 
will , up to three times per day, in any combina­
tion. Each use of the vestments' power lasts five 
rounds. 

Higb Priest's vestments: With a brief invocation, 
the wearer o! this magical garment gaius the abil­
ity to detect evi'llgood, cktect invisibiltt,,, and detect 
m4gic within a 10-fot>t radius. This power rnay be 
employed once per day with a duration of 1 tum. 

Arcbprelate:, vestments: Once per week, the 
wearer may dispel ma9Jc and dispel e'llil in a 10~ 
foot radius by uttering a holy incantation. 'fhe 
effects are instantaneous. Only one such vest­
ment is known to e~ist: at ooe {>Ointj it was the 
~remon.ial garb of the ,Atchprelate of the Imper­
ial Temple of Ha,elyn, the m,ost powerful faj~ in 
Cerilia at the height of the Empire. The Ar.ch­
pnlate's vemnent:s were lost jn the religiom war11 
that occured when the sect of the fmpregn.able 
Heart split from the unified faith of Haelyn. The 
garment is now thought to be buried in a ruined 
~ep in etlstern Diemed or Medoere. 
XP Value: 500+ GP Value: 3,000+ 

Sta.ff of Holy Wrath (P): Usually made of heavy 
bro.nzewood with sturdy iron heels , I.he staff of 
boty wrath is one of the most potent magical 
items usable by priests. It functioru as a quarter~ 
staff +2 in combat, and has additional effects if 
the wielder ch·ooses to expend one or more 
charges when he strikes an enemy. 'The wielder 
can <:hoose to: 

• ca~e fear (1 charge) 

• stun ( 1 charge) 

+ a1'~lyu {2 charges) 

+ banish an extraplanar or summo11ed creature 
(2 charges) 

• fsrupt a n undead creature (2 charges) 

A stunned opponent mui.1: make a saving throw 
versus death magic.; success means he is knocked 
scns¢less for 1 round1 failure indicates ld4+ l 
rounds. lie is unable to attack or cast spells, and 
may do little more than dive for cover. A para­
Cyzed foe is entitled to a saving throw versus 
rods , staves, and wands: if he succeeds, the 
paralysis lasts ld4 rounds, but if he fails, it lasts 
ld4 turns. 

A banished- extraplana.r or summoned monster 
is instantly returned to the plane or location from 
which it came. An undead monster subject to di.f· 
ruptian gains a special resistance roll equal to 
10% plus 5% per Hit Die. If the undcad creature 
fails this chec.k, it is blasted out of existence 
immediately. A wight (4+3 HD), for example, 
has a 30% chance to av<>id beiAg destroyed by 
the stafrs touch. 

lo ,addition to its (otmidable m elee abilities, 
the $taff of hQly 'ltirath is also capable of the fol­
lowing powers, at a cost of 3 charges each: 

• call lightl'ting 

• ~in of tza~ 
Ca1l li$h,ning summons one bolt, whic.h 

arrives tbl! .round after lhe ttsc;r invokes this 
power, The bolt strikes a designated pqiht withfo 
120 feet and affects a 10-foot. radlus. Cr~Mures 
in this area suffer Sd8 points of damage, but ai;e 
entitled to a saving throw versus spell for hal( 
damage. 

Rain of flame COJ)jwes ld4+ l pillars of fir 1 

each 10 feet taU and 2 feet in diameter. Tbes~ 
roar down from above a.od strlke as directed 
within 60 feet of the wielder. Each pillar inflicts 
2d8+ 1 points of damage to the creature struck) 
with no saving th.t-0w allowed. 

l'he staff of righteous wrath rs nonnally found 
with ld6+19 charges, lt can be recharged by the 
combined efforts of an 18th-level priest .and a 
l6th-levelwiµ1.rd . 
XP Value: 6,000 GP Value: 15,000 

123 





:eeolrn spells hv 
holdin~ level 

T he lisl Lhat follow~ i.:. UTganized by the 
minimum temple level required to t.tst 
(ta<:h .spell. D1.1scripth.lO.S of all realm 

spslls appear in the ;'Spells for-Regents" se<.:tion 
ohllb book. •' 

temple (1) 
Bless Land 
Di$pel Realm Magic 
l'nves~iture 

N ot all spells and magtcal items created 
for AO&O• ~settings are appropri­
.1te for w;-c in a BIR'rH~CHT ~ampa'gn. 

OMs and player,$ need lo take care t.hal spells 
and items horrO\.i.t:d or adapted from other pr-Od.­
ucts and set1fogs are compatibk with the rules 
and fla~br of the BtRTJIRlCHJ. world~ spells wjth 
cff c.rcts that eontradid, imp~fr. or are. <>therwise 
incongruous with life lo CerHiA $bould he ex­
cluded from the same. 

Characters may use any spell from the Pla)•trs 
Ha1uibvok in a BlR1lll.UGHT "mpaf.gn (thought 
the.Y rnignt cnMldcr r~nnming spells such as 

temple(~) 
Bl~ss Holding 
Erik'~ Mighty fore~ 
True Bcltcver 

e Bigb)1s cumchtd fist to £'\pp end1H· ?~~.~;;£~fr~~;~~ 1

~ • uttroduce any magtcal 
item appearing in the 

ful Ii 
D UNGEON 1\1AS'fl:.1(!. 

c;ui~. Use Sts ~el.i.s~sthatfollow 
· identify spells and 

Ward Realm 

temple(3) 
Bless Army 
Bligbt 
Conversion 
Holy War 
Honc::.t Dealings 
Legfon o( Dead 
Maintain Armies 
Population Growth 
Protection from R~lm M~gic 

te1np1e (4) 
Land of Stal>ility (see Tome of Magic; and notes in 

next. sec.ti.on o! this book) 
Magical Tithe 
One True Faith 

temple(s) 
Consecrnte Relic 
Excommunicate 

magical items from tJ10 
Tom.e of Magic that are suitable for use in Cerilia. 
Any spell~ or ilcm~ excluded from these lislS are 
not c~commended for the lltRTIIR!OI tr setting: as 
always, however, players and OMs may atree to 
allow (or disallow) a spell or item t.o !.ttit their 
<m•n campaign. Players a11d DMs can us" this 
list-as well as discussion!'! of Cecilia's celi~ious 
at:t'nosphcrc presented In the rert of 1h.is book­
for guidance when dccidingwhclhcr spells nn~I 
items from other products arc appropi·i;ite to the 
cam1>aign. 



spells 
first level 
Analy.l':c Balance 
Anti-Vermin Barrier 
Call Upon Faith 
Courage 
Emotion Read 
Know Age 
Know Direction 
Know Time 
Log of Evcrburning 
Mi:.1.aken Missive 
.Morale (Effective on one War Card unit in same 

square as caster; first effect adds 1 ra~dom 
morale icon to unit; second effect grants 3 
morale icons to unit.) 

Personal Reading (Can reveal bloodline and 
derivation but not strength.) 

Rin~ of Hands 
Sacred Guardian 
Speak With Astral Traveler 
Thought Capture 
Weighty C hert 

second level 
Aura of Comfort 
Calm Chaos 
Create Holy Symbol 
Dissension's Feast 
Draw Upon H oly Might 
Emotion Perception ( ~o effect on War Card 

units.) 
Frisky Chest 
He.11itation 
Idea 
Lighten Load 
Mind Read (Docs not reveal bloodline informa-

tion.) 
Moment 
Music of the Spheres 
Mystk Transfer (Does not affect realm spells.) 
Nap 
Rally (Allows immediate morale check to one 

War Card unit; target unit must be within o ne 
square of caster.) 

Sanctify (No effect on Wat Card units.) 
Z9ne ,of Truth .. 

third level 
Accelerate Healing 
Adaptation (Affects one War Card unit in same 

square .as caster; firlit ef(ed onlri unit ignores 
terrain card.) 

Astral Window 
Caltrop.s 
Choose Future 
C reate Campsite 
Efficadous Monster Ward 
Emotion Control 
Exttadimensional Detection 
Helping Hand 
Invisibility Purge 
Know Custom$ 
Line of Protection (No effect on War Card 

units.) 
Memory Read 
Miscast Magic (Does not affect ttalm spells.) 
Moment Reading 
Random Causality 
Rigid Thinking 
Slow Rot 
Squeaking Floors 
Strength of One 
Telepathy 
Telethaumaturgy 
Thief's Lament 
Unearthly C hoir {Does not affect War Card 

units.) 
Zone of Sweet Air 

fourth level 
Addition 
Age Plant 
Bfesscd Warmth 
BodyCloek 
Chaotic Combat 
Chaotic Sleep 
C ircle of Privacy 
Compulsive Order 
Defensive Harmony 
Dimen.sional folding 
Fire Purge 
Focus 
Fortify 
Genius 
Inverted Ethics 
Join With Astral Traveler 
Mental Domination 
Modify Memory 
Probability Control 
Rapport 
Solipsism 



Tanglefoot (Affects one War Car<l square per 
three Jcvds o{ the caster; caster must be 
within or adjacent tQ the affected squares.) 

Thought BToadc.ast 
Tree S~ed 
Uplift (Does no~ affect realms spells.) 
Weather Stasis 

fifth level 
Age Object 
Barrier of Retention 
Blessed Abundance 
Champion's Strength 
Ch~otic Commands 
Clear Path 
Cloud of Purification 
Consequence 
Disguise (Player may place the disguiud War 

Card on battle mat. but uses st;.tistic$ of.the 
~1 unit.) 

Easy March 
Elemental Forhiddance 
Extradimenslonal Manipulation 
ExtradimensionaJ P~et 
Grounding 
Illusory Artillery (Does not affect War Card 
unit~) 

Impeding Permission 
Meld 
Memory Wra~k 
Mindshatur 
Repeat Action (Does not affect actioru in the 

domain tum.) 
Shrieking Walls 
Thou_ghtwave 
Tune Pool (Does not reveal events prior to 

Mount Oeisinaar.) 
Unceasing Vi.Rilance of the Hol.r Sentioal 
Undead Wllt'd 

sixth leuel 
Age Creature 
Croshio.g Walls 
Oisb~lief 
The Great Circle 
Group Mind 
Land of Stability (No iJnmunityto realm spell$. 

Can be cast as relllm spell: Req'd Holding 4; 
RP 3/province; GB 3/province; Char. Lvl 8; 
Duration 3 action rounds; Must be cast from 
temple (4) but can affect any other province 
with temple ( 1) or g-reater.) 

Le~J Thoughts 
Monster Mount 
Phy.sica1 Mirror 
Reverse rune 
Seclusion 
Skip Day 
Sol's Searing Orb 
Spiritual Wrath (not us;J,le in War Card battles) 

seventh level 
Breath of Life 
Divine Inspiration 
Hovering R<>ad 
fllu-sory F~rtification 
Shadow Engines (Can be used in War Card 

battles; player may gain up to four Artillerist 
War Cards for two rounds of War Card combat) 

Spacewarp 
Spirit of Power 
Tentacle Walls 
Umelessne:is 
Uncontro1led Weather 

quest speJls 
Abundance 
Animal Horde 
Circle of Sonmotes 
Conformance 
Elemental Swaon 
Btherwalk 
Fear Contagion (Not usable in War Card battles) 
Health Blessing 
Highway 
Imago Interrogation 
ImplosiotVInversion 
lnterdfotion 
Mindnct 
Planar Quest 
Preservation 
Revelation 
Reversion 
Robe of Healing 
Shooting StaTS 
Sphere of Security 
Spiral of Degeneration (Chaos variation has no 

cffcx:t on blood abilities; ' I'hougbt -variation 
affects blood abilities per magical items. Nei· 
ther variati9n affect~ tigbmae1>ril.) 

Stalker 
Storm of Vengeance (No t:ffoct in War Card 

battle~) 
Transformation 
Unde.ad Plague (200 skeletons equal one 

Undead Legion War Card unit) 
Warband Quest (May be used on one War Card 

unit; adds 2 hits and increases moral~ ic;o.ns to 3) 
Ward Matruc 
Wolf Spirits (Other 

animals are possible) 



' 

mu~ic.oJ items 
potions o.nd oils 
Aroma of Oreanls 
Cordled Death 
Murdock1s Insect Ward 
Oil of Preservation 
Starclla's Aphrodisiac 

powders 
Powd~r of the Slack Veil 
Powder of Coagulation 
Powder of the Hero's Heart 
Powder of Magic Dct~ctiotl . 
nn~ 

Ring of Affliction 
Ring of Armotiog 
Ring of Bureaucratic Wizardry (does not affed. 

realm spells) 
Iting of Fortitude 
Ring of Randomness 
R.ing of Resistance 

f'Ods nnd wands 
Rod of Distortion 
Wand of Element Transmogrification 
Wand of Misplaced Object..; 

misccllnncous rnn~c 
Air Spores 
Amulcl of Extension 
Amulet of Far Reaching 
Amulet of Leadership (cannot be u.sed by 

regent.c;) 
Amulet of Magic Resistance (not comulaH'1e 

with resistmagic spell} 
Amulet of Metaspell lnfluence 
Amulet of Perpetual Youth 
Bag of Bunes (Use Undead Legion War Card 

#86 from the BumuUGIIT boxed set: only 10% 
of bags a('e multi-use.) 

B~u·~ Palette-of Identity 
Brooch of Number Numbing (Blooded charac­

ters gain-2 bonus to save; regents gain -4 
bonu1dc save.) 

Catidle of Piopitiousness 
Claw of Magic Stealing 
Cont/acts-of Nepth.as 
Crueible of Melting (tighmae\iril i(immttn~) 
cl')'Staf Parrot 

128 

Disintegratio:n Chamber 
Dust of Mind Dulling 
Everbountiful Soup. K:el1le­
Flatbox 
Fur Qf Warmth (derivation: Vo.sgaar<L rather 

than the Paraelemental Plane of Ice) 
Gem of Retaliation 
Glass of Preserved Words 
Globe of Pu,i:i£iccltion 
Globe al Serenity 
Horn of Valor (Affected War Card units gain 

one morale icon of player's-choke for 1d4 
turns; routed units immediately make a morale 
check rathefthan first returning to the 
reserve; enemy units los~ one morale icon of 
player's choke for: ld2 turo'I; player chooses 
square in which horn is sounded-horn may 
be heard one square mvay; horn may be used 
once per War Card battle.) 

Hourglass of Pire and ke 
Jar of Preserving 
taw's Banner- (Functions on one War Card unit 

comm.anded bya lawful PC or NPC; player 
choose.< one icon to add to the card's morale 
icons.) 

Lens of Speed Reading 
LiquidRo<ld 
Lorlovclm's Obsidian Mortar and Pestle (Meb­

haighl stones, sielsh~ghllen 1 and tighmaevril 
g4in-5 bonus to saves.) 

Manµal of Dogm_.ti~ Methods 
Medallion of Spell &change· 
Mirror of Retention 
MlrroJ' of Simple Order 
Mist Tent 
Mordom 's Cauldron of Air 
Mouse Cart. 
NeclcJace of Memory Enhancement 
Nefradina's IdcntIGcr 
Philosopher's Egg (first application only) 
Portable Canoe 
Prlsm of Light Splitting 
Puchezma's Powder of Edilile Object.$ 
Quill of Law 
Rcglar's Gloves of Freedom 
Robe of Repetition 
Saddle of Plying 
Scarab of Uncertainty 
School Cap 
Slcie's 1.<:>eks and Bolts 
Talisman of Memori~tioo 
Tapestry of Disease Warding 
Teleportation C hamber 
Teoser's Portmanteau of Frugality 
Thought Bottle 
l'ime Bomb 
Zwann·s Watering Can 
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