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Introduction

"We stand between the immortal and the mortal, the divine and the
earthly, the material and the sublime. Our duty is dear—bring the
light, purge the darkness, and shield the faithful from the grasping
claw of evil!™

—Dassak Torchin, paladin of the Shining Light of Pelor

In the medieval fantasy world of the DUNGEONS & DRAGONS
game, religion can become simply a means to an end—a
different sort of resource to exploit on the road to power.
Paladins, clerics, and a few other divine classes become the
faces of religion in the typical D&D campaign, but many
players and DMs devote little thought toward how the divine
really affects the world.

This book is dedicated to changing that conception. It gives
every character in the D&D world a tie to the divine and a
chance to gain benefits (both roleplaying and mechanical)
from worshiping a deity or an ideal—or even from simply
following a cause. Your character doesn't have to sacrifice at
atemple or give up doing what he likes to do best—after all,
the D&D game is about coming up with interesting ways to
have fun. This book turns the myths and legends of the D&D
game into usable features of the campaign world and shows
you how to make them work best for your character.

TRUE BELIEVERS?

In a world of monsters, magic, and miracles, belief in deities
ought to be automatic. But your character's beliefs are entirely
up to you as a player. What your character believes and how
she practices (or fails to practice) a religion aren't aspects of
the character that rulebooks should dictate. However, the
following tenets are central to the game.

Deities Do Exist: Kord, Hextor, Tiamat, Obad-Hai, and the
other D&D deities are all out there someplace. Your character
might not believe that these beings are deities—she might say
that they're simply creatures with powers beyond the norm
for the Material Plane—but it's very difficult to disbelieve
their existence entirely.

The Power of Belief Is Manifest: Some of those who
wield divine power do not follow particular deities. Many
druids do not worship Obad-Hai (or any other nature deity),
and some clerics simply follow ideals in keeping with their

SWIFT AND IMMEDIATE ACTIONS

The Miniatures Handbook introduced the concept ofa new action
type: the swift action. Likewise, Expanded Psionics Handbook in-
troduced another new action type: the immediate action. Some
of the class features, spells, and items in Complete Champion use
these concepts. A description of how they work follows.

Swift Action: A swift action consumes a very small amount of
time but represents a larger expenditure of effort and energy than
a free action. You can perform one swift action per turn without af-
fecting your ability to perform other actions. In that regard, a swift
action is like a free action. However, you can perform only a single
swift action per turn, regardless of what other actions you take.

Casting a quickened spell is a swift action, as is casting any spell
with a casting time of! swift action (such as iconic manifestation;

alignment and domain choices. But these people still gain
divine power, so some source of it must exist.

Religions Are Not Absolute: With very few exceptions,
any character, of any race or alignment, can worship any deity.
Yes, it doesn't make a lot of sense for a chaotic evil half-orc to
worship Moradin Dwarffather, and this book tells you why,
but not everyone who follows Hextor is lawful evil. Some
lawful neutral types who believe in a benevolent dictator-
ship might well feel that the God of Tyranny has the right
approach. It's a scary thought, but definitely possible.

Not Everyone Worships the Same Way: Get used to this
idea, because it's a recurring theme in this book. Even clerics
of the same deity might approach worship and holy missions
in different ways. A neutral good cleric of Pelor probably has
a completely different interpretation of his god's will than
a lawful good paladin of Pelor does—yet both gain divine
power and inspiration from the same ultimate source.

This book deals with the above issues and more, providing
both game mechanical and roleplaying reasons for a character
to embrace the beliefs and tenets of a D&D religion. First
introduced in the Complete Divine supplement, the term
"divine character” refers to one who has chosen a religious
path—even ifshe is not a cleric, druid, or paladin.

WHAT YOU NEED TO PLAY

To use this book, you will need the three D&D core rule-
books—the "Player's Handbook (PH), Dungeon Master's Guide
(DMG), and Monster Manual (MM). Though no other books
are strictly necessary, a few will undoubtedly enhance your
enjoyment of this product. Complete Divine is an excellent
additional resource, offering additional mechanics that
complementthose found in this book. Also, Complete Warrior
includes includes several feats mentioned herein.

Throughout this book, superscript abbreviations are often
used to denote game elements and other materials that appear
in certain supplements. Those supplements and their abbre-
viations are as follows: Complete Adventurer (CAd), Complete
Arcane (CAr), Complete Divine (CD), Complete Warrior (CW),
Expanded Psionics Handbook (EPH), Heroes of Horror (HH),
Miniatures Handbook (MH), Spell Compendium (SC), Tome of
Magic (ToM), and Unearthed Arcana (UA).

An asterisk (*) following the name of a game element
denotes an item described in this book.

see page 122). This kind of swift action does not provoke attacks
of opportunity.

Immediate Action: Much like a swift action, an immediate
action consumes a very small amount oftime but represents a
larger expenditure of effort and energy than a free action. Unlike
a swift action, an immediate action can be performed at any
time—even ifit's not your turn.

Using an immediate action on your turn is the same as using
a swift action and counts as your swift action for that turn. If you
use an immediate action when it is not your turn, you cannot
perform another immediate action or swift action until after your
next turn. (Effectively, using an immediate action before your turn
is equivalent to using your swift action for the coming turn. ) You
also cannot use an immediate action ifyou are flat-footed.




divine character inthe DUNGEONS & DRAGONS game
is unique in one special respect: He has ties to an
organization from the very beginning. Whether or
not he chooses to acknowledge those ties is your
decision as a player. But even if he does not formally
embrace the relationship, a church can still affect a divine
character's beliefs and attitudes™

This chapter details the non-evil churches of the D&D pan-
theon as affiliations, using the affiliation rules introduced in
Chapter 7 of the Player's Handbook 11 supplement. If you've ever
wondered what the church would demand of a divine charac-
ter in a given situation, you should find this material useful.
The descriptions also present a few unique bits of doctrine
relevant to each church, as well as affiliation advancement
and benefit tables. Feel free to use the information presented
in these descriptions to flesh out your character.

ABSOLUTE TRUTH?

Each church presented here is the default interpretation for
the main church of one of the core game's deities. Any church
can incorporate several sects with different attitudes and ap-
proaches. For example, nothing stops you from playing a cleric
of Moradin who believes that only the working of iron, gold,
and other metals (as opposed to any raw materials) is a true
tribute to the dwarf deity.

The church descriptions that follow use a simplified version

The rest of this chapter presents the cleric domains given
in the Flayer's Handbook, also presented here as affiliations.
Each domain can serve as an affiliation in its own right,
or it can be used to form the affiliations for deities in your
own campaign.

ANO d4311dVYHD

THE D&D CHURCHES

of the affiliation format first presented in Flayer's Handbook
1. All share the following common elements.

Symbol: The symbol of each church is its deity's
holy symbol, as pictured in Chapter 6 of the Flayer's
Handbook. Typically, a church displays its holy symbol
prominently, but its representatives might choose to
keep it concealed while traveling through an area
hostile to their deity.

Type: All churches are considered temple affilia-
tions, even those associated with racial deities such
as Moradin or Gruumsh. As for category, the social
network of the church is much more important to
its function than its racial ties are.

Enemies and Allies: Where appropriate, this
entry summarizes the sorts of beings who are hostile
to and friendly to the church.

Scale: The scale of a church as an affiliation is gener-
ally high, since most religions span wide regions. See 4
Table 7-1: Affiliation Scale, PH2 184. J
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Affiliation Score Criteria: Only followers of a church's
deity can gain the benefits of affiliation with that church,
and then only if they behave in accordance with the church's
philosophies and doctrines. In addition, church members
are sometimes called upon to act on the church's behalf.
While no member is expected to be available at all times
to do the church's bidding, members who reject three or
more church missions almost always lose their affiliation
benefits. For more details about assigning criteria modifiers,
see PH2 184.

Criteria Tables: The entries in the following tables are
divided into one-time and multiple-use score modifiers.
One-time criteria can be used only once. For multiple
occurrences of the same criterion, the benefits overlap
but do not stack. A multiple-use modifier can be gained
as many times as you meet the criteria, and the modifiers
for multiple occurrences of the same criterion stack. In
either case, modifiers for different criteria involving the
same feature overlap but do not stack unless oth-
erwise noted. For example, ifone of a church's
criteria is "5-9 ranks in Bluff" and another
is "10 or more ranks in Bluff, " only the one
that provides the higher modifier applies.
Likewise, if one criterion reads "founds
a school of magic (+4)" and another reads
"founds a school of magic devoted to
both arcane and divine magic (+6), " only
the higher modifier applies.

Titles, Benefits, and Duties: Unless other-
wise noted, the benefits for each rank gained
within a church are extraordinary abilities
where a designation is appropriate. For more
about typical benefits, see PH2 185.

Roleplaying Applications: Each
church's entry contains a section describ-
ing typical features of membership, including favored
feats, tactics, and the sorts of adventures members are likely
to embark on.

COSTS OF AFFILIATION

Most churches do not accept new members lightly, nor do

they allow just anyone to tap the power granted by their

patron deities. To gain a new affiliation score benefit, a

member must tithe to the church as a show of loyalty. The

cost of this tithe depends on the new rank sought, as given
on the following table.

Rank Tithe (in gp)

0

500

2,000

4,500

8, 000

12,500

a s wNpR o

The first rank, listed as rank 0, grants no actual benefit. Simply
joining one of these churches requires no initial tithe, but
this rank grants no benefit except membership. Members
at this rank typically include commoners who frequent the
church but lack the desire to gain further benefits, or the
required tithe money, or both.

Holy symbol of Moradin

—THE ANVIL OF CREATION

Some say that work is life, but to you it is an act of worship.
You are never so happy as when your hands are busy with the
work of creation, like your patron, the Soul Forger.

The Church of Moradin is known as the Anvil of Creation
in honor of its patron's role in the creation of the multiverse.
Moradin is the patron deity of the dwarves, but he is also
one of the most powerful deities in existence—a trait that
is mirrored in the power of his church.

Followers of Moradin believe that crafting an object,
especially from metal or stone, is a tribute to Moradin's
creation. Thus, anyone who takes raw, unformed materials
and turns them into items of value—especially practical
items, though art is also considered worthy—is engaging
in the highest form of worship. The more gifted the worker,
the greater the glory to Moradin. The Soul Forger's altar
nearly always takes the form of a massive anvil and forge,

around which worshipers work day and night while
singing his praises.
But the Church of Moradin is concerned
with more than just shaping metal and stone.
Its primary duty is to the dwarves, and to
anyone else who worships the Soul Forger.
Thus, the church maintains a significant
military presence within dwarven culture,
and its champions are often generals in the
dwarf armies. Acquiring resources, espe-
cially for the benefit of dwarven nations
or settlements, is an important function
of the church. Finding new sources of ore,
food, or even ancient dwarven power, is a
noble endeavor. This focus on preserving
their own way of life leads others to mis-
takenly believe that dwarves are greedy. In
their own minds, they are merely prepared.

Prayers to Moradin nearly always involve the sounds of
metal striking metal or stone, which worshipers believe are
most pleasing to the deity's ears. In like manner, the advance
of dwarf legions is usually heralded by the sound of axes or
hammers beating on shields. These percussive rhythms do
not just intimidate the dwarves' foes; they also ask Moradin
for his blessing in a coming battle.

The Anvil's membership consists primarily of dwarves, but
members of many other races—particularly craftsfolk of all
sorts—also venerate Moradin as the master of the creative
process. Because Moradin is thought to be the first deity that
arose, many creatures revere or at least acknowledge him as
the All-Father.

Enemies and Allies: Any enemy of the dwarves is
also an enemy ofthe Anvil of Creation. Orcs, goblinoids,
giants, and other evil creatures that lurk near dwarf cities
and settlements are typical enemies of the church. The
Anvil regularly hires adventuring parties (whether or not
they include any dwarves) to seek out and neutralize the
strongholds of such foes.

Scale: 19 (multiplanar).

Affiliation Score Criteria: Any friendly creature,
dwarf or not, can join the Anvil of Creation. Although the
church's membership consists primarily of dwarves, and
most of its temples are located in dwarf cities, anyone who
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Atemple of the Anvil of Creation is a place of work and worship

espouses Moradin as a patron deity can gain affiliation with Multiple Use
his church. Overthrows an evil government
Overthrows an evil government
Criterion Affiliation Score Modifier and installs a good one in its place
One-Time Brings order to a frontier or lawless region
Character level +1/2 levels Brings a lawbreaker to justice
Knowledge (religion) 5 or more ranks +1 Finds new resources for a settlement or town
Craft (any) 5-9 ranks +1 Razes a stronghold of an enemy ofthe church
Craft (any) 10 or more ranks 42 Catches an enemy ofthe church off guard
Good alignment +1 and defeats it through superior
Lawful alignment +1 preparation +1/4 creature's CR
Can cast spells that have the earth descriptor +1 Crafts a new item useful to the church +2
Proficient with heavy armor and shields +1 Breaks a law -2
Performs an overtly evil act -4
Multiple Use Associates with known evil creatures -4
Explores a new underground or mountainous area Fails to defend an item or structure
Holds a position in battle against odds important to the church -8
of two to one or worse +2

_Successfully RS20 sl oustuctue Titles, Benefits, and Duties: To gain a new rank and its
important to the church +4

Performs an act of personal sacrifice +1 associated benefit, you must spend 24 hours crafting a gift
Converts a new member +1 for the church. This gift can be any item made with a Craft
Slays an evil orc, goblinoid, or giant +1/4 creature's CR skill (check DC 10) and must be worth at least your new rank
Lives in a mountainous region or underground +1/year x 100 in gp.
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Affiliation

Rank Score Title: Benefits and Duties

0 3 or lower None.

1 4-12 Initiate of the Forge: Once per day,
gain a +5-foot bonus to your land
speed for 1 minute.

2 13-21 Tempered Steel: Gain a +1 bonus
on saves against chaotic spells and
effects.

3 22-29 Adamantine Shield: Ready a shield
as a free action (normally a move
action).

4 30 or higher  Mithral Hammer: Once per day,

gain a +2 bonus on attack rolls and
damage rolls against an enemy

of the church for 1 minute. These
bonuses double ifthe enemy is an
orc, goblinoid, or giant.

Specific Roleplaying Applications
Favored Feats: Improved Shield Bash is a favorite feat of

shield-wearing dwarves, who often take Two-Weapon Fighting
as well. Dwarves don't usually favor two-handed weapons,
but those who do wield them enjoy using Power At-
tack and any feats that require it—except Improved
Sunder. The church considers destroying
a valuable weapon—even one wielded
by an enemy—to be sacrilege unless the
item is irredeemably evil. Clerics of Mora-
din often take item creation feats, especially
Craft Magic Arms and Armor, and many take
the Extend Spell metamagic feat to increase
the duratian of helpful defensive. spells they
cast on themselves or on allies.

Favored Combat Tactics: The Church
of Moradin encourages teamwork among its
members above all else. A legion of dwarves
working in concert is nearly impossible to
overcome, and sueh taeties can work on j
smaller scale as well. A member of the An-

vil of Creation prefers a careful approach
over bravado and has no patience for allies
who overextend themselves. Whenever possible, members
of the church attempt to set up flanking positions or fight
from higher ground, but they'd rather prevent their enemies
from gaining such advantages.

Favored Adventure Types: Members of the Anvil of Cre-
ation loathe orcs, goblinoids, giants, and any other creatures
that regularly threaten the dwarves. A member's thoughts
center on how best to protect the dwarves and their way of
life, and the church keeps careful tabs on the status of its
enemies. Since a good defense often involves striking when
enemies are most vulnerable, the church hires small groups
or attacks with a larger force when the enemy is weakened.
If a goblin tribe has had a bad winter in the mountains,
for example, a dwarf army musters under guidance from
the temples of Moradin to wipe them out once and for all.
Until then, the church is willing to bide its time. Missions
to develop a new resource for a city (dwarf or otherwise) are
likewise favored by the church.

Favored Oaths: In combat and otherwise, members of
the Anvil often say, "Moradin's beard!" Typical curses include

"May you find peace between my hammer and anvil™" and "I'll
send you home to meet the Soul Forger!"

ASSEMBLY _OF BALANCE

Holy symbol of Ehlonna

Like Ehlonna of the Forests, you are dedicated to maintain-
ing the balance of life for the benefit and health of all the
world's creatures. Nature is the ultimate balancing force,
offering life-giving sustenance as well as deadly hazards.
Those who would disrupt nature's delicate balance are your
enemies, and you consider it your personal mission to educate
or eradicate them.

The Assembly of Balance embodies the nurturing side of
nature and acts on behalf of those who live in the natural parts
of the world—including those who make a living from nature
(such as farmers or loggers) without desecrating or despoiling
the land. But Ehlonna is also a hunter, so her church has a
ruthless side as well. Those who take only what they need from
nature are unlikely to quarrel with the Assembly of Balance,
but those who plunder the world's natural resources or exploit
them for personal gain are the church's hated foes.
Members of the Church of Ehlonna can
be found nearly anywhere that nature reigns
supreme. Those who venture into dangerous
regions that feature natural hazards or deadly
monsters usually leave markers to warn other
church members of the perils ahead. To de-

fine the borders of such areas, they employ

a clever series of signs, nearly undetectable

by the untrained eye (DC 20 Survival check

to notice, or DC 10 for a character who wor-
ships Ehlonna).
The followers of Ehlonna leave caches of sup-
plies in the wilds for any to use. Such stockpiles
include food, water, and sometimes healing po-
tions, healing Kits, or even extra weapons. They
are marked with the same kind of secret signs that
warn travelers away from dangerous areas. ARyone,
whether-a member of the Assembly of Bal-
ance or any knowledgeable wanderer, who
takes items from such a cache is expected to
replace them as soon as possible.

All the non-evil creatures of the world that make their homes
in natural regions fall under the church's domain, no matter how
bizarre they might be, but the Assembly of Balance reviles the
undead. Such creatures are abominations in the sight of Ehlonna
and are tracked down and destroyed without hesitation.

Scale: 13 (multiregional).

Affiliation Score Criteria: Only good-aligned beings
can advance within the church's ranks. In addition, you must
spend a minimum of 7 days each month in a natural setting
(often a forest).

Criterion Affiliation Score Modifier
One-Time

Character level +1/2 levels
Knowledge (nature) 5 or more ranks +1
Handle Animal 5 or more ranks +1
Can cast summon nature's ally spells +1
Can cast 3rd-level or higher divine spells +1
Has been undead -6

Lacks at least 1 rank in Knowledge (nature) -2




Multiple Use

Converts a new member AHL
Openly thwarts an evil despoiler of nature +2
Establishes an organization dedicated

to acts of good in nature +4

Slays a creature with the evil subtype  +1/4 creature's CR

Protects a forest or other natural area

from destruction +2
Protects a sacred grove or untouched natural area
from destruction +4

Organizes a one-time or ongoing celebration

of the spring planting or fall harvest +2
Razes the stronghold of an undead creature +8
Undertakes a mission to hunt undead +1
Destroys an undead creature by using a spell

from the Sun domain +2
Fails to prevent the destruction ofa natural area -4
Fails to prevent the destruction of a

sacred grove or untouched natural area -15
Performs an overtly evil act -4
Associates with known evil creatures -4

Contributes in any way to the mistreatment of animals -10

Titles, Benefits, and Duties: When you reach the required
affiliation score, a new title is bestowed on you in a 24-hour
ritual performed by a 5th-level or higher cleric of Ehlonna
in one of the deity's sacred forest groves.

Affiliation
Rank Score
0 3 or lower
1 4-9

Title: Benefits and Duties

None.

Grove Initiate: Gain a+2 bonus on
Knowledge (nature) checks relating
to plants or animals.

Forest Guardian: Once per day, use
endure elements as a spell-like ability
(caster level equals your character
level).

Knight of Nature: Once per day, grant
an animal companion, an animal
summoned with a summon nature's
ally spell, or a dominated animal a
number of temporary hit points equal
to your character level for 1 minute.
Slayer of the Despoilers: Gain a +1
bonus on attack rolls against evil
undead enemies.

5 30 or higher Heart of the Huntress: Gain a+4
bonus on Survival checks made to
track an enemy, and smite a creature
(see paladin's smite evil class
feature, PH 44) you have successfully
tracked once per day.

2 10-17

3 18-24

4 25-29

Specific Roleplaying Applications
Favored Feats: Church members value Extra Turning
and other feats that aid followers of Ehlonna in fights against
undead creatures. Since Ehlonna is also famed for her archery,
many of her followers (especially those with ranger levels) take
Point Blank Shot and other feats that improve their ranged-
attack capabilities. Natural Spell is a favorite of Ehlonna's
druid followers, and many clerics or druids who worship her
take feats designed to make their summon nature's ally spells

more potent, such as Augment Summoning.

Favored Combat Tactics: Members of the Assembly
of Balance often strike from a distance—and if possible,
by surprise. Even Ehlonna's clerics tend to favor light
armor, and most take a few ranks in Hide. Her follow-
ers focus on destroying undead enemies first, and they
frequently use nonlethal attacks against enemy animals
or magical beasts, hoping to subdue the creatures and
then relocate them far from populated areas. Members
frequently give despoilers of nature fair warning before
striking and offer them the option to leave a region
peacefully under the church's protection. This attitude
is often displayed in other combat situations as well—a
worshiper of Ehlonna frequently gives enemies a chance
to yield before attacking.

Favored Adventure Types: Followers of Ehlonna jump
at the chance to drive away evil creatures that are despoiling
or exploiting natural areas, Gnolls are counted among such
enemies, even though their tribes include many druids
and rangers. Gnolls embody the cruel and heartless aspect
of nature and augment it with their own unique brand of
sadism, making them the antithesis of the Assembly of
Balance's teachings. In addition, the church encourages
its more powerful members to seek out undead everywhere
and end the menace they pose.

Favored Oaths: Members of the Assembly of Balance
favor sayings such as "May your quiver never be empty,"
"May Her arrow find your heart,” and "By the bow of the
Huntress!"

THE BLESSED B NTY
OF S ONDAGAAL LA

Like all halflings, you believe in the virtues represented by
Yondalla, deity of the home. As the Nurturing Matriarch, she
is primarily associated with peace, prosperity, and harmony.
To the world outside the halfling caravans, her church appears
much the same—and that's exactly what the halflings would
like all others to think.

In truth, the Church of Yondalla is split, just as the deity
herself is split. The church that welcomes strangers to the
halfling fires is that of Yondalla, the Blessed One, which is the
only side that nonhalflings ever see. But the church devoted
to Yondalla's other personality, the dark Dallah Thaun (CN,
Chaos, Knowledge, Luck, Trickery), has a following just as
large (see Races of the Wild 52 for a detailed description of
Dallah Thaun).

The Church of Yondalla has clergy devoted to both aspects
of the deity. The clerics of the Nurturing Matriarch tend to
be peaceful and focus on the well-being of the traditional
halfling communities. The clerics of Dallah Thaun's church
are much more active in the world, seeking out both potential
threats to the halflings and ways to enrich and empower the
race. Neither Yondalla's nor Dallah Thaun's clerics want to
see a return to the days when halflings were forced to live
on the edges of society, barely scraping by on the leavings
of the larger humanoid races. Thus, despite their alignment
differences, members of Yondalla's twin churches always
work together, though the means they use to accomplish
their goals may vary considerably.

The Church of Yondalla has few permanent temples, but
at least one wagon in every caravan is devoted to Yondalla

B .
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(and Dallah Thaun). Wandering
halflings who approach a cara-
van always find welcome
with their fellows, and
those who care to can
pray to either aspect of
their deity at the temple
wagon. Nonhalflings are
free to venerate Yondalla
for her bounty, but they are
never told of her dark side—
indeed, revealing that part of
her nature is a crime punishable
by death. Within the
church, members call

each other by familial

names to reinforce the connection that all halflings have
with one another.

Holy symbol of Yondalla

When the caravans camp close to a town or city, the church
sets up a large tent to serve as a gathering place for all the
local halflings who want to worship their deity. Such tent
revivals feature massive feasts, dancing late into the night,
and copious amounts of ale.

Both sides of the church take threats to the halfling race
seriously. Yondalla's clergy acts swiftly to ensure that church
members are safe, even moving a caravan out of town in
the dead of night to avoid conflict. Meanwhile, Dallah Thaun's
minions creep out to ascertain (and probably eliminate)
the threat.

Members: Nearly all members of Yondalla's church are
halflings. The church's few nonhalfling members all belong
to Yondalla's branch ofthe church and have no idea that a
clergy devoted to Dallah Thaun exists.

Scale: 11 (multiregional).

Affiliation Score Criteria: Only good-aligned halflings
can gain the benefits of affiliation with the Blessed Bounty
of Yondalla. A halfling of any alignment can gain ranks with
the Church of Dallah Thaun as long as she has at least 5 ranks
in BIuff.

Criterion (Yondalla) Affiliation Score Modifier

One-Time

Character level +1/2 levels
Lawful alignment +1
Knowledge (religion) 5 or more ranks +1
Gives up own life for that of another +8
Can cast 3rd- or 4th-level abjuration spells +2
Can cast 5th-level or higher abjuration spells AR

Can cast a spell that increases AC +1/spell
Can cast a spell that increases save modifier +1/spell

Multiple Use

Performs an act of sacrifice for the benefit of halflings +1
Openly thwarts an evil enemy +2
Converts a new member +1
Brings order to a frontier or lawless region +4
Defends a good-aligned community

or group unable to defend itself +4
Performs an overtly evil act -4
Associates with known evil creatures -4

Fails to defend an item or structure
important to the church -6

Criterion (Dallah Thaun) Affiliation Score Modifier

One-Time

Character level +1/2 levels
Chaotic alignment +1
Knowledge (any) 5 or more ranks +1
Disguise or Hide 5 or more ranks +1/skill
Can cast 3rd- or 4th-level divination spells +2
Can cast 3rd-level or higher illusion spells +1
Is entitled to a reroll at least once per day

through a spell, feat, or item +1
Able to hide in plain sight +2
Charisma 8 or lower -2
Multiple Use

Humiliates a law enforcement officer +1
Breaks a law without getting caught +1
Acts preemptively to protect halflings +3
Discovers a plot that threatens halflings +1
Avoids a battle as a result of careful preparation +1
Wins a battle as a result of careful preparation +4
Wins a battle against seemingly insurmountable odds

as a result of careful preparation +8
Avoids combat by deceiving a foe +1/4 creature's CR
Avoids getting caught while breaking a major law +2

Slays an enemy of the church that has a CR

within 1 of own character level, using only

trickery (such as illusion spells, sneak attacks,

and so on) +1/4 creature's CR

Gets caught breaking the law -8
Acts in a lawful manner outside a halfling community -4
Steals knowledge from the church -10

Titles, Benefits, and Duties: To gain a new rank and its
associated benefit, you must travel with your church and its
caravan for 24 hours. To retain this benefit, you must always
be at the disposal of the church, ready to leap to the defense
of halflings anywhere at a moment's notice.

Affiliation
Score

Rank (Yondalla) Title: Benefits and Duties

0 3 or lower None.

1 4-12 Peacemaker: Gain a +2 bonus on
Diplomacy checks made to avoid
combat.

2 13-21 Defender: Cain a+1 bonus on saves
against chaotic spells and effects.

3 22-29 Blessed Guardian: Gain a +1 bonus

on attack rolls and damage rolls
against enemies of a larger size
category than your own.

4 30 or higher Warden of the Horn: Once per day
as an immediate action, grant a
dodge bonus to AC equal to 1/2
your character level to yourself or
an adjacent ally. (You can use this
ability after you know the result of
theroll.)




Affitiatior

Score
Rank (Dallah Thaun) Title: Benefits and Duties
0 3 .or lower None.

i 4-11 Scout: Gain a +2 bonus on Bluff
checks made to feint in combat.

2 12-21 Shadow: Gain a +1 bonus on caster
level checks made to overcome spell
resistance.

3 22-29 Hunter: Gain a +1 bonus on saves

against lawful spells and effects.
Secret Whisper: Once per day as

a swift action, become invisible

(as the invisibility spell) as a
supernatural ability for 1 round/
character level. Rounds of use need
not be consecutive. Deactivating
the invisibility is also a swift action
unless you end it prematurely.

4 30 or higher

ROLEPLAYING APPLICATIONS

Favored Feats: Followers of Yondalla prefer feats that en-
hance either their ability to protect and serve, or their own
defenses (the better to preserve themselves to protect others).
Augment Healing™, Great Fortitude, Iron Will, and Lightning
Reflexes are favored choices. Followers of Dallah Thaun also
appreciate feats that can save their lives, but they favor those
that improve their ability to deceive or distract others, such
as Negotiator and Persuasive. In addition, they often learn
feats that help them avoid capture or strike quickly, such as
Acrobatic, Agile, Improved Feint, and Stealthy.

Favored Adventure Types: Wherever halflings are
persecuted, followers of Yondalla strike without warning,
displaying a capacity for violence undreamed of by those
who have never witnessed the ferocity of these small people.
Allies who have proven themselves in the past can also expect
help from the Blessed Bounty of Yondalla, as can members
of any persecuted non-evil group.

Favored Oaths: Yondalla's faithful often utter oaths such
as "May you never see Her face" and "For the Horn!"

THE BROTHERHOOD
OF EQUALS

Survival is not a right; it's a privilege. If you're worthy of life,
you'll find your place in the world; otherwise, you'll pass from
it. Itis up to you to find your own way. The Brotherhood of
Equals teaches that nature is not gentle. Obad-Hai, the church's
patron deity, represents a more distant, and to many, a colder
aspect of nature than does Ehlonna. Nature does not act
altruistically, nor does it act in anyone's benefit except its
own. Nature is hard and selfish, and while it is full of beauty,
she is also full of cruelty.

The Church of Obad-Hai teaches that all creatures of the
natural world merit equal treatment. Its members place no stock
in titles, so they might greet a peasant or a king as equals and
call them both by name. Though the church does have leaders,
no member has a title. Newer members typically defer to the
knowledge and experience of more senior ones, but no member
is considered innately more worthy to lead than another.

The Brotherhood of Equals does not maintain that all crea-
tures are of equal ability—after all, the strong typically achieve

dominion over their fellows in Q. A
nature. Even creatures that A s
survive by cooperation,
such as wolves, have
an alpha member lead-
ing each pack. A leader
who shows weakness is
replaced quickly and ef-
ficiently for the benefit of
all. Thus, advancement with-
in the church is based solely
on merit. Any leader who
proves unequal to the task is
removed by' his peers—gently
if possible.

As with Ehlonna's church,
the Brotherhood of Equals does not tolerate the unnatural.
Thus, the church's members universally revile undead and
slay them on sight.

Scale: 11 (multiregional).

Affiliation Score Criteria: To gain affiliation benefits, a
member of the Brotherhood of Equals must have at least one
neutral alignment component.

Holy symbol of Obad-Hai

Criterion Affiliation Score Modifier
One-Time

Character level +1/2 leve Is
Knowledge (nature) 5-9 ranks +1
Knowledge (nature) 10 or more ranks +2
Can cast spells that have the air, earth, fire, or

water descriptor +1
Has visited at least one ofthe Elemental Planes +2
Has an animal companion +2
Has energy resistance as an innate ability

or from a magic item +1
Has energy immunity as an innate ability

or from a magic item +2
Spends 1-11 months protecting a natural area

from exploitation or destruction* +2
Spends 1 year or more protecting a natural area

from exploitation or destruction* +6
Lacks ranks in Knowledge (nature) -2
* Overlaps for the same area.

Multiple Use

Frees someone from captivity or slavery +4
Destroys a sign of civilization encroaching

on nature, such as a lumber camp +4
Explores a previously unexplored or

undiscovered natural area +2
Successfully defends an item or structure

important to the church +4
Acts as a missionary in an inhospitable region +2
Converts a new member +1
Sets up a natural preserve in which

nature remains untouchable +2
Hunts down enemies of nature, or razes

the stronghold of a despoiler of nature +8
Incarcerates or enslaves another creature -8
Lives in an urban environment

for more than halfthe year -2
Fails to prevent the destruction of a natural area -4
Fails to prevent the destruction of a sacred grove

or untouched natural area -15
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Titles, Benefits, and Duties: The Brotherhood of Equals
does not bestow titles on its members, although it does
acknowledge those who have progressed in power. A member
who has attained sufficient rank gains a new benefit after
spending 1 hour in solitary prayer.

Affiliation

Rank Score Benefits and Duties

0 3 or lower None.

1 4-12 Cain a +1 bonus on saves against
spells and effects that have the air,
earth, fire, or water descriptor.

2 13-22 Cain a+4 bonus on checks made
to resist bull rush, trip, or overrun
attacks.

3 24-29 Once per day as a swift action, cast

a summon nature's ally spell of a level
normally available to you, provided
that you use it to summon an animal.
Once per day as an immediate
action, gain immunity to critical hits
for 1 minute. (This ability can be
activated in response to a critical hit
againstyou.)

4 30 or higher

Aworshiper of Obad-Hai appreciates the beauty of nature
...and respects its deadliness

ROLEPLAYING APPLICATIONS

Favored Feats: Followers of the Shalm favor feats that
enhance spellcasting ability. Some members of the Broth-
erhood of Equals prefer item creation feats and other feats
that enhance their self-sufficiency.

Favored Combat Tactics: As proponents of equality
and balance, members of the Brotherhood of Equals seek to
neutralize enemy advantages in battle. Thus, dispel magic is
a favored first-round spell. Ifthe sides of a battle are made
unequal by the neutralization of an ally, a church member
is quick to rectify the situation with break enchantment or
some other spell. A worshiper who faces unbalanced odds
in an enemy's favor is likely to counsel a tactical withdrawal
to find a better battleground or more allies.

Favored Adventure Types: Creatures that overstep
their bounds and claim or annex natural areas often find
themselves on the bad side of Obad-Hai's church, as do
those who exert an unnatural influence over nature by
building roads, damming rivers, clearcutting forests, and
the like. Anyone who defiles, corrupts, or otherwise takes
from nature without giving something back also angers
the Brotherhood.

Favored Oaths: Members of Obad-Hai's church are likely
to exclaim, "My bark is thicker than that" in response to an
attack, or "Obad-Hai's fire (or wind, earth, or water) take you!"
in the heat of battle. Other popular oaths include "By the
Shalm!" and "His roots consume you!"

THE ETERNAL LIBRARY

Knowledge equals power, and it is the only kind of power
worth having. With the right knowledge, you can accomplish
any goal, so you never rest in your search for information.
The knowledge you find in the next crypt, the next dungeon,
or the next hidden vault could make the difference between
prosperity and poverty, or even life and death.

Temples of the Eternal Library are always repositories of
magical knowledge. Hidden catacombs and vaults beneath
each site hold a priceless collection of ancient tomes on the
nature of magic, as well as massive spellbooks and collections
of scrolls, both arcane and divine. In addition, temples to
Boccob frequently double as schools of magic, where students
can learn arcane secrets from some of the most learned
practitioners in the world—all for an exorbitant fee.

The Church of Boccob has a small clergy that boasts
nearly as many mystic theurges (DMG 192) as that of Wee
Jas. However, a great many of the Eternal Library's active
"priests" have no ability with divine magic whatsoever. A
significant percentage of the highest-ranking members are
actually wizards or sorcerers, and some are also loremasters
(DMG 191).

Services in the temple, when they are held at all, consist
of lectures on new spells or on obscure bits of magical lore.
Boccob's devoted realize that their patron doesn't care a whit
whether they even worship him, so why waste their valuable
time singing the praises of a deity they openly call “the Un-
caring"? The few clerics of Boccob rarely even mention the
deity. Instead of the dogma that other churches preach, they
teach that their god's only gifts to his faithful are the abil-
ity to think for themselves and the freedom to pursue their
own ends. They claim that their patron's knowledge is so




vast, and his power so tremendous,
that he ignores his worshipers
out of pity. Were he to
turn his gaze upon his
mortal followers and
actually notice them,

the massive accumula-
tion of his knowledge
would bathe the world all

at once and drive its people
into madness.

Members of the Eter-
nal library believe that
magical knowledge is not a prize to be enjoyed only by the
worthy, or even those with an understanding of the na-
ture or laws of magic. Rather, it should be available to
anyone for the right price. Thus, in addition to its massive
library, any temple of Boccob houses a thriving business
in magic items. Business-savvy members of the church
keep a shop in a corner of each temple to display their
wares. The Eternal Library sometimes runs afoul of local
governments because of this practice. Many a temple has
been secretly approached by those seeking to buy magic
items for an army attacking the temple's own town—and
the Eternal Library is always willing to accommodate even
such buyers as long as its own livelihood isn't threatened.
The church never takes sides in political conflicts, and its
members care only about who stands between them and
another magical discovery.

Holy symbol of Boccob

The Eternal Library often employs adventurers to
acquire new or rare magic items and spells, or to retrieve
the long-lost magical knowledge of some ancient culture.
Ifthe desired item or information is already in someone
else’s possession, the church does not hesitate to lie or cheat
to acquire it, or even steal it outright. In such cases, its
members might hire unscrupulous individuals to procure
the desired item or send their own agents to take charge
of a particularly rare find.

Enemies and Allies: While not necessarily an ally, the
Ruby Temple of Wee Jas (see page 20) frequently works with
the Eternal Library to the mutual benefit of both organiza-
tions. The leaders ofthe Church of Boccob know that the
Ruby Temple sells magic items only to those they deem
worthy, so the Boccobites do not stand to lose much profit
by sharing their finds.

Scale: 11 (multiregional).

Affiliation Score Criteria: To gain the benefits of affili-
ation, a member ofthe church must be able to cast Ist-level
or higher spells.

Criterion Affiliation Score Modifier
One-Time

Character level +1/2 levels
Knowledge (any) 5-9 ranks +1/skill
Knowledge (any) 10 or. more ranks +2/skill
Bluff, Disguise, or Hide 5 or more ranks +1/skill
Skill Focus (Knowledge [any]) +1/skill
Can cast 3rd- or 4th-level spells +1
Can cast 5th-level spells +2
Has one or more levels in the loremaster prestige class +1
Is illiterate -4
Lacks ranks in any Knowledge skill -2

Multiple Use

Turns the tide ofa battle by identifying an

enemy creature's weakness with a Knowledge check +1
Recovers an ancient, previously lost piece

of knowledge (such as a new spell) +2
Spends at least 1 month creating magic items

for the church +4
Discovers a new source of magical power +4
Creates a new spell or magic item +1
Founds a school of magic +4
Founds a school of magic dedicated to both

arcane and divine magic +6

Deceives someone into giving up

a valuable item +1/1,000 gp value
Successfully steals a valuable magic item,

spellbook, or tome of magical lore +1/1,000gp value

Associates with creatures of lawful alignment -2
Gets caught stealing from or deceiving the church -8
Associates with creatures that hunt

or persecute spellcasters -4

Loses or destroys magic

church property

Destroys a place of learning (such as
a library or college) -10

-1/1,000gp value

Titles, Benefits, and Duties: To gain a new rank and
its associated benefit, a member must donate some piece
of magical knowledge to the Eternal Library in addition
to paying the normal tithe. Such a donation usually takes
the form of a minor scroll or potion, but could include
allowing a fellow member to scribe a free spell from the
affiliate's spellbook.

Affiliation

Rank Score Title: Benefits and Duties

0 3 or lower None.

1 4-12 Student: Cain a+2 bonus on checks
with one Knowledge skill of your choice
in which you have at least 1 rank.

2 13-19 Scholar: Once per day, gain a bonus
equal to 1/2 your character level on
one Bluff, Disguise, or Hide check.

3 20-29 Professor of Magic: Once per

day, identify a magic item with a
successful Spellcraft check (DC 15 +
item's caster level).

Eternal Librarian: Once per day,
counter a spell without a readied
action, and without having the same
spell ready to cast, provided you
succeed on a Spellcraft check to
identify the spell, as normal.

4 30 or higher

Specific Roleplaying Applications

Favored Feats: Members of Boccob's church prefer feats
that enhance their spellcasting abilities or enable them to
avoid melee combat. Dodge and Mobility are favorites in
the latter category. Item creation feats are also prized by the
Eternal Library, especially if they are used to produce items
the temple can sell.

Favored Adventure Types: A member of the Eternal
Library leaps at the chance to lead any mission dedicated
to gaining new magic, even if doing so means breaking
local laws. Church members would readily break into an




ancient, sacred tomb to rob the dead of their treasured
belongings or invade the home of a local merchant who
recently bought a rare spellbook. A true follower of Boccob
does not shrink from unwholesome tasks if undertaking
them could bring new knowledge, new power, and greater
wealth to the church.

Favored Oaths: Members of the Eternal Library frequently
exclaim, "By the holy book!" (a reference to all books) and
"May you see his eyes!"

FHARLANGHN'S WAY

Life is the ultimate journey. You can't tell exactly where
you'll end up—and it's likely to be where you least expect.
The world is a terrifying, massive, and deadly place, and you
never know when you might need a new home, so why have
one at all? It's much more exciting to see what's around the
next bend in the road. Even if that bend is your last, you can
say that you've truly lived and walked Fharlanghn's Way.
Death is but another stage in life's journey, and the next
existence opens up other worlds to travel. That fact doesn't
mean that you shouldn't be prepared for dangers along the
way, or that you should allow your enemies to trample you
into the dust of the road. Fight for your journey until your
last breath, because you haven't yet seen and experienced all
that this life has to offer. Those who persist in obstructing
your way must be dealt with quickly so that you can resume
your travels.

All these concepts and more are the dogma of the Church
of Fharlanghn. To deliberately obstruct another's journey is
the ultimate sin in the eyes of the Dweller on the Horizon,
and slavery is an abomination for this reason. Thus, members
of Fharlanghn's Way frequently converge on known slave
rings and destroy them, leaving no slaver standing. Church
members also aid fellow travelers under attack. A follower
of Fharlanghn might calmly teleport a merchant away from
the ring of bandits stealing his rich cargo—often to the
merchant's displeasure.

Members of Fharlanghn's Way tend to be collectors, pick-
ing up miscellaneous souvenirs from their travels to remind
them of places they've been and of places to which they might
someday return. They also hoard odd but useful magic items,
just in case. A rope of climbing, a dozen scrolls and potions of
dubious use, a decanter of endless water, an immovable rod—these
are the tools of an affiliate of Fharlanghn's Way. Members of
this church have unusual views on mundane possessions as
well. They often shrug and decline items that others would
consider highly valuable, so they can focus more on objects
that remind them of their journeys. That isn't to say a member
would refuse a useful item—any tool that could improve the
journey has value. But wealth for its own sake is pointless.
Gold and treasure are heavy and only entice others to slow
one's travels.

Temples to Fharlanghn rarely stay in fixed locations. Most
commonly, they take the form oftraveling shrines housed
in merchant caravans or carried in the wagons of individual
travelers. Occasionally a church member leaves a shrine
in a well-traveled spot for another member to pick up and
transport elsewhere.

Affiliates of Fharlanghn's Way believe that their patron
constantly travels the multiverse in an effort to see all

creation. Because he sees whatever his followers see, his
church readily welcomes new members, whose travels
can aid the deity in his ultimate mission. The church
teaches that one day, when his followers have shown
him every place that exists, Fharlanghn will stop to rest,
and the multiverse will cease to grow. What exactly that
event will mean, no one can say. But the church celebrates
Fharlanghn's endless travels once each year with the Day
of Rest, when every member stops traveling to revel in that
single moment of life. For the rest of the year, Fharlanghn's
Way exhorts its members to see the world in the short time
they have in it, and to spread this message to anyone who
bothers to stop, listen, and share the road with them for a
brief time.

Scale: 11 (multiregional) in terms of reach and power, but
technically 17 (global).

Affiliation Score Criteria: Fharlanghn's Way has no
membership criteria, although few of its members are
evil. The church teaches that everyone has a right to the
journey.

Criterion Affiliation Score Modifier
One-Time

Character level +1/2 levels
Knowledge (geography) 5 or more ranks +1
Knowledge (local) 5 or more ranks +1
Knowledge (the planes) 5 or more ranks +1