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Hard 8 Enterprises®
What do you want to Hack today?™

Welcome friend.

It seems that you are a breed apart. For not only are you a participant in HackMaster, the single greatest game ever created and
pursued by mankind, but you are also either a GameMaster (GM) or you run a character from the most essential and yet most
taken-for-granted class: the cleric. For those of you who are GameMasters or veteran players of clerics, feel free to skip ahead a bit.
But for those of you who are new to the art of bringing down the wrath of the gawds upon heathen souls, I will answer that nag-
ging question forming in your novice little brain: “Exactly why should I play a cleric?”

Perhaps you think the rigid role-playing rules associated with clerics, alignment and mythic religions are too much to worry
about. This, my inexperienced friend, is pure folly. Truth be told, role-playing a cleric is probably one of the easiest tasks to han-
dle. Unlike many other classes, you have your role in the game spelled out for you: clerics exist to further the goals and desires of
their deities. If you keep this overarching principle in mind and adhere to it steadfastly, you can’t lose. Stick true to it and you'll
also find that you're cleric will profit handsomely along the way.

Now, you might think that everyone takes a cleric for granted and looks at him as nothing but a medic or worse, a nursemaid,
meant solely for the use of the rest of the party when they insist upon pushing on to for just “one more room”. In fact, you might
have felt that way yourself. I admit, at first blush it appears that this is true, and the simple player will probably always live in igno-
rance of the truth, but you are clearly NOT ignorant. Your purchase of this tome proves as much. So consider the up side of this
apparent drawback: your comrades and allies need YOU to keep them alive. Now pause here for a moment and think about that.
Of every party member, it is YOU they can't let die, ergo it is YOU that theyll go out of their way to protect. They need YOU.
Without a cleric in the party, any group of stalwart heroes in Garweeze Wurld is sure to meet an untimely and probably humiliat-
ing demise. They'll be slowly whittled down in a losing war of attrition as the GM gleefully inflicts wound after grievous wound
knowing full well the heroes have now way to heal and no time to rest and lick their wounds. With the curative abilities of most
cleric characters, the overall survival of the party is greatly increased. Other players know this, but they just don’t have the gusto
to take on the sophisticated and challenging role that you do. When you play a cleric you greatly reduce the odds that you'll have
to activate a sidekick or protégé due to an unfortunate character death because you'll likely have three or four buddies looking out
for you.

Perhaps the most important reason to play a cleric is that it is the most self sufficient character class. Given your ability to use
armor, cast spells and wield decent weapons you can definitely hold your own in a fight. You can heal yourself, create water in the
desert, cast light in the darkness and purify food and drink, which is especially handy when those rations of sailor sausage start to
get a little rank and you are on the fifth level of the Temple of Horrendous Doom with just a few more rooms to explore. No need
to lug around a cumbersome and vulnerable spell book. With Detect Magic and Find Traps, you probably don't even need a thief
in your party. I hardly feel the need to mention your ability to send vile undead (who cause even mighty fighters to cower for fear
of energy drains) running like crying little babies just by giving them a stern look. You are a one-man adventuring machine!

So now you should be as stoked about clerics as I am. Read on, and you will learn what real supremacy awaits your next cleric

So ¢ Zefle

JoJo Zeke

Director of HackMaster Development

player character.

Hard Eight Enterprises
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REALITY CHECK, A DISCLAIMER

The fictional works collectively known as “HackMaster” are what is
known as a fantasy role-playing game. Some of the material may not be
suitable for children and/or young readers, which is why we strongly
suggest parental discretion. It has also come to our attention that some
people have no backbone for high fantasy or the concept of heroic deeds
which often involve fighting evil monsters and taking on supernatural
beings intent on the down fall of all things good and noble. If you are
such an individual and are squeamish about such things, you may want
to accept the fact that this book is not for you and read no further (but
please do send in a 25¢ royalty payment for the portion you HAVE read
up to this point, to do otherwise is tantamount to THEFT).

HackMaster is a game and as such, the creators have tried to imbue it
with a bit of ambiance that reflects a mysterious world fraught with dan-
ger, magic and wondrous creatures. We want to emphasize the term
‘game’. HackMaster has very litde to do with reality. It's an escape
mechanism designed to entertain players for a few hours, after which the
game is shelved and everyone returns to their boring ‘real lives’.

As a game, HackMaster throws players into situations (conflict)
which must be resolved using wit and/or any skills, weapons or other
means the players’ in-game personae may possess. All of this action, of
course, exists only in the mind of those playing the game. Such make-
believe conflicts are resolved with equally make-believe solutions. Some
conflicts are resolved peacefully through negotiation, parley and other
non-violent means. Sometimes they're resolved with magic. Oft times,
however, such conflicts are resolved through force (i.e., violence).

Again, all the action in HackMaster takes place in the imaginations of
the players and the GameMaster. Are you getting all this?

HackMaster has nothing to do with advocating the occult, drug use,
teen suicide, random acts of violence or any of the many sinister agen-
das which those harboring a grudge against role-playing have atcempred
to lay at our feet. The writers do not condone violence to solve ‘real life
situations. In fact, we frown upon it. Again, this book is a work of fan-
tasy and the reader should remind himself of that. If you cannot sepa-
rate reality from fantasy you should put this book down and seck pro-
fessional help (or at the very least make a photo-copy of this disclaimer
and review it before and after EVERY session of HackMaster).

Just so we're clear on this — attempting to worship the demons pre-
sented in Hacklopedia will result in nothing but ridicule from your
peers (our demons are ‘made-up’). Likewise, with the ‘magic spells’ pre-
sented in HackMaster. They are fake. Made up. Not real. No matter
how hard you try to cast Invisibility on yourself, it just ain't gonna to
happen. If you jump off a roof because you believe your ‘boots of flut-
ter soft’ will protect you and you end up shattering your hip, do not
come crying to us. We will merely show you a highlighted photo copy
of this disclaimer and marvel at your stupidity. Are we on the same sheet
of music here? Good. ‘Nuff said.

Disclaimer Addendum: The views expressed in this work are solely
those of Hard Eight Enterprises and its staff and NOT those of Kenzer
and Company or its employees. Remember this work is a parody of
games and the people who play them (as well as make them).



There is little wonder as to why, since the dawn of the HackMaster game
system, the cleric has been one of the most popular character classes. He has
been a happy bridge between fighters and magic-users. The cleric can armor
up and wield heavy weapons, and yet he can still cast many useful magics
(including the coveted power to heal!). He is a very versatile, self-sufficient
adventurer and the favorite choice of countless players.

With the release of the HackMaster 4th Edition game, none of that has
changed. The cleric is the same magic-hurling, skull-bashing hero that he
always was. And in the Zealot’s Guide to Wurld Conversion, we're going to
see to it that he’s even more than that. In this supplement, we're going to
elaborate on what the cleric (including everyone's favorite tree-hugger, the
druid) is to the campaign, to the setting’s civilization, and to the adventuring

party.

We'll be providing information that'll help you role-play the cleric’s faith,
including, but not limited to, the gawd or philosophy he serves, the rules and
mores he follows, the duties he practices, the restrictions he suffers, the pow-
ers he possesses, and the relations he and the others of his faith have wich the
followers of other faiths.

We'll show you how to play clerics intensely devorted to specific mythoi. A
regular ol’ cleric of a deity can have a personal life but the specialized cleric is
a fanatical devotee of the gawd (in an inspiring way from his congregation’s
perspective). These zealots are fervent to a fanatical degree. The druid, from
the HackMaster 4th Edition Player's Handbook, is one example of a zealot
class. This supplement describes many, many more.

We'll give you pointers on how to improve your role-playing of your cler-
ic character. Certainly, all clerics don't have the same sort of identical per-
sonality (the kindly father-confessor to his friends with the bloody mace in
his hand for infidels and heretics), which many dim-witted players imagine
them all to have. HackMaster is not about leaving the fool behind, so much
as tutoring him to a level worthy of his GM and the HackMaster game.
Thus, if you're one of those ranked among the ignorant, read on and be
enlightened.

Further, we'll describe the sort of equipment that clerics use in their devo-
tions and adventures, including weapons, armor, holy symbols, priestly vest-
ments, and other items,

The Zealots Guide to Wurld Conversion is equally useful if you're a
GameMaster or a player. It adds depth to the campaign world and the range
of non-player characters (NPCs) for smacking around or shaking down the
PCs. For players, the coveted Zealot’s Guide adds derail to the abilities, back-
grounds, and responsibilities of player character clerics.

In case youre a complete imbecile and have forgotten our typical dis-
claimer, in the text, for reasons of simplicity, we normally use masculine
nouns and pronouns inclusively. When we say “gawd,” “Cleric,” or “man,”
we're normally also implying “gawddess,” “female cleric,” “woman” and pos-
sibly “babe”, “cutie”, “tramp” or even “ambiguously androgynous being”. So
if you're some kind of new-age male basher, don't freak out on us; we're obvi-
ously thinking of you and cleatly sensitive enough to bother with adding this
note. In fact, you ought to be honored.

In order to be able to effectively use this supplement, you must use all the
rules in the Player's Handbook (PHB) and (for GMs) the GameMaster's
Guide (GMG) from the HackMaster 4th Edition game. If you're not yet
familiar with them, you ought to read them before continuing with this rule-
book. And if you're still playing older editions, what the hell is wrong with
you? Why don't you get your butt out of the Stone Age and get with the pro-
gram? HackMaster 4th Edition won the freakin’ Best Game of the Year award
in the first year it came out, so take the advice of your peers and give it a try!

Now we know there might be some of you out there who didn't start gam-
ing when you were six years old and might not know a great game if it hit you
in the face. That’s ok. We forgive you and we're here to gently nurture you
into being ready for one of the best durn gaming experiences of your life. Or
perhaps you come from a third world country whose game shops just haven't
been able to upgrade to HackMaster 4th Edition because the military gov-
ernment stops the shipments and diverts the books to the army as a morale
booster, making the common man suffer with outdated rules sets. That’s ok,
0o, The GAME MUST GO ON no matter what antiquated rules system
you are forced to use. So here is a special note for those of you who are using
this, The Zealots Guide to Wurld Conversion, with your original
HackMaster game instead of the new edition, through no fault of your own,
of course. This supplement may mention some page numbers from the PHB
and the GMG. The page numbers cited are for the newest edition, not the
original; they won't be correct for those of you using the old books. Duh.
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Character Classes

This chapter presents informartion on each of the cleric classes from the
Player's Handbook as well as several of the other classes that have access to

divine spells and abilities.

CHOSEN ONES

Chosen Ones
Ability Requirements:
Wisdom | |+, Charisma

The chosen one, or sometimes simply called
chosen, is usually the character class of the
reluctant hero. This is not a class one can train
for or one can learn from others. People who

14+
Prime Requisite: are skilled in this class are chosen by the gawds
Charisma (as determined by the GM) to fulfill some pur-
Hit Die Type: pose. Often this purpose is unknown for many
Idé v fur
ARowed Races: years. The gawds pur these individuals through
Any many trials to make sure they are worthy.
Allowed Alignments: Should the individual fail, the gawds choose
Any ) another subject and start over. The gawds have
B“::)d'“g Point Bonus: | , long term perspective. Regardless of their
Spelljacking: success, most of these individuals die a spectac-
No ular, pre-planned death. The gawds also like
Weapons Permitted: drama.
Ay ) Others who meet a chosen one may become
Armor Permitted: . ; Y
Ay envious of a chosen one’s powers. They might
STPs: decide to devote themselves to a particular

gawd either as a lay worshiper, a cleric or other
devoted class. The gawds may eventually
choose these supplicants to progress in the cho-
sen one class. But beware, once the gawds have
chosen you, there is no turning back.

The chosen one gains the
following skills at no initial
cost: divine lore, ancient
history, astrology, history:
world, leadership: basic,
religion: general, mainte-
nance/upkeep, rousing
speech. Additionally, he
may purchase sixth sense
talent for only 2 BPs.

When the gawds select a character for the
chosen one class, he gains a birthmark that
identifies him as being touched by the: gawds.
Roll on the critical hit location chart to deter-
mine the location of the mark. It is usually a large colored patch of skin and
usually takes the shape of something associated with the gawd who has
marked the character. In addition, all chosen characters must take at least one
physical flaw. They can cherry pick this or roll randomly, regardless of how
they acquire their other quirks and flaws. They gain the BPs for the flaw and
may use them as any other BPs. If the character becomes a chosen one after
initial character creation, he can even use the BPs at the time he gains them!

A chosen one advances in experience level according to Table 1A: Chosen
One Progression Table. He never needs to pay for level advancement train-
ing and automatically advances to the next level once he has accumulated the
required amount of experience. When this happens, treat this advancement
exactly as a normal character class advancing without training (i.e. do not roll
on the BBI table). However, he may attend school to improve his skills
(though not BBI) at any time.

The prime requisite for the chosen one is Charisma. The gawds want to
have eloquent, confident, and inspiring people acting on their behalf. Thus,
they often pick individuals with high Charisma for the task. Those with a
Charisma of 17 or higher gain a +10% bonus to awarded experience points.
Furthermore, a chosen one’s Comeliness modifier on Table 1F: Charisma in

Table |A: Chosen One Progression Table

Experience  Experience
Points™** Level Hit Dice* Title
0-3,000 | 20+1d6  Touched
3,001-6,000 2 2 Marked
6,001-15,000 3 3 Sigil
15,001-29,000 4 4 Servant
29,001-58,000 5 5 Fated
58,001-113,000 6 [ Graven
113,001-223,000 7 7 Minion
223,001-453,000 8 8 Stigmatic
453,001-903,000 9 9 Ordained
903,001-1,353,000 10 10 Chosen
1,353,001-1,803,000 | Il Chosen (I Ith level)
1,803,001-2,200,000 12 12 Chosen (12th level)
2,200,001-2,600,000 13 13 Chosen (13th level)
2,600,001-3,000,000 14 1343 Chosen (l4th level)

* At first level, chosen ones receive 20+ | dé hit points. This twenty point
‘kicker’ is awarded at first level only. Chosen ones gain 3 hit points per
level after |3th.

* A chosen needs 400,000 experience points per level for each addi-
tional level beyond |4th.

Table I1B: Chosen One Spell Progression

Chosen One Divine Spell Level
Level | 2 3 4 5 6 7
| | - - - - - -
2 2D - - . - -
3 8 | 0* - - - -
4 4 2 | - - - =
5 5 3 2 o* - B -
6 5 4 3 | - - -
7 5 5 4 2 o* - -
8 L b g 3 | - -
9 5 5 8 4 2 0* -
10 6 o 5 5 3 | -
Il 6 3 5 5 4 2 0*
12 6 6 5 5 5 3 |
13 6 6 6 5 5 4 2
14 6 6 6 5 5 i 3
|5 7 6 6 6 5 5 4
16 v 6 6 6 5 5 5
17 7 7 6 6 6 5 5
18 7 7 7 6 6 5 5
19 ¥ 7 t4 6 6 6 5
20 8 e 74 e 6 6 5

* A chosen one may cast spells at this level as permitted by his bonus
spells from Charisma.
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the Player's Handbook determines how many additional spells per level he is
able to cast. A +1 Comeliness modifier grants one additional first level spell.
Just like cleric bonus spells based on Wisdom, the chosen one bonus spells are
cumulative, so a chosen one with a 15 Charisma would start with three bonus
spells. At a 16 Charisma, he gains one second level bonus spell. Treat any
Comeliness modifier greater than +7 as an additional bonus seventh level
spell for each point above seven. Thus, a +8 modifier would confer two
bonus seventh level spells. Of course, the character must be high enough
level to cast the bonus spells according to his normal spell progression.

Being a member of the cleric group, chosen ones can cast any spell avail-
able to any other cleric group character, whether cleric, zealot or druid . A
chosen one can cast spells according to the number of spells allowed per day
on Table 1B: Chosen One Spell Progression. A chosen one does not choose
his spells on a daily basis; a gawd chooses them for him. This means that the
GM ceither selects the spells or rolls randomly to determine them, subject to
his discretion. Use the Tables provided in Appendix E for random spell selec-
tion. The same spell may fill a spell slot more than once. Thus, a first level
chosen one with the minimum Charisma required for the character class
could receive three Befriend spells (one for being first level (per Table 1B) and
two bonus spells for his Charisma of 14). Note that chosen ones may use
sixth and seventh level spells (when their level permits) with only a 13
Wisdom (while a standard cleric requires a 17 or 18 Wisdom to use these
spells).

When casting a spell, a chosen one need not bother with most material
components, nor must he even use a holy symbol or similar focus. His spells
are more like innate powers — though they still take the same time as normal
spells to cast. Also, use common sense for components. For example, a cho-
sen who casts Raise Dead would still need a body to cast it on. A chosen one
need not pray, meditate, sleep or study to gain his spells. They are assigned
to him by the gawds at the designated time. His spell selection and number
of slots available for the coming day are reset to those appropriate for his level
each night at midnight.

The alignment of a character selected as a chosen one is very important to
the gawds. They want agents who will act in a manner consistent with the
philosophy professed at the time of their selection as a chosen one. Should
the chosen one ever change alignment, he will no longer be able to cast spells
granted by his chosen one class. If the alignment change was involuntary
(such as a curse imposed by an item), the chosen one may regain his powers
after he has regained his former alignment. If the alignment change is vol-
untary (the result of character earned alignment infraction points) the chosen
one will be abandoned by the gawds, lose his spell casting power and must
start over as a first level character in another class. Other than accrued hit
points and earned skills, proficiencies, and talents (not those gained only as
bonuses), he no longer gains any of the benefits of the chosen one class.

Multi-classing is possible for this character class, but only the GM may
grant the character this ability. This can happen in one of two ways. First,
the character may have a preexisting character class and at some point in his
career, he adds the chosen one class at the direction of the GM. He is now
multi-classed and must divide general experience points earned among the
multiple classes. Specific experience points, such as those awarded by using
thieving abilities, would still be awarded within the thief class. Another way
to multi-class is for the character to start out as a chosen one and later decide
that gaining experience in another class would help him on his divine mis-
sion. He must petition the gawds (the GM) for permission to learn another
class and explain why he thinks it would help him achieve his goals. With
GM approval, it may be permitted.

Dual classing is also permitted for this class. If the character already has a
character class other than chosen one and the GM assigns him to become a
new member of the chosen one class, he may forgo using the skills from his
previous class and advance as a chosen one, per the normal rules for dual
classing. As this switch is at the discretion of the GM, he need not have a 17
Charisma. However, an established member of the chosen class may not
switch classes using the dual class rules. The gawds would not tolerate entire-
ly eliminating advancement in the chosen one class. If a chosen one charac-
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thls class, there is ona very fmpomnt factor to considcr. DON'T BEA
JERK. You should only assign this class to a character who shows some
interest. Forcing it on a player who isn't ready probably won’t be fun
for anyone. A good way to introduce the class into the campaign is to
have an NPC chosen one show up. This might pique the interest of the
rest of the characters. On the other side of the coin, if someone begs
repeatedly, hit him with the full force of the class — the favor of the
gawds is not a frivolous thing. Divine beings demand full payment for
investing their power.

ter wants to add another class after becoming a chosen one, he can petition
the gawds per the multi-classing rules discussed previously.

Note that these multi-classing and dual classing rules are UNIQUE TO
THE CHOSEN ONE class!

Powers: The chosen have no special power over undead unless another

of their classes grants this ability.

Spellburn: Although the gawds have great power, they may not have set
exactly the right spells for a given situation. More likely, the chosen
one just blew off the planned adventure and now none of his spells
make sense anymore. For whatever reason, if the chosen one finds that
his assigned spells are not appropriate for the situation at hand, he may
“burn” some of them in order to cast a spell he finds appropriate. A
higher level spell my always be burned for one of lower level.
Alternatively, the chose one may burn two spells of the same level to
gain a different spell of that level. Thus, a chosen one could burn a
prepared Heal Moderate Wounds and a Remove Paralysis spell to cast
a Dispel Magic.

The process of burning spells (either converting two for one or con-
verting a higher level spell to a lower level spell) takes one round to
complete. The chosen one may not take any other actions during a
spellburn. Furthermore, it creates something of a spectacle as divine
energy engulfs the chosen one (emanating light in a 10-foot radius
equal in brightness to a torch) and forces him to emit an involuntary
scream at the top of his lungs. Though the process is moderately
painful, it is relatively short and has no known long term effects.

CLERICS

What could be nobler or more inspiring than the fighting preacher? A liv-
ing example of his faith, the cleric does great deeds in the name of his gawd
and brings others into his faith. It is the mission of each man of the cloth to
show others how to guide their lives. He leads them down the right path and
brings divine vengeance against those that attempt to destroy or mislead his
brothers.

The cleric presents some great opportunities for role-playing, Even a weak
role-player can use the tenet of his chosen faith to guide how his character
behaves and interacts with others. In addition, with so many gawds and reli-
gions available in the days of the Gawds of Twilight Last (see the Gawds &
Demi-gawds book), a player choosing a cleric character can easily find one
that is right for him. If you love to hack, pick a war gawd; if you love to
acquire wealth, pick a gawd of commerce; if you love to manipulate others
like marionettes, then pick a gawd of magic. There is plenty of variety in
nearly every pantheon available.

Furthermore, religion in HackMaster is a great tool for the GameMaster to
craft adventures. Nearly every church needs tasks completed by their faith-
ful. They also need their coffers just a little more full so that they can better
tend to the needy. The GameMaster should present cleric characters with
ample “opportunities” to serve his church. And the player should take full
advantage of these and try to scratch and claw his way up the ranks of the
church. Ambitious players beware! You want to advance within the church
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hierarchy, but not too much. The church often expects very high-ranking
members to fulfil administrative duties and tend to local needs in areas with
large amounts of worshipers. If you are not careful, you could ger bogged
down in the boring life of an NPC church administrator, sentenced to live
out your days casting cure spells and raising the dead of hapless adventuring
parties for money. All while the real action goes on out in the frontier lands.

Most standard clerics are able to use any crushing weapon. However,
many gawds have additional restrictions or requirements. Permissible cleric
weapons by deity are included in Appendix E Unless the weapon column in
that table indicates that ONLY those weapons listed are allowed, the weapons
permitced are in addition to all crushing weapons. For those deities that list
a particular type of crushing weapon, it is simply a matter of pride for the
cleric to wield it. Unless your GM implements one, there is no game effect
for using or not using it.

DARK KNIGHTS

Of course, the dark knight is not a member of the cleric character class
group, but his potential for divine spell casting and ability to command
undead warrants some mention in this book. It is acceptable to call a dark
knight an “anti-paladin,” but doing so annoys dark knights and paladins, a
dangerous, albeit amusing game.

As described in the Player's Handbook, a dark knight gains the power to
command undead when he reaches third level. He affects these monsters as
does a cleric two levels lower. One should also note the discussion of evil cler-
ics and the undead on page 140 of the Player’s Handbook. An evil cleric may
attempt to turn a paladin or holy knight, but he does so as if he were three
levels lower than he actually is. Thus, dark knights can also attempt to turn
paladins and holy knights. They do so as a cleric five experience levels lower.
For example, a 7th level dark knight would turn paladins on the second level
cleric column of Table 12K: Turning Undead in the Player’s Handbook. His
chances for doing so depend on the paladin’s or holy knight's Hit Dice.

Similarly, a good cleric can turn dark knights at an experience level effec-
tively three levels lower than his own. A paladin or holy knight can turn a
dark knight as a cleric five experience levels lower than his own.

DRuUIDS

Ikka Pataang has declared neutrality with regard to the Wurld. He refuses
to participate or even decry the actions of other gawds and their followers,
unless they directly harm him or nature itself. As such, his “zealots” and other
followers of similar gawds have been around for untold centuries. They are
called druids, and they have their own spell list and unique powers, as well as
a unique structure to their faith. Like the natural forces they represent, they
take the long view and have had no recent upheaval in their “temple struc-
ture.” Many druids claim to have been around since before the original pan-
theons of the gawds, worshiping spitits of the wind and soil and the forces of
nature. Despite their seeming disinterest in civilized life, when eventually
roused to anger, druids command the wrath of nature itself. Perhaps this fact
has protected them from any serious effort by other faiths to move in on their
spiritual territory. Or perhaps no one else is interesting in hugging trees and
saving flea-infested squirrels.

In any case, it appears that many ancient druidic practices have remained
largely unaffected by the War of the Gawds. (For more information on the
War of the Gawds, see the HackMaster Gawds & Demi-Gawds book.)

Though druids work well in any type of outdoor setting, many of them
dedicate themselves to one particular environment. All druids may choose
general devotion to nature or specify a favored terrain. The terrain in which
they received their training is usually designated as their favored terrain. A
druid with a favored terrain gains the ability to identify plants, animals and
pure water associated with that terrain with perfect accuracy ar first level.
However, he incurs a -10% penalty (90% base success rate) to do so in all
other terrain types. He can pass without trace in his favored terrain at sec-
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ond level, but must wait until fourth level to apply that ability to other ter-
rain types.

The important aspect of favored terrain types comes into play for role-
playing and level advancement. For example, many types of coniferous trees
REQUIRE occasional forest fires to propagate. They only drop seeds when
fire activates the opening of the cones. This allows the seeds to fall into “bar-
ren ground” and gives the trees an edge (they would be smothered and or -
denied sunlight if any underbrush was alive, trees overhead, etc). Deciduous
forests tend dislike fire (most fruit trees are fairly susceptible to fire, for exam-
ple). These types of trees tend to have either seeds that are easily scattered on
the wind (maple, box elder, etc.), produce a “fruit” that is eaten and the seeds
scattered afar (apple, cherry, etc), or their seeds tend to get buried by squir-
rels (oak, walnut, etc). Man generally creates meadows deliberately for hunt-
ing purposes, but they also occur naturally ac higher elevations. Meadows
tend to be filled with flowering plants and grasses.

What does this have to do with druids? (Well, for one thing, if it's not
obvious, you should consider sticking to a lesser class!) Druids dwelling in
coniferous terrain have no problem with fire spells, so long as they are used
in moderation. At times, they may not be overly concerned if a forest catch-
es fire, but other times may be very concerned, depending on the magnitude
of the blaze and the state of the forest in question.

Deciduous druids, on the other hand, think fire spreaders must die! At
least when it comes to their favored terrain. Meadow druids take the atticude
of “nuke "em till they glow, burn "em in the dark.” — when it comes to defend-
ing their lands and themselves. They have little problem with flames and
actually tend to focus on fire and lightning based spells to attack with, and
use them with near impunity. These druids often get along quite well with
pyrotechnicians, but tend to dislike icers and despise necromancers.
However, even the worst of them are not (quite) pyromaniacs.

Each terrain type has a specific druidic order associated with it. Certainly,
the general druidic order of any particular region is the most influential. But
this variation in hierarchy leaves more room for advancement for those who
are interested in dedicating themselves to a favored terrain. Ifa character does
not select a favored terrain at character creation, he may subsequently do so
only upon paying to train for a new level of experience. As he must study the
specifics of the terrain type that interests him, he cannot do this when self-
training,

Types of Favored Terrain

Favored terrain refers to a general category of terrain, such as swamp or
mountains, not a particular area such as the Hulben Forest. There are ten
basic geographic types from which a druid can choose his favored terrain.

Aquatic terrain includes all areas consisting primarily of water, such as
rivers, lakes and oceans. This category also includes most small
islands, coastal regions and archipelagos, except those dominated by
another terrain type (such as arctic). This favored terrain includes
both fresh water and salt water.

Arctic terrain includes any region predominantly covered with ice and
snow where temperatures rarely rise above freezing.

Desert terrain is barren, flat and covered with sand or hard-packed earth.
Desert climates are extremely dry. The vast majority of deserts are
extremely hot, with daytime temperatures commonly exceeding 100
degrees, followed by much colder nights. Vegetation is sparse and spe-
cially adapted to conserve precious, precious water. Given the limited
resources, deserts tend to be unsettled and largely unexplored, which
suits this sort of druid just fine.

Forest terrain includes any woodland areas in temperate climates.
Subarctic and subtropical climates can also have forests, but arctic ter-
rain does not. Forests abound with a variety of animal species, and
vegetation flourishes. The classic druid is a friend and protector of the
forest, and most druids train in this type environment. This category
is further subdivided into coniferous and deciduous forests.
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Highlands are hills and ranges that do not rechnically qualify as moun-
- tains (less than 1,000 feet high). Often wild and rough, sparser wood-
lands, grasslands or rocky badlands are more common than true
forests. Highlands usually form an intermediate zone between low-
lands, such as plains or desert, and the true mountains they sometimes
border. Just to confuse things, “highlanders” might dwell in either
highlands proper or mountains, and many druids take this name to
sound extra cool, but they can still use only scimitars (not real swords).

Jungle terrain lies in tropical lands. “Jungle” and “rain forest” are both
overgrown with dense vegetation and trees, and teeming with animal
life. (The differences that certain pedantic scholars cite between the
two are irrelevant and arbitrary. The terrain types are the same). Such
regions are often hot, humid and hostile to most civilized people.

Mountain terrain includes high rocky peaks, typically 4,000 feet or more
above sea level, with sparse vegetation, severe slopes and jagged cliffs.
This terrain most often lies in subtropical to subarctic climates, though
temperatures vary widely with time of day and wind patterns.

Plains are flat areas with stretches of low rolling land include pastures,
meadows, fields and most farmlands. Grazing herd animals are com-
mon. Such regions are usually temperate in climate and covered with
grasses or scrub vegetation. Many of these druids show an interest in
agriculture and domesticated animals.

Swamp terrain includes bogs, marshes and other low elevation areas with
standing water or waterlogged soil. Many species of reptiles, birds,
insects and monsters live in such regions. Vegetation grows in abun-
dance and creates a peculiar, distinctive odor. Most often, the climate
is oppressively hot and humid, though some could be cold and misty.

HoLy KNIGHTS

Much like clerics, holy knights are strictly bound to serve a gawd and reli-
gion. While their power is great, their gawds hold them to a very high stan-
dard with respect to alignment, Honor and social class. Holy Knights are one
of the most challenging yet rewarding character classes. See the discussion of
dark knights for clarification on turning rules with respect to this characrer
class.

PALADINS

The paladin is the old standby of the lawful good religions. Often
ridiculed for his rigid ethical code by run-of-the-mill fighters, magic-users
and thieves, the paladin can make a great adventuring companion or dual
class for a cleric character. Though in the case of dual classing it would prob-
ably make sense to start out as a paladin to get the initial benefits of that class
before switching to a cleric group class. See the discussion of dark knights for
clarification on turning rules with respect to this character class.

RANGERS

Most rangers must be of good alignment. However, there are certain
exceptions to this such as the case of grunge elves, a.k.a. “grel.” Grel rangers
need not be of good alignment (PHB page 30). This also opens up a multi-
class combination that is available to them and no other standard player char-
acter class. Because of alignment restrictions, only a grel may choose
ranger/druid as a multi-class combination. However, that character must still
be true neutral as the standard druid.

Here is another point of clarification on rangers. Note that a character’s
Constitution bonus to hit points applies to every Hit Die he rolls. Thus, a
first level ranger would get his hit point bonus (or penalty) twice because he
begins play with two Hit Dice.
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SHAMAN

Shaman

Ability Requirements:
Wisdom 9+

Prime Requisite:
Wisdom

Hit Die Type:
1d8

Allowed Races:
Any

Allowed Alignments:
Any

Building Point Bonus:
10

Spelljacking:
no

Weapons Permitted:
by religion

Armor Permitted:
by religion

STPs:
Divine lore (bonus), lead-
ership: basic (bonus), reli-
gion: general (bonus).

A variety of humanoid races described
throughout the Hacklopedia of Beasts the men-
tion the shaman. A shaman is basically a second
rate cleric and we recommend against PCs using
this character class unless they like to be pushed
around and called “Orc breath” (which might
not be considered an insult by half-orcs). With
that said, it is included here primarily for the
benefit of the GM for use in developing races
mentioned in the Hacklopedia of Beasts who
can follow this path.

The prime requisite of a shaman is Wisdom.
Those shamans with a Wisdom of 17 or greater
gain a +10% bonus to experience points. Like a
standard cleric, a shaman must use a holy sym-
bol consistent with his religion to invoke most
of his spells. Shaman gain additional spells for
high Wisdom just as clerics do.

A shaman advances in experience level
according to Table 1C: Shaman Progression

Table. He never needs to pay for level advance-

ment training and automatically advances to the
next level once he has accumulated the required amount of experience.
When this happens, treat this advancement exactly as a normal character class
advancing without training (i.e. do not roll on the BBI table). However, he
may attend school to improve his skills (though not BBI) at any time.

A shaman must pray for spells and get sufficient rest to gain them back
after expending them, just as a normal cleric. He gains a number of spells per
day as shown on Table 1D: Shaman Spell Progression.

Shamans use armor and weapons as dictated by the requirements of their
religion or the traditions of their tribe. If the shaman follows one of the
gawds detailed in the Gawds & Demi-gawds book or a gawd detailed to a
similar degree in another HackMaster book, the shaman uses armor and
weapons consistent with those of his gawd, if they are available to him. If
they are not available, he chooses the nearest approximations. If there are no
requirements or deity details for the shaman to emulate, he uses the arms and
armor most common to his tribe.

Table | C: Shaman Progression Table

Experience  Experience
Points** Level  Hit Dice* Title
0-3,000 I 20 +1d8 Reverent
3,001-6,000 2 2 Devout
6,001-15,000 3 3 Sacred
15,001-29,000 4 4 Spirit Guide
29,001-58,000 5 5 Spirit Walker
58,001-113,000 6 6 Spirit Talker
113,001-223,000 7 7 Prelate
223,001-453,000 8 8 Mystic
453,001-903,000 9 9 Shaman
903,001-1,353,000 10 9+2 Shaman (10th level)

* At first level shamans receive 20+|d8 hit points. This twenty point
‘kicker’ is awarded at first level only. Shamans gain 2 hit points per level
after 9th.

** A shaman needs 450,000 experience points per level for each addi-
tional level beyond |4th.
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Table | D: Shaman Spell Progression
Shaman Spell Level

Level | 2 3 4 5 6 7
I | - - - - - -
2 2 - - - - - -
3 AL - - - - -
4 3 I - - - - -
5 3 2 0* - - - -
6 3 3 I - - - -
7 3 3 s o* - - -
8 3 3 3 | - - -
9 4 4 3 3 0% - -
10 4 4 3 3 | - -
1 5 4 4 3 2 o*
12 5 5 5 3 2 I -
I3 6 g T 4 2 4 -
14 6 6 6 5 3 2 o*
15 ¢l 7 5 4 2 [
16 7 7 7 6 5 3 I
17 8 8 8 6 5 3 |
18 8 8 8 6 5 3 |
19 9 9 8 7 6 4 2
20 9 9 9 7 6 4 2

* A shaman may cast spells at this level if he has bonus spells for his
Wisdom score.

Powers: Unless the shaman’s tribe and religion is one that has a particu-
lar interest in the undead, a typical shaman has no power to influence
these creatures as a standard cleric does. However, most shamans can
use the Chant and Prayer spells once per day in addition to their nor-
mal retinue of spells. Other granted powers of comparable strength are
possible depending on the nature of the religion and tribe thac the
shaman serves. Specific variations of shaman granted powers are pre-
sented in individual Hacklopedia of Beasts entries.

ZEALOTS

Over the last few decades, a new phenomenon has begun in the holy (and
unholy) orders of Garweeze Wurld. Traditional standard clerics have been
around for centuries, but recently cleric types with a special devotion have
appeared. The zealot is an especially dedicated follower of his gawd. While
clerics worship and serve, the zealot lives only to advance his deity’s cause.

Specialty clerics, or zealots, are a relatively new phenomenon, but they are
quickly gaining great influence in all the temples of Garweeze Wurld. Some
traditional clerics even fear that they will one day be replaced and all temples
will consist entirely of these zealots. All clergy keep these struggles to them-
selves, of course; no need to worry worshipers and congregations.

A member of the zealot class holds that he is even more devored to his faith
than the standard cleric. He lives and breathes his faith. His powers and
spells more closely match the influence of his gawd. He takes enthusiasm for
promoting his church up a notch.

Note that the zealot character class is not the same as the Zealot entry men-
tioned in the Hacklopedia of Beasts Volume 8. Those Zealots detailed in the
HOB are among the more unstable members of society and they are, in fact,
rarely even members of the cleric group. Clerical zealots as described herein
generally don't like the self-proclaimed Zealots as described in the
Hacklopedia because they believe the stupid fanatics give all fervently reli-
gious people a bad name. Clerical members of the zealot class have bigger
plans that dont usually involve self-destruction. They plan to conquer the
wurld one non-believer at a time.

One should not confuse the zealot character class with the cleric followers
described on page 35 of the GMG either. Those zealot followers are dedi-
cated worshipers of the cleric’s faith who have chosen to follow him and do
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not necessarily even have a character class to speak of. Most of them start out
as 0-level men-at-arms.

Clerical Zealots have special powers and abilities that even standard clerics
of the same gawd do not have. They are not more or less powerful, but their
powers vary from their brethren and from each other. Each is a unique class.
There is litcle in the way of choice or individuality in the zealot classes — and
no true zealot would want it any other way. Their gawds tell them what o
do and that's the way they like it. In return, the zealot gains special rewards
for his extreme and undeniable faith.

They cannot multi-class (unless specifically stated otherwise in a descrip-
tion for a specific gawd's zealots) nor can they dual class. Being a zealot
requires a degree of concentration that must be constant and absolute, and
allows no room for other education. (Even bringing it up can get you smote
from above.)

Zealots are members of the cleric group, regardless of the specifics of their
class abilities. They can use any magic items allowed to the cleric group, so
long as they do not violate other restrictions (meaning thar they cannor use
magic swords unless they can also use mundane swords). Certain zealots can
also use magic items that may be otherwise restricted by class; their individ-
ual descriptions note this.

““Guardian Angels”

At 5th level, a zealot gets special attention. His gawd assigns him a special
minder, appropriate to his alignment (modrons for lawful neutral, etc.) This
creature watches over the zealot, ensuring his loyalty and acting as an advo-
cate for his client in the gawd’s organization. Such a direct contact can be
incredibly useful for a zealot. A single creature sees to the administration of
his powers and assigning his spells. So long as the creature is content, this
arrangement remains especially amicable.

The zealot can even summon his “guardian angel,” once per week, in dire
situations. His chance to successfully Gate in the being is equal to 1% for
each experience level. Of course, one way to upset the being is to get it
“killed” (banished to its home plane) in such an encounter. The downside of
having a single entity taking care of spells and powers is that the zealot must
be certain to keep it happy. Guardian angels serve their gawds, not their
zealots, and they have their own minds, opinions and concerns. They can
impose alignment (and even encumbrance!) audits on their zealots. If you
think alignment is a serious matter for all characters (much less cleric types),
just imagine how a gawd treats a zealot who strays enough to earn even a few
alignment infraction points!

Basically, the intent of the guardian angel is to keep the zealot on the
straight and narrow as much as to provide some measure of protection. For
you GMes, the guardian angel is a good way to screw over your players since
the guardian angel is likely much more picky with regard to behavior and atti-
tude that a busy divine entity is likely to be. Sure, the gawds do nor like it
when you act outside the faith but they often do not really have time to worry
about focusing on individual worshipers. Thar is why they have their min-
ions like guardian angels. For you players, just remember to keep your
guardian angel happy and keep a tight leash on your alignment infraction
points.

Speaking of which, what about all those restrictions? A zealot may be
physically capable of violating a restriction of his faith, but he gains 3 AIPs
each time he does so, in addition to any other effects. Violating a restriction
three times is certain to bring direct and painful punishment from superiors,
while four or five times is likely to bring down some divine wrath (not to
mention the usual penalties associared with alignment change).

The Gawds of Twilight Last are the principle gawds that have the influence
and/or patience enough to have both zealots and clerics. Clerics of some
gawds listed in Gawds & Demi-gawds get special abilities, but those lesser
powers usually need all their followers cooperating and on the same track —
otherwise it gets confusing. Thus, it is rare to find zealot classes among gawds
of lesser stature. There are a few though, and these are mostly due to the
zealot order being established and then the gawd being demoted from the
Gawds of Twilight Last. An example of this is the Feeble Gawd, who does
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have a zealot order though he is only a lesser gawd and does not currently
hold a position on the Gawds of Twilight Last.

ZeaLOT GRANTED POWERS

Many zealots have special granted powers similar to certain spells. If the
granted power is a duplication of an existing spell, unless otherwise specified
it follows the rules for that spell with regard to things like casting time, area
of effect, range, duration, etc.. Certain powers granted to zealots cross sever-
al religions and do not duplicate exactly any existing spells. The following
paragraphs describe these powers. For those granted powers that do not
duplicate spells and are not described herein, the casting time of each power
should be assumed to be one segment unless otherwise specified. If the zealot
is hit during its invocation of a special power, that use of the special power is
ruined just as if the cleric had been hit while casting a spell (though inter-
rupting the use of a granted power never results in mishap).

Fascination: This power works just like the second-level magic-user spell
Fascinate, except that the zealot does not have to use verbal compo-
nents. The GM may define this power as working one of two ways.
Either it can be used in combat (in which case it can be used against
only one target at a time), or it cannot be used in combat (in which it
can be used against a number of targets equal in HD to two times the
zealot’s experience level). In either case, the zealot can use the ability
three times per day. If the target makes his saving throw, he will not
recognize that the zealot was using magic against him.

Incite Berserker Rage: This power allows a zealot to inspire a fighter
(anyone belonging to the fighter group) to enter a berserker-like rage.
The combatant must be willing to have this war blessing bestowed
upon him,

It takes one round for a zealot to incite a single combatant to berserk-
er rage; the rage lasts six turns. A zealot can use this power on any
number of fighters per day, one at a time. A zealot may incite a com-
batant to berserker rage only once per day; even if a different zealot
tries it on him, he cannot incite a fighter to a second rage in the same
day.

The rage isn't identical to the abilities of the true berserker. However,
it does give the combatant a + 2 to attack and damage for the duration
of the rage. While enraged, the warrior cannot flee from a fight; he
cannot leave the field of battle until there are no enemies to face him.
Once he does leave the field of battle, he can choose whether or not he
will emerge from the rage or sustain it; a combatant would sustain it if
he felt thac another fight was likely to take place soon. When he
emerges from the rage, the fighter takes no extra damage or ill effects
unless he is lawful; in this case, he might suffer an Honor penalty for
rash behavior or similar effects.

Soothing Word: With this power, the zealot can remove the effects of the
Fear spell or can sway the attitude of a hostile crowd or mob.

The zealot can use this power three times per day. A single use can
either: Dispel one application of the Fear spell on one victim; elimi-
nate one person’s hackfrenzy or hacklust; or momentarily calm down a
number of characters or monsters (equal to 2x the zealot’s experience
level in hit dice; therefore an 8th level zealot could momentarily calm
16 HD of an angry mob, for instance).

This power is primarily useful for getting the attention of an angry
group of people and allowing the zealot to address them. The combi-
nation of the soothing word, the respect that many cultures have for
their zealots and the speaking abilities of many zealots can often defuse
an angry mob.

Zealot Prime Requisites

Many of the zealot classes have abilities other than Wisdom listed as their
prime requisite. These ability scores are in place of Wisdom as a prime req-
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Table |E: Zealot Progression Table
X-sided
Dice for
Experience Experience  Accumulated Level
Points Level Hit Points Title
0-2,200 ! 20+1dX* Zealous Altar Boy
2,201-4,500 2 2 Zealous Acolyte
4,501-9,500 3 3 Zealous Brother
9,501-19,000 4 4 Zealous Layman
19,001-38,000 5 5 Zealous Adept
38,001-78,000 6 6 Zealous Friar
78,001-144,000 7 T Zealous Curate
144,001-288,000 8 8 Zealous Preacher
288,001-576,000 9 s Zealous Priest
576,001-864,000 10 9+2 Zealous Perfect
864,001-1,152,000 Il 9+4 Zealous Canon
1,152,001-1,440,000 12 9+6 Zealous Deacon
1,440,001-1,728,000 13 9+8 Zealous Abbot
1,728,001-2,016,000 14 9+10 Zealous Evangelist
2,016,001-2,304,000 15 9+12 Zealous Prior
2,304,001-2,592,000 6 9+14 Zealous Prelate
2,592,001-2,880,000 17 9+16 Zealous Rector
2,880,001-3,168,000 18 9+18 Zealous Vicar
3,168,001-3,456,000 19 9+20 Zealous Patriarch
3,456,001-3,744,000 200 9+22 Zealous High Priest
* At first level zealots receive 20 points + |dX. This twenty point *kicker' is received at first
level only, The type of die each zealot is entitled to is described in that zealot's description.
¥k Zealots gain 2 hit points per level after the 9th.
k288,000 experience points per level for each additional level beyond the 20th.

uisite (as per the standard cleric class). All of these prime requisite abilities
need to be 16 or above in order for the zealots to gain an experience point
bonus as the standard cleric. All zealots advance in experience level according
to Table 1E: Zealot Progression Table.

Zealot Spelljacking

Some zealots have the power to spelljack as other magic-users such as bat-
tle mages or illusionists. The inherent danger associated with spelljacking
creates a chance of spell mishap. This is true even for zealots who cast divine
spells that are not ordinarily subject to spell mishaps. That’s what you get for
pushing the bounds of magic. Even so, zealots still do not suffer spell mishap
chances for wearing armor as magic-users do. Even the gawds of fare are not
usually that cruel. Use the spell mishap table in the GMG for determining
the results of zealot spell mishaps.

Zealot Weapons

Each zealot class has a heading for weapons permitted and weapon of
choice. The weapons permitted are those allowed by the rules of the faith for
the zealot class. Refusing to respect such rules will likely cause problems for
the miscreant character as he will lose station in his church and his gawd or
its minions will possibly even punish him. The weapon of choice is more a
matter of honor for the pious zealot. Zealots must make reasonable efforts to
use their defined weapon of choice or they suffer honor penalties. At the
GM'’s discretion, an approximate honor hit of one point of temporal honor
per combat without the weapon of choice is a reasonable penalty. There is
some flexibility in this policy. If logic dictates, it may be acceptable to use
other weapons. For example, if a weapon of choice is a mace, it would be
acceptable for the zealot to use ranged attacks against his enemies before clos-
ing to melee without suffering an Honor penalty. Furthermore, if a zealot's
weapon of choice is a longsword but he is fighting a skeleton, it would be
acceptable for him to choose a crushing weapon (assuming these are permit-
ted by his zealot class) in order to more effectively damage his foe. In the case
of magic weapons, all other things being equal, the zealot should still use his
weapon of choice even if a magic version of a different weapon is available.
The exception to this is a case in which one requires a magic weapon to injure
his foe. Then it would be acceptable to use a weapon that is not a weapon of
choice without an Honor penalty (again assuming the magic weapon in ques-
tion is one allowed by the rigors of the faith).
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ZeaLoTs OF BENYAR, GAWD OF EMPIRE

Title: Imperius

Alignment: Lawful good

Ability Requirements: Intelligence 12, Wisdom 12, Charisma 14
Prime Requisite: Charisma

*Hit Die Type: d8

To-hit Progression: Cleric

Saving Throw Tables: Cleric

Building Point Bonus: 4

Spelljacking: Yes (as battle mage)

Spell Spheres: Devotional 7, Charm 7, Combat 3, Divination 5, Healing
2, Necromancy 2, Summoning 2, Warding 3

Turn/Command Undead: As cleric 2 levels lower
Weapon of Choice: Spear

Weapons Permitted: Any puncturing weapon
Armor Permitted: Any

Allowed Races: Any

STPs: Gains the orchestrate task and basic leadership skills at 51% each
at no initial cost.

Other Requirements: Zealots of Benyar who fall into dishonor lose all
their powers and spells until they can return to average Honor.
Similarly, they cannot stay in the "too much Honor" range for more
than one week without losing their powers.

Symbol: A ankh with the cross bar made to appear as wings
Holy Symbol: A medallion in the shape of the symbol worn around the

neck

Restrictions: When at a temple, clergy of Benyar all follow the same rou-
tine: sleep, prayer, exercise, prayer, breakfast, manual labor, prayer,
lunch, administrative labor and written work, audiences with various
folk (government officials, other clerics, worshipers, visitors, etc.),
prayer, dinner, prayer, sleep.

This routine does not vary from any temple, and so any clergy of
Benyar are expected to participate and ask no questions. Even if a
badly wounded party including a cleric of Benyar arrives a temple in
the early morning, the rest of the party will be directed to a waiting
room (and given minimal healing so that characters won't die), and
tended to in the afternoon. (The clergy would not even discuss dona-
tions until then.)

A Zealot of Benyar cannot lie, even when under magical influence. He
will not be able to communicate in any way if some force attempts to
force a lie out of him. They receive the truthful quirk upon character
creation (without the associated BPs) and may not take the chronic liar
quirk (the player must spend a BP to re-roll or he cannot qualify for
the zealot class.

Background: The followers of Benyar have used the gifts of their liege to
show others how to live and to increase their own power. All empires
and large states owe much of their existence to the systems and theo-
ries introduced by Benyar’s temple including notions ranging from
fealty to property tax. With the ascendance of Benyar to leadership of
the divine alliance called The Empire, his clergy have risen to promi-
nence in many areas. Benyars church is particularly strong in
Fangaerie.

LAWFUL GoobD ZEALOTS

_HACKMASTER: ZEALOT’S GUIDE TO WURLD CONVERSION

The order works to prevent or lessen the devastation of wars between
states where they have significant influence. If they have little or no
influence, typically the church supports efforts by governments in
neighboring areas to annex the unfortunate realms and "civilize ‘em".
While the church does not actually rule over an area, they seek to act
as advisors and powers behind the scenes of strong, orderly adminis-
trations,

Zealots’ Relationship to Standard Clerics: Benyar's order is as strict and
orderly as he demands. Standard clerics hold most of the lower rank-
ing positions, while zealots are a sub-order of clite clergy. Upon
achieving first level, a zealot is already of the third rank and can com-
mand standard clerics of levels 1 through 3. Zealots tend to rise quick-
ly through the higher ranks. On the other hand, more is expected of
the zealot and thus all disciplinary penalties handed to a zealot are
double those of a standard cleric.

Special Powers: Fascination. Zealots of Benyar can use Domination (as
the 5th level magic-user spell) once per day. This ability has a radius
of 5 feet per level and lasts 1 round per level. The magical compulsion
wears off, bur the target will view any suggestions or missions given
while under its influence in as favorable a manner as possible (unless
they directly oppose his alignment or belief system).

Holy Days: All followers are expected to attend services on the morning
of every Sa'Mar. Adventuring clerics must attend foreign churches of
Benyar of hold these services themselves regardless of where they may

be.
Rituals

All Followers: The clergy of Benyar keeps detailed records and assigns a
complex series of demerits and rewards for those who skip or faithful-
ly attend services. Typical "penance” includes doing chores for clerics,
cooking and/or serving meals for indigents, cleaning the streets, minor
guard duty, and light paperwork.

Zealots: Imperius must gather on the morning before each full moon
(Arlora) to celebrate their gawd and red-dedicate themselves to the
cause of empire. They must kneel on the right knee when saying
prayers and invoke the power of righteous rulership (before praying for
spells - or else they cannot get any!). Those unfortunate followers who
are without a right knee may situate themselves in a similarly reverent
manner when praying,

ZeaLoTs oF KazaAR-FREEM, GAWD OF PEACE
AND TRANQUILITY

Title: Peacenik

Alignment: Lawful good

Ability Requirements: Wisdom 15, Charisma 13
Prime Requisite: Wisdom

Hit Die Type: d6

To-hit Progression: Magic-user

Saving Throw Tables: Cleric

Building Point Bonus: 6

Spelljacking: Yes (as battle mage)

Spell Spheres: Devotional 7, Charm 5, Healing (no reversals) 6, Warding
7

Turn/Command Undead: Turn as cleric 2 levels higher
Weapon of Choice: Quarterstaff

Weapons Permitted: Quarterstaff, club
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Armor Permitted: None
Allowed Races: Any

STPs: Gains diplomacy skill at no initial cost. Also, gets three rolls of the
mastery die for each purchase of the skill. Gains parley skill at not ini-
tial cost.

Other Requirements: Anyone who has ever killed a human, demi-
human, or humanoid cannot become clergy of Kazaar-Freem.

Symbol: Golden coconur shell
Holy Symbol: Coconut shell

Restrictions: Can never cause permanent damage to a living creature,
must attempt to resolve any dispute without violence

Background: Clerics and zealots of Kazaar-Freem seek to peacefully set-
tle all disagreements. Those who rise high in the organization are easy-
going, friendly people with a knack for calming people and settling
disagreements.

Peaceniks tend to the health and general mental attitude of their fol-
lowers and communities. Zealots often travel the lands promoting a
peaceful way of life. Their goal is to avoid raising arms, even in self-
defense, to prove the superiority of their way of life. Many have been
grievously injured and killed in attempts to prove their point. Those
who fail this test of faith and defend themselves lose a point of tem-
poral Honor with each transgression. However, those who suffer a
critical hit while avoiding the urge to defend themselves gain triple the
Honor points associated with such an event.

Zealots’ Relationship to Standard Clerics: Standard clerics tend to view
zealots with envy, believing that the peaceniks are closer to their gawd
than any other mortal. Many regret their inability to avoid defending
themselves.

Special Powers: Soothing Word. Fascination. Zealots are always calm,
even when under magical influence or serious threats. Those with vio-
lence in their hearts who attack a zealot of Kazaar-Freem must save ver-
sus spells or suffer a—2 to-hit and -2 to damage. This lasts two rounds
for every experience level of the zealot.

Peaceniks also gain a +4 on all saving throws against violent spells.
They gain an additional spell at each spell level.

Holy Days: The first day of summer, the last day of winter. Local regions
also celebrate the anniversaries of major peace treaties.

Rituals

All Followers: Services of Kazaar-Freem involve a lot of meditation and
sometimes quiet, almost whispered, messages from serene, high-rank-
ing members of the order.

Zealots: Zealots must participate twice per year in the Tranquility, when
temples gather to literally make swords into plowshares. They espe-
cially like to do this to magical swords. The clergy then give these
plowshares to farmers who follow Kazaar-Freem.

ZEALOTS OF LuviA, GAWD OF JUSTICE

Title: Scale

Alignment: Lawful good

Ability Requirements: Intelligence 13, Wisdom 16
Prime Requisite: Wisdom

Hit Die Type: d8

To-hit Progression: Cleric

Chapter |: Character Classes

Saving Throw Tables: Cleric
Building Point Bonus: 6
Spelljacking: No

Spell Spheres: Devotional 6, Charm 3, Divination 7, Healing 2, Sun 2,
Warding 5 .

Turn/Command Undead: As cleric 1 level lower
Weapon of Choice: Mace

Weapons Permitted: Crushing only

Armor Permitted: Any

Allowed Races: Human, elf, half-elf

STPs: Gains rules of fair play skill at no initial cost. Gains ancient his-
tory and general religion at no initial cost. May purchase the poker
face skill for an initial cost of 1 BD

Other Requirements: Though zealots of Luvia do not need to begin
blind, those who have the blindness flaw (NOT just blind in one eye)
gain 8 BP if cherry picking, 27 if rolling. Zealots must also confess all
lies and unjust deeds they have committed before entering the priest-
hood, however trivial outsiders might judge such chings.

Symbol: A scale

Holy Symbol: A miniature set of scales that must function properly when
consecrated

Restrictions: May not attack last of a species. In fact, must defend the
last of any species, even against allies. Scales must attempt to intervene
and resolve any disputes they encounter. Zealots cannot lie except
under magical compulsion (for which they must still atone). They
receive the truthful quirk upon character creation (without the associ-
ated BPs) and may not take the chronic liar quirk (the player must
spend a BP to re-roll or he cannot qualify for the zealot class.

Background: Zealots are unflinching in their quest for justice. They
insist that justice must be done, even if long delayed, and make great
efforts to bring in those who commit unjust acts.

Zealots of Luvia are often called upon in smaller communities and by
those unwilling to subject themselves to legal decisions by lesser
judges. When judging any dispute, the zealot must imitate his gawd
by tying a white blindfold around his eyes (even if he is actually blind).
In lawful good societies, the clergy of Luvia often serves as magistrates
and judges. Often they hold court in their temples.

The church of Luvia prefers to dress its temples and clergy in gold.
They use real gold gilding whenever possible, but also make extensive
use of cloth-of-gold and brass. Zealots wear yellow and gold clothes,
but surprisingly rarely adorn themselves with a gaudy collection of
jewelry.

Zealots' Relationship to Standard Clerics: The numerical dominance of
zealots or standard clerics in this church varies from region to region.
In some areas, there are more zealots, in others more standard clerics.
The leaders of any temple are all from the majority group. Whichever
order has the majority runs the temple, but of course they treat the
minority clergy fairly.

Special Powers: Blind justice: If the zealot misses his target with his first
attack (missile, melee, or magical) of an encounter, the target auto-
matically misses the zealot, also. However, if the targer attacks first and
misses the zealot automatically misses on one attack artempt. Note
that the zealot cannot avoid this penalty by using some means of attack
that does not require a roll — he misses on his next attack regardless of
when it takes place.
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Zealots of Luvia can prepare and cast Detect Lie in the place of any
2nd or 3rd level spell slot. At 10th level, they can use Detect Lic as a
special power, without preparation or prayer, twice per day. Ar 16th
level, a zealot of Luvia can Detect Lie at will.

Scales gain a +2 on all saving throws against illusion/phantasm spells

and effects.
Holy Days: Day of Justice on the 14th of Nardur'Kiev, Gronger Fest
Rituals

All Followers: Followers of Luvia must atone for unjust acts and lies at
service every Sa’Mar.

Zealots: On the Day of Justice, zealots of Luvia gather from far and wide
with disputes (as record or actual disputing parties) that they have
been unable to resolve. There, the High Priest of Luvia dispenses jus-
tice in the name of the gawd with amazing skill and rapidity. One after
another, he processes long lines of claimants, never waiting more than
ten seconds to decide any case. They say he must commune with the
gawd for three full days and that during the event, he is more divine
than mortal. Kings and peasants alike may join the line, but no one
gets special treatment — what everyone gets is plain justice (whether
they like it or not). Every inhabitant of Garweeze Wurld has the right
to attend this Day and receive a judgment once in his lifetime. The
gathered zealots make certain that the dictates of the gawd are fol-
lowed.

ZEALOTS OF SUMAR-FAREEN, GAWD OF BIRTH
AND LoVE

Title: Ardorhearts

Alignment: Lawful good

Ability Requirements: Wisdom 10, Com 12
Prime Requisite: Wisdom

Hit Die Type: d8

To-hit Progression: Cleric

Saving Throw Tables: Cleric

Building Point Bonus: 7

Spelljacking: No

Spell Spheres: Charm 7, Combat 7, Devotional 7, Healing 7, Sun 5,
Warding 7

Turn/Command Undead: As cleric of equal level
Weapon of Choice: Unarmed atrack

Weapons Permitted: Lasso, net

Armor Permitted: Any

Allowed Races: Any

STPs: Gain the customs and etiquette (choose culture), religion (gener-
al), maintenance/upkeep, shaving/grooming, dig hasty grave, dig
proper grave, seduction (art of), graceful entrance/exit, and social eti-
querte skills at no initial cost. May take the divine lore and mingling
skills for a cost of one fewer BP. May take the divine shield, divine
smite and follow-through healing talents for a cost of 2 fewer BDs
(each).

Other Requirements: None
Symbol: A cupped pair of hands
Holy Symbol: A tiny model of a cradle

Restrictions: None

Background: Because this gawd’s interest is in the safe and successful
birthing of children and their subsequent protection and nurturing,
her zealots take those interests to heart. Because of the gawd's protec-
tive aspects, they tend to learn fairly powerful combar magics. They
are especially vigilant in some areas of the world against the type of
monsters who prey on babies and children.

Zealots of Sumar-fareen are charged with promoting love whenever
possible — especially by removing obstacles to it. When star-crossed
youths wish to marry, zealots of this sect interfere to convince their
families of the rightness of it. When a marriage collapses under the
weight of distrust or disinterest, the zealots try to counsel the spouses
into reconciliation. When one of the faithful falls in love with some-
one who doesn't reciprocate that love, the zealots use nearly every
means at their disposal to encourage the disinterested party fall in love
with the more devout character. Ardorhearts believe in marriages of
love, not of convenience or politics, and so conspire to keep young
lovers together when those lovers might be parted by their families’
wishes or by the prejudices and responsibilities of their social classes.

Zealots' Relationship to Standard Clerics: Zealots are on very good
terms with standard clerics. In fact, they definitely come together and
love one another, as is only proper for the pious faithful of Sumar-
Fareen.

Special Powers: Soothing Word, Fascination. Zealots can build their
strongholds and gain followers at 8th level. These followers consist of
one 5th level cleric, three 3rd level clerics, and six 1st level clerics, all
of the same order, plus one 3rd level paladin and seven 1st level fight-
ers to act as guards and soldiers. The cleric may take the following on
adventures: two clerics and two fighters of his choice, and the paladin.
The zealot order pays for half of the cost of stronghold construction ar
8th level. The stronghold must act as a maternity hospital for the local
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community, and may turn away no woman who is close to having her

- child.

The ardorheart may prepare and cast Befriend as a 1st level cleric spell.
Because of the love in their hearts, they gain a +4 bonus against any
type of negative emotion-affecting ability, particularly fear effects and
spells such as Emotion. However, against any type of positive emo-
tion-affecting ability (such as Emotion: Friendship, Hope or
Happiness) they get a -4 penalty (they are more susceptible).

Holy Days: The Feasts of Erdinborg: The Feast(s) of Erdinborg is a week-
long affair celebrating a religious unifier of ancient times. Saint
Erdinborg is supposed to have achieved the unification of several reli-
gions so that those of good alignment can now generally work togeth-
er and live in harmony. He is honored and revered by many temples
and churches, although the exact practices in celebrating his achieve-
ments vary. Many, particularly the wealthy, take the opportunity to
hold an elaborate series of banquets and entertainment events. Some
even forget the religious significance of the holiday and simply use it
as an excuse to party. Of course, the ardorhearts are quick to remind
these people of the unifying significance of the holiday. The festivities
usually last for seven days, beginning on Monz Tera 11th.

Rituals

All Followers: Followers greet one another with a kiss on both cheeks.
They hold hands in circles while they pray.

Zealots: Zealots are required to perform three selfless good deeds per day.
When they perform the deeds for others they try their best to convince
the person whom they have helped that it is their duty to go out and
likewise help three additional people, should the opportunity present
itself. In this way, they try to set loose chain reactions of fellowship
and kindness towards others.

ZEALOTS OF ZEUS THE DIMINISHED, GAWD OF
LIGHTNING

Title: Astrapies

Alignment: Lawful good

Ability Requirements: Strength 12, Wisdom 12
Prime Requisite: Wisdom

Hit Die Type: d8

To-hit Progression: Cleric

Saving Throw Tables: Cleric

Building Point Bonus: 1 (see STPs)
Spelljacking: No

Spell Spheres: Devotional 7, Combat 5, Divination 5, Elemental Air 7,
Summoning 6, Traveler 3, Warding 2, Weather 7

Turn/Command Undead: As cleric of equal level
Weapon of Choice: Spear

Weapons Permitted: Javelin, spear, dart

Armor Permitted: Shield only

Allowed Races: Any

STPs: Gains the basic leadership and weather sense skills at no addition-
al cost. Gains a +2 to hit and damage when using permitted weapons.
May purchase javelin and dart bonus talents regardless of race.
Receives 10 BP to spend on any social interaction skills.

Other Requirements: None

I5

Symbol: An eagle, ram, or oak tree

Holy Symbol: All holy relics of Zeus's church incorporate one of his sym-
bols. Typically they use a medallion with one of the three symbols on
it.

Restrictions: Cannot ride horses (though riding in a wagon or chariot is
allowed). Followers must attach themselves to one temple of Zeus and
may only commune there (and at least once a month). Failure to do
so greatly reduces the chances of advancing in the church hierarchy
and could even lead to spell penalties such as a reduction in the num-
ber granted at the discretion of the GM. Word of Recall will always
draw them back to this temple.

Background: Followers of Zeus believe he should be the supreme ruler
above all other gawds and that the other gawds are out to get him.
They frown upon worshipers of other gawds, especially those who fol-
low other members of the Greck pantheon. Those gawds once hon-
ored Zeus as their supreme leader. Zeus' followers also believe that
since Zeus wears nothing but a toga, they must do likewise.

Zealots seek to restore Zeus' prestige despite his diminished role in the
divine hierarchy. To achieve this end, they have taken to an extreme-
ly orderly and lawful form of worship, in contrast to the olden days.
They theorize that Zeus' previous chaotic nature (before the War of the
Gawds) contributed in some small way to his loss of status, and now
seek to use their influence in the most effective manner. Currently,
many spend long nights attempting to determine the pattern behind
the lightning Zeus controls. They insist that there is a pattern and that
they need only have enough faith and cleverness to uncover it. Zealots
believe that when this pattern is found, they will be able to manipulate
the lightning almost as well as their liege.

Zealots' Relationship to Standard Clerics: Zealots interact freely with
any worshipers of Zeus. However, all of Zeus'’s followers, zealot or
standard, must pray for atonement (not per the Atonement spell, just
prayer) after dealings with clerics of other sects (except for hostile deal-
ings, of course). Technically, the zealot and standard cleric orders are
administered separately, even though each cleric or zealot has well
defined areas of authority and responsibility. Every cleric knows to
whom he can give orders and from whom he must take orders. If he
receives orders from someone other than one of his two direct superi-
ors (one a zealot and one a standard cleric), he must inform both. The
highest ranking servant of Zeus (whether originally a zealot or a cler-
ic) commands both orders and receives orders directly from the head
of the entire church (Zeus or his designated divine minion).

Special Powers: At fifth level the zealots of Zeus may summon a
Lightning Bolt (as the 3rd level magic-user spell but dealing 1d6-1
point of damage per level) once per day (without special prayer prepa-
ration). They can do this twice per day at level 10, three times per day
at level 15. At 20th level, the zealot gains the ability to Shape Change
into a giant eagle as per the druid ability.

Holy Days: The Day/Night of Remembrance. Every Aramar is consid-
ered a day of worship to Zeus.

Rituals

All Followers: On the Day of Remembrance (Freta"Kerz 9th) followers of
Zeus take 2 moment of silence to remember fallen comrades. During
the Night of Remembrance, followers attend a large party wearing
nothing but togas. The Night of Remembrance is also the one time of
the year when Zealots and other followers really let loose and party in
a throwback to honor the previous days of Zeus' reign when things
were more care free. It is rumored that alignment infractions for cer-
tain "unlawful" activities are easily forgiven on this night. This hap-
pens to also be the anniversary of the day Zeus regained control of the
Greck Pantheon (being the day after Pan’s Party). All followers spend
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4 hours of the day in meditation at their designated place of worship
every Aramar (Thursday).

Zealots: The duties of zealots of Zeus are to expand the rule of Zeus.
They accomplish this by word of mouth of their good deeds and
involvement with the destruction of anything evil or chaotic. The
zealots will assist anyone who asks for their assistance with a lawful
deed. A high-level zealot is always the host at the Night of
Remembrance celebration.

LAWFUL NEUTRAL ZEALOTS

ZeaLoTts oF THE FEEBLE GAwWD, GAWD OF
MYSTERIES

Title: Oracle

Alignment: Lawful neutral

Ability Requirements: Intelligence 9, Wisdom 15
Prime Requisite: Wisdom

Hit Die Type: d6

To-hit Progression: Magic-user

Saving Throw Tables: Cleric

Building Point Bonus: 3

Spelljacking: Yes (as battle mage)

Spell Spheres: Devotional 7, Charm 5, Divination 7, Necromancy 7,
Summoning 6, Warding 7, Weather 2

Turn/Command Undead: As cleric two levels higher
Weapon of Choice: Quarterstaff

Weapons Permitted: Any

Armor Permitted: None

Allowed Races: Human

STPs: None

Other Requirements: None

Symbol: A bony hand afflicted by arthritis

Holy Symbol: A medallion depicting a bony, arthritic hand
Restrictions: Add 3 years to starting age

Background: The origins of the order of The Feeble Gawd are as myste-
rious as the gawd himself. Its actions and those of its members are as
enigmatic as anything is in the Wurld. Followers of The Feeble Gawd
insist that knowledge should be secret in most cases, that some (in fact,
most) people are simply not ready for certain things. When they deign
to discuss the matter further, they claim that the state of the world (or
pretty much any world) proves their point.

Many people seck out followers of The Feeble Gawd for answers to
pressing questions. Most prefer scholars, whose behavior is more
understandable, but some consult these zealots for the truly vexing
matters. Only the zealots of The Feeble Gawd have the power of
knowing, and thus despite their extremely weird behavior it's widely
accepted that if you REALLY need an answer, you need to find an ora-
cle.

The oracles generally demand some sort of payment, but no sage has
yet been able to uncover any system of determining the amount of
such payment. It can take the form of a few gold pieces or a major
quest. A character may be given an enemy’s true name for 100 gp,
while learning the best time to plant wheat could require retrieving the
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Ring of Grim Darkblaze and presenting it to the order. Sometimes a
petitioner receives his answer after standing on one leg, hopping,
clucking like a chicken for half an hour, etc.. Itis left to the discretion
of the GM to determine the cost.

Before asking a question, an outsider must swear a gawd oath to
attempt to make payment in good faith, at any cost, before receiving
an answer. To make matters worse, the answer often comes in very
cryptic form, which the questioner must then interpret. The truly des-
perate may be able to ask another question of the oracle....

Followers, clerics, and zealots have a different system for payment,
which remains a mystery outside of the order.

Zealots’ Relationship to Standard Clerics: Aside from their different
powers, the order makes no distinction between zealots and standard
clerics. Zealots do vastly outnumber standard clerics

Special Powers: Know stuff: Zealots of The Feeble Gawd have a chance
to know the answer to any particular question, given a day to research
and pray. This chance is equal to 10% per level, bur cannot exceed
95%. They can use items otherwise restricted to the magic-user class.

As a zealot of The Feeble Gawd advances in level and learns more and
more secrets of the TeraVerse but his body acquires more of his deity’s
twisted character. Each time he uses this power, and each time he
advances in level, his body becomes slightly more crippled. There is a
5% chance that he acquires either arthritis or a limb becomes useless
each time this happens.

Zealots may be party to certain secrets of the language of the gawds.
Beginning at 3rd level, a zealot of The Feeble Gawd can use a Power
Word spell once per week. The level of Power Word spell to which he
has access is equal to his level divided by three (rounded down). He
must pray for a number of straight hours equal to the power word level
that he is requesting to receive this. Thus, a 12th level oracle could use
a 4th level Power Word, while a 19th level zealot of The Feeble Gawd
could use a 6th level Power Word. These are beyond his normal allot-
ment of spells.  Of course, as described on page 112 of the
Spellslinger's Guide to Wurld Domination, those who are less than 7th
level who attempt to use Power Words must make an Intelligence
check in order to avoid a spell mishap.

Holy Days: Fret'Kerz 28 (last day of the year), in some regions also the
second Flur'mar,

Rituals

All Followers: Clergy of The Feeble Gawd initiate new followers at the
end of each year. During this year, the new follower is not told any-
thing but given numerous tasks and chores, most of which seem espe-
cially useless, such as digging holes and filling them again with dirc
from other holes. A member of the clergy must be initiated in this way
first.

Zealots: Zealots gather in secret meetings to discuss any matters relating
to their faith. They never discuss their initiation rites. It is known that
standard cleric and zealot candidates face a second Initiation one year
after becoming followers of The Feeble Gawd. Zealots face a third year
(as stated there are few standard clerics of The Feeble Gawd). These
second and third initiations take place at secret locations separate from
those of the initiation of new followers and each other. During these
initiation years, the follower receives no direct training, continuing as
a follower until the end of his third year when he begins schooling to
become first level.
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ZeaLoTS OF MARLOG, GAWD OF SAILING AND
SAILORS

Title: Sea Dawgs

Alignment: Lawful neutral

Ability Requirements: Wisdom 15

Prime Requisite: Wisdom

Hit Die Type: d8

To-hit Progression: Cleric

Saving Throw Tables: Cleric

Building Point Bonus: 4

Spelljacking: No

Spell Spheres: Devorional 5, Creation 1, Divination 3, Elemental Water
7, Healing 7, Necromancy 7, Weather 5

Turn/Command Undead: As cleric 2 levels lower

Weapon of Choice: Spear

Weapons Permitted: Crushing, spear, dagger

Armor Permitted: Chain mail or worse, no body shield

Allowed Races: Human, elf, half-elf, gnome, halfling

STPs: Gain seamanship suite of skills at no initial cost. Can purchase the
shipwright skill set for 5 BR  Gains double mastery dice when pur-
chasing weather sense and navigation skills.

Other Requirements: Must have made at least one sea voyage long
enough to require leaving sight of the coast before entering seminary
(assumed in character background).

Symbol: Gold dolphin
Holy Symbol: Medallion of a gold dolphin

Restrictions: Can never travel more than one day (about 24 miles) away
from a large lake or the ocean. Must pray for forgiveness for
Teleporting to such areas, so long as they return within 1 day.
Otherwise, they lose their highest level spells the first day, the next
highest the 2nd, and finally all their powers.

Both zealots and clerics of Marlog must use ocean water in making
holy water. They also use this for healing spells, applying it to the
wounds (it only stings enemies of the faith, they say). When raising
the dead, the body must be totally immersed in ocean water.

Zealots must participate in a sea voyage before advancing to the next
experience level.

Background: Supposedly, Marlog gave the gift of sea travel to the sentient
races long ago, showing them how to construct ships and encouraging
them to explore the seas. Followers believe that bad weather and
storms result from affronts to the gawd — if he is happy, the weather is
fine. They are encouraged to make as many sea voyages as they can,
and the faich is dominant among sailors and merchants who engage in
such trade.

Zealots’ Relationship to Standard Clerics: This order makes no official

distinction between standard clerics and zealots.

Special Powers: Sea dawgs can move up to 50% faster than normal char-
acters in water. They can also use Warer Breathing at will once per day,
per three levels. At 4th level, the zealots of Marlog can Speak with
Animals (as spell, but sea-dwelling creatures only) once per day. At 9th
level, these zealots can Control Winds once per day.

Holy Days: New and full moons (Shadara and Badra’Kar)
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Rituals

All Followers: Followers often sprinkle the land with seawater to bless an
area for a ceremony. They also do this when moving to a new home.

Zealots: Zealots cannot travel on a ship unless it has been properly
blessed in the name of Marlog. They must also pray for success before
embarking on any journey of more than two hours.

ZEALOTS OF SHANG-TI, GAWD OF THE SKY AND
AGRICULTURE

Title: Warders of Order

Alignment: Lawful neutral

Ability Requirements: Intelligence 15, Wisdom 13, Charisma 12
Prime Requisite: Wisdom

Hit Die Type: d8

To-hit Progression: Cleric

Saving Throw Tables: Cleric

Building Point Bonus: 4

Spelljacking: Yes (as battle mage)

Spell Spheres: Devotional 7, Creation 6, Divination 5, Elemental Air 7,
Elemental Fire 3, Elemental Water 7, Plant 7, Sun 6, Traveler 2,
Weather 7

Turn/Command Undead: As cleric of equal level
Weapon of Choice: Quarterstaff

Weapons Permitted: Any

Armor Permitted: Magical only

Allowed Races: Any but dwarves and gnomes

STPs: Gain administration, agriculture, civil administration, clever pack-
er, diplomacy, knowledge of courtly affairs, leadership (basic), main-
tain  self-discipline, ~maintenance/upkeep, orchestrate rtask,
shaving/grooming and weather sense skills at 51% at no initial cost.

Other Requirements: None

Symbol: Shaft of yellow light in a fist
Holy Symbol: A yellow or golden rod
Restrictions: None

Background: Zealots of Shang-Ti seek their members from the upper
classes, though they sometimes take in promising members from lower
classes to train if they need to fill out the ranks. Being the adminis-
trator of the Chinese pantheon of deities and one of the greater gawds
in charge of Nirvana has taken its toll on Shang-Ti over the years. He
prefers to take a less active role in administering his church and great-
ly rewards underlings who keep things flowing smoothly so he need
not get involved. Thus, the warders of order see their organization as
a key link in maintaining the order of the wurld and even the
TeraVerse. Consequently, any subordinate who fails to perform his
duty correctly is demoted within the church hierarchy.

Zealots’ Relationship to Standard Clerics: Warders of order are often
concerned with issues on a higher level than standard clerics. They are
considered the most honored of Shang-Ti and fill the higher ranks
within the unified order. Standard clerics minister to the masses and
assist common folk with specific agricultural concerns and favorable
weather. Zealots get involved in the bureaucratic policy making of
nations with regard to agricultural laws and practices.
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Special Powers: At 4th level, zealots of Shang-Ti can Detect Lie once per
day at will (twice per day at 8th level, three times at 12th and unlim-
ited at 16th). At 6th level, a zealot of Shang-Ti gains a Charisma of
19/01, or +75 fractional points to Charisma if it is already higher than
that. Zealots of Shang-Ti can affect weather twice as effectively as
standard clerics. For example, when using a Control Weather spell,
they have double the area, range and duration, and can alter weather
by two categories instead of one.

Targets of the zealot’s apologies suffer -1 on their save for every four
experience levels (or fraction thereof) the zealot has.

Holy Days: Harvest Days fall during the week of Barz'tera 15th through
21st. All faithful celebrate a successful harvest during this time.

Rituals

All Followers: Once per year, all followers must make offerings of jade to
the church. The more valuable this offering, the more access and
attention the follower gains.

Zealots: Zealots periodically fast for at least a week, consuming nothing
but tea. Depending upon the blend of tea they drink, these ritual fasts
and tea drinking are sometimes said to give them visions or improve
health. The timing of these fasts is rigidly set by formulae involving
the zealot’s rank, duties and the orders of the High Priest, but no out-
sider has yet determined the details of the order underlying the seem-
ingly random scheduling,

ZEALOTS OF SHONA, GAWDDESS OF GAMES AND
RituaL CoMBAT

Tite: Shonites
Alignment: Lawful neutral

Ability Requirements: Strength 12, Dexterity 15, Constitution 11,
Intelligence 12, Wisdom 15

Prime Requisite: Wisdom and Dexterity
Hit Die Type: d8

To-hit Progression: Cleric

Saving Throw Tables: Cleric

Building Point Bonus: 9

Spelljacking: No

Spell Spheres: Combat 7, Creation 3, Devotional 7, Divination 5,
Healing 7, Warding 7

Turn/Command Undead: No
Weapon of Choice: Unarmed attack
Weapons Permitted: Any

Armor Permitted: Any

Allowed Races: Human

STPs: Shonites gain the following skills at no initial cost: maintain self-
discipline, gaming, rules of fair play (at +25%), pugilism. They may
purchase any of the following skills at half the initial BP cost: crane,
cricket-in-the-peapod , eye of the tiger advantage, kidney bruiser, mor-
tal combat, and any Martial Arts combat procedure listed in the
Combatant’s Guide. Zealots of Shona may purchase any combat-relat-
ed talent at half the cost (rounded up). A combat-related talent is a
talent that affects the to-hit roll, the damage roll, Armor Class, hit
points, threshold of pain, fatigue, initiative, critical hits/locations,
called shots, etc.
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Other Requirements: None

Symbol: Three inter-woven rings

Holy Symbol: Three inter-woven rings of mail

Restrictions: All Shonites have the truthful quirk, but gain no BP for it.

Background: Shonites have existed seemingly forever. They claim that
their order is one of the few zealots’ organizations that existed contin-
uously from the earliest days, even while standard clerics dominated
the faiths of Garweeze Wurld. Ever since sentient beings held organ-
ized games of sport or competition, Shonites have been intimately
involved. Whether player, coach, judge, referee, umpire, spectator or
water boy, Shonites make their presence available at the games.

Shonites live to compete with others. Whether competing in the glad-
iatorial arena or in a friendly game of chess, a Shonite is a fierce oppo-
nent. They are as gracious in defeat as in victory; winning and losing
are less important than following the rules and giving a full and relent-
less effort. One can always count on a Shonite to play the game in the
way it was intended.

Although Shonites live for the game, they do not enjoy idle games-
manship; if the proposed competition has few or even new rules, a
Shonite will likely not participate. Fanciful games are despised as
childish and a waste of time. Thus, a Shonite will not participate in
spontaneous bets or competitions between friends. Such events are
chaotic and undeserving of the attention of Shona. Instead, they pre-
fer honorable or traditional games with long-standing rules and histo-
ry. Shonites dislike newer games, especially those that lack ritual or
theme. Nevertheless, if the new game seems well thought-out and has
a solid rule-base that can be clearly understood or documented, the
Shonite may enter and even relish the opportunity for sport.

Zealots’ Relationship to Standard Clerics: Standard clerics of Shona
admire the zealots as the perfect form of ritual warrior. The zealots
treat Shona's standard clerics with respect, although they know that
such standard clerics are inferior. Still, Shonites do not have contempt
of any kind for the standard cleric. Such clerics are like the losers of
the contest; they should be treated with respect for participating in the
game and not despised. Of course, the Shonites realize that they them-
selves are the victors in this analogy, and while all participants in the
games should receive the cheer of the crowd, it is the victors that
receive the laurels.

Special Powers: Zealots of Shona may specialize in weapons as a fighter
four levels lower (i.e. at 5th level a Shonite may specialize in one
weapon, at 9th level he may become a master in that same weapon,
etc.).

Holy Days: Any day in which a national competition is set to be played
anywhere on Garweeze Wurld is a high holy day of the Shonite.
Minor holy days vary by region, for these days are those in which less-
er events take place. High holy days must be spent participating in or
watching the competition, if nearby, or at a local minor event (spon-
sored by the zealot if need be) if the locale is too far to travel. Minor
holy days are celebrated in the same way, but the zealot need spend
only four hours at the event (although he may, of course, devote more
time to the event).

Rituals

All Followers: Followers of Shona must show a willingness to participate
in organized games and must spend at least thirty to sixty minutes per
day improving their skills or knowledge of the games and/or the ritu-
als and rules associated with games.

Zealots: All Shonites must spend several hours per day honing their skills
in competition. Of course, adventuring zealots might find it a chal-
lenge to properly balance their busy schedule. This can take the form
of practice of ritual combat, meditation, mentally walking through



__!"ACKMASTERE ZEeALOT’s GUIDE TO WURLD CONVERSION

Chapter |: Character Classes

game strategies or similar techniques. Additionally, the Shonite order
.mandates participation in all national games, from arena combat to
track and field to backgammon. Note that participation can range
from competing to sponsoring a contestant to judging to running a
vending stand or (sometimes) simply a mere donation to the event
itself.

ZEALOTS OF SKRAAD, GAWD OF BLACKSMITHS
AND FATE

Title: Toilers

Alignment: Lawful neutral

Ability Requirements: Dexterity 11, Wisdom 10
Prime Requisite: Dexterity

Hit Die Type: d8

To-hit Progression: Cleric

Saving Throw Tables: Cleric

Building Point Bonus: 7

Spelljacking: No

Spell Spheres: Combat 5, Creation 7, Devotional 7, Elemental (earth) 7,
Elemental (fire) 7, Summoning 7, Sun 7, Warding 7

Turn/Command Undead: As cleric of equal level
Weapon of Choice: Warhammer

Weapons Permitted: Any crushing

Armor Permitted: Any metal

Allowed Races: Any

STPs: Gain the armor maintenance, blacksmith  tools,
maintenance/upkeep, weapon maintenance, blacksmithing, fire build-
ing, laborer (general) and metal working skills at no initial cost. May
take armorer, shield repair (wood and mertal) and weaponsmithing
skills for a cost of two fewer BPs (each). All these skills may be stud-
ied at a later times with a -10% to the course difficulty. May take the
concentration and elemental bonus (fire) talents for a cost of two fewer
BPs (each). Gain the war hammer proficiency at no cost in slots or BI

Other Requirements: None

Symbol: A large war hammer

Holy Symbol: A miniature war hammer pendant (made of meral)
Restrictions: None

Background: As a blacksmith gawd, Skraad is the forger of weapons and
armor, and also the craftsman of gold and silver treasures. Meral-
craftsmen across the world worship him, and he sometimes visits inspi-
rations for beautiful metal goods upon lucky craftsmen.

The toilers try to advance the art of metalwork at the mortal level.
They do this by acquiring as much information as they can about
blacksmithing and other metalwork, collecting it in libraries, and dis-
tributing it to students and metalworking apprentices. Toilers try to
teach metalworking to the flock and promote weaponmaking, armor
making, goldsmithing, jewelry making, and all other sorts of metal-
work in the community and society.

Furthermore, the zealots seek to re-discover lost meralwork techniques;
this often leads them into ancient sites on expeditions of discovery.
They also encourage competitive crafting between guilds, or between
the metalworkers of different ciries.
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Zealots’ Relationship to Standard Clerics: The order places emphasis on

achievement in smithy and an individual’s actual work. As such, they
make no distinction berween standard clerics and zealots except when
absolutely necessary. They do have records of this, but any particular
official is equally likely to be a standard cleric or a zealot.

Special Powers: When using the appraising skill, toilers are able to dis-

cern the quality level of a metal-crafted item. They gain +1 to saving
throws against fire.

Zealots also have an innate "metal sense”. With a successful Wisdom
check, the zealot can tell that something is not what it is purported to
be, just by looking. This ability is most obvious when applied to fake
gold (even if magical!), but also applies to claims of "solid steel con-
struction”. While he cannot instantly judge purity or even identify the
metal, the zealot knows that the metal is not what it is being passed off
as. He gains a +1 bonus to his Wisdom per experience level (for pur-
poses of this check alone).

At higher levels, zealots of Skraad can also craft magical weapons using
only the inspiration of their gawd (bypassing the traditional methods).
He must have the appropriate skill (armorer or weapon smithing) at
75% or higher and have achieved 5th level or higher. Zealots with
advanced skill mastery make the skill check as if it were Very Difficult,
while those with Expert Mastery make the skill check as if it were
Difficult and those with Master level skill mastery make the skill check
as if it were an average task. See GMG page 71 for information on
skill check modifiers by level of difficulty. The zealoc must pray to
determine the best time to attempt constructing this item, which usu-
ally takes place during some important celestial event. The final day
(and often night) of construction must occur at that time or the effort
will fail. The zealot invests part of himself (in the form of experience
points) and must use the finest materials. The quality of the item must
be superior or extraordinary. If the skill check is successful roll on
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Table 11F: Standard Quality of Work on page 142 of the GMG to
determine the level of quality. Remember to add 1% to the roll for
each skill point above professional status (65% skill mastery). The
magical bonus of the completed item can be as high as +1 for a 5th-
7th level zealot, +2 for 8th-10th, +3 for 11th-13th, and +4 for 14th to
17th.  Successfully creating such an item costs 1,000 EP per magic
bonus or special power. These EP are lost and cannot be Restored, but
can be regained normally. The zealot must be able to lose these EP
without losing a level or he cannot even attempt the construction of
the item. Once in his lifetime, at 18th or higher level, the zealot can
construct a (non-artifact) special weapon or special armor from the
GMG. His success is considered a measurement of his faith and devo-
tion.

Holy Days: All followers participate in semiannual events where mertal
goods of all sorts are displayed and promoted (before the throne or in
market). 2

Rituals

All Followers: Followers of Skraad are taught that only through hard
work will they gain great things. Thus, all followers strive to engage in
hard physical labor on a daily basis, particularly around the forge.

Zealots: Even when adventuring or engaging in other nor crafting-relat-
ed activities, the toilers must engage in ritual meral crafting on a daily
basis. If they do not have the materials and equipment to perform any
meaningful work, they must engage in a pretend series of motions as
if they are crafting a piece of metal as a tribute to their gawd.

ZeALOTS OF THRAIN, GAWD OF WISDOM AND
MOUNTAINEERING

Title: Skires

Alignment: Lawful neutral

Ability Requirements: Wisdom 13
Prime Requisite: Wisdom

Hit Die Type: d8

To-hit Progression: Cleric

Saving Throw Tables: Cleric or magic-user (the better of the two at each
experience level)

Building Point Bonus: 7
Spelljacking: No

Spell Spheres: Animal 6, Combat 7, Creation 7, Devotional 7,
Divination 7, Elemental Earth 4, Healing 7, Summoning 7, Traveler
7, Warding 7, Weather 7

Turn/Command Undead: No

Weapon of Choice: Morning star

Weapons Permitted: All puncturing and morning star
Armor Permitted: Any

Allowed Races: Any

STPs: Gain the ancient history, geology, history (world), fire building,
forage for food, map sense and mountaineering skills for no initial
cost. May take the divine lore, clever packer, mapless travel and sur-
vival skill suite skills for a cost of one fewer BP (cach). Zealots must
take the maintenance/upkeep, weapon maintenance and armer main-
tenance skills.
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Other Requirements: As soon as possible after attaining 9th level, the
zealot must seck to establish a religious stronghold. The church will
pay for half of the cost of stronghold construction.

Symbol: A crown
Holy Symbol: A crown

Restrictions: Zealots of Thrain must make every reasonable efforr to be
prepared for any eventuality they might face. If they are ever caught
in need of a particular mundane (non-magical) item, it is considered a
serious transgression in the eyes of the church and their gawd, requir-
ing atonement and possible penance at the discretion of the GM. The
zealots gain the pack rat quirk (earning the full 5 BPs) upon character
creation. Furthermore, these zealots may not begin play wich the
short-term memory loss or absent-minded quirks. If these quirks are
rolled randomly during character creation, the player must spend BP
to reroll them or he does not qualify for the class.

Background: The motto of the skite zealot order is, "be prepared”.
Thrain is a gawd of common sense. Wisdom is distinct from, though
normally compatible with, formal education and conventional learn-
ing; but it is not the same. Zealots believe it consists merely of having
sense enough to know what it otherwise takes experience or an educa-
tion to learn. The learned man knows from experience when his words
will provoke a fight; the wise man knows it intuitively, instinctively.

Skites promote sensible solutions and actions on the part of the flock.
They suggest compromises and alternatives. They plan future events.
They look for trouble in upcoming events and try to head it off.
However, Thrain is not a gawd of peace, and so his zealots often advise
milicary officers, helping them plan effective strategies.

Zealots of this sect believe in education for its own sake, and work to
provide teaching to all the flock and even the general population
(when possible). They also try to act as advisors to rulers, in order to
keep them from making decisions in a too-hasty or foolish fashion.
Local rulers often give them posts as advisors.

Zealots’ Relationship to Standard Clerics: While standard clerics take
great pride in being prepared in much the same way as zealots, the
church mandate for such is not as strong for them. Thus, when work-
ing with a zealot they often tend to shirk responsibility knowing that
their zealous brethren will pick up the slack. This sometimes leads to
resentment among the two classes as the zealots feel that the clerics are
taking advantage of them.

Special Powers: Soothing Word. Immunity to Confusion and
Feeblemind spells. At 5th level, skites gain the second sight talent. At
8th level, skites gain the prophesy talent.

As the inspiration of Thrain infuses the zealot, he gains Wisdom more
quickly than even most clerics. He gains +99 fractional points of
Wisdom at 4th level, 89 at 9th level, 79 ar 13th level, and 69 at 17th
level. This is in addition to the standard fractional ability score roll
during level advancement.

Holy Days: Thrain’s Calling — The Crown of Thrain is an artifact of leg-
end that allows a worthy character to ascend to gawdhood. After such
an ascension, the Crown disappears to find itself in a new resting place
somewhere on Aldrazar. Thrain’s Calling is a holy day in which the
faithful pray that they may have the Crown delivered into their local-
ity. The requirements to find and use the Crown remain great, but
most humble commoners consider it an honor just to be in proximity
to such a device and hope to perhaps gain a glimpse of divinity. The
extra business that comes to town from pilgrims and adventurers seek-
ing their place within destiny does not hure either. It is observed on
Kras'Kerz 24th.
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draconian punishments. Among the very high number of violations is
failing to try to use a contract to abuse the other party. Clerics and
zealots of Druaga frequently draw up contracts with each other (and
with devils). They are expected to accept the consequences of these
agreements without complaints — whoever gets the better of his oppo-
nent "wins" the negotiation. The losers often suffer egregiously. Still,
zealots of Druaga can never break their sworn, written word so long as’
a real witness actually signs the contract. Doing so results in the imme-
diate loss of all clerical abilities. Many governments (usually lawful
evil or lawful neutral, but sometimes even lawful good) risk dealing
with the clergy of this gawd.

Rituals

All Followers: Checklists are a common practice among followers of
Thrain. They regularly make lists to document things they need to
accomplish for the day, week and month.

Zealots: Skites practice religious maintenance and upkeep of their
belongings and encourage others to do the same. They often sing
songs dedicated ro the faith while performing these tasks. Another rit-
ual they perform on a daily basis is the Ascension of the Crown.
During this ritual, the zealot and all his allied companions take turns
in placing the zealot’s holy symbol upon their head. This symbolic
gesture represents the hope that Thrain watches over and blesses them,
and that they can live up to the high moral character expected within
the church that may someday allow them to ascend to gawdhood.

Background: Druaga claims to be among the most ancient of gawds, as
does his order. As members of his church are the only ones who have
provided any documentation, few scholars take the claim seriously.
However, in recent decades the church has grown greatly in power.
The zealots of Druaga in particular are among the fastest growing
orders in Garweeze Wurld. The orders use any excuse, real or imag-
ined, to leverage their own power. Often they gain great influence, or
even take control, of a government after a bout with brigands or for-
eign powers. They can make their offers sound much better than they
truly are, partially because Druaga’s followers are as dedicated to fight-
ing chaos as they are to building their own power. There is remarkably
little insubordination in the power structure of Druaga’s church.

LAwruL EviL ZEALOTS

ZeaLoTs ofF DRuAGA, GAWD OF DEVILS AND
OPPRESSIVE CONTRACTS

Title: Droogs

Alignment: Lawful evil

Zealots’ Relationship to Standard Clerics: The order of droogs is allied
to but not part of that of standard clerics of Druaga. In fact, the rela-
tionship between the two is quite complex. Each order holds a docu-
ment rumored to be 1,700 pages long that details the rights, obliga-
tions, restrictions, and duties of each to the other at its main temple.
Outsiders find it best not to ask.

Ability Requirements: Intelligence 11, Wisdom 9, Charisma 14
Prime Requisite: Charisma

Hit Die Type: d8

To-hit Progression: Cleric

Saving Throw Tables: Thief Zealots and standard clerics acknowledge each other when they pass in

the street, but do not deal with cach other for any length of time with-

Building Poi : .
uilding Point Bonus: 3 out extensive contractual agreements.

Spelljankdti: No Special Powers: In addition to their ability to turn/command undead,
zealots of Druaga can command (lawful or neutral) evil extraplanar
creatures as if they were clerics three levels higher. Any devil has only
half its normal chance of breaking free of such control (if any). Droogs
can control chaotic evil extraplanar beings as clerics one level lower.

Spell Spheres: Devotional 5, Combat 4, Divination 2, Elemental Fire 3,
Summoning 7, Traveler 2, Warding 7

Turn/Command Undead: As cleric of equal level (see text)

Weapon of Choice: Mace

Weapons Permitted: Any crushing or puncturing
Armor Permitted: Any

Allowed Races: Any

They can also use any magic item that relates to the summoning
and/or control of devils (though if an item has other powers as well,
they cannot use those).

Droogs suffer no honor loss when apologizing so long as they can
point to a contract they wrote that does not, technically, prohibit their
action (or require an action of them that they did not take).

STPs: Zealots of Druaga have access to the Dragon Speak skill even if
Holy Days: The Welcoming on the Winter Solstice, The Sacrificing on

they do not meert the Intelligence and Charisma requirements. They
also gain the orchestrate task skill at no initial cost and can purchase
the skilled liar skill for only 2 BE. Additionally, they get two rolls of
the mastery die for each of the above skill purchases, even after char-
acter creation. Droogs must purchase the reading/writing skill in their
primary language (they do not ger discounts).

Other Requirements: Before becoming a droog, a zealot must have seen
a devil of some kind on the Prime Material Plane. This can be done
at a special annual ceremony (The Welcoming) welcoming new initi-
ates into the faith, where an experienced droog summons a devil to
demonstrate what the new recruits will see. Those who attempt to flee
are captured and sacrificed to the devil. Those who remain sign con-
tracts dedicating their souls to the eternal service of Druaga.

the Vernal Equinox, Re-Dedication Day on the Summer Solstice

Rituals
All Followers: On the longest day of the year, all followers of Druaga sign

riders to their original contracts, re-dedicating their souls to the deity.
No prayer to Druaga is less then five minutes long.

Zealots: Only zealots participate in The Welcoming. During the winter,

they scour the land searching for virgins to sacrifice at the end of win-
ter (the vernal equinox). This is an attempt to call the favor of their
gawd (in the form of loyal devil allies), something he does often
enough to encourage the zealots to keep trying. Usually there is some
very specific mission to accomplish, but the fall back goal is always

1 simply wreaking havoc on their enemies. These devils never attack fol-
Symbol: Tuby frace lowers of Druaga.
Holy Symbol: Ruby-encrusted mace (miniature and fake rubies are

acceptable until 10th level)

Restrictions: Those who violate the edicts of the church of Druaga face
complicated, ceremony-laden show trials before they are subject to
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ZeaLoTs oF FRANCOR'’DIEUS, GAWD OF EARTH

Title-.‘ Earther

Alignment: Lawful evil

Ability Requirements: Constitution 14, Wisdom 12
Prime Requisite: Constitution

Hit Die Type: d10

To-hit Progression: Cleric

Saving Throw Tables: Cleric

Building Point Bonus: 6

Spelljacking: No

Spell Spheres: Devotional 5, Animal 4, Combat 2, Creation 7, Elemental
Earth 7, Elemental Fire 3, Elemental Water 2, Plant 7, Traveler 7

Turn/Command Undead: As cleric three levels higher (turn and destroy
only)

Weapon of Choice: Pick

Weapons Permitted: Battle axe, dagger/dirk, knife, pick, scythe, sickle,
stiletto, staff, khopesh, scimitar, and short sword

Armor Permitted: Any
Allowed Races: Any

STPs: Gains pottery, stonemasonry, religion: general, geology, mining,
survival (underground), and dig proper grave skills at no initial cost.
May take the defensive bonus talent for a cost of 2 fewer BP

Other Requirements: Normally, the zealots wear only simple traveling
clothes or shirts of white, charcoal gray, brown, or black. On ceremo-
nial occasions, the zealots dress in robes of purple or red (the colors of
royalty), covering their faces and hands with white chalk to make
themselves appear like corpses.

Symbol: A mining pick
Holy Symbol: A miniature mining pick

Restrictions: All earthers must adopt a Spartan, almost monastic lifestyle.
Not only does this way of life prepare them for the coming existence
in the afterlife, but it also serves as an example for faithful followers.
Since the dead have no need for wealth, the zealots never retain per-
sonal treasure, either donating the money to their temple or periodi-
cally distributing it among members of their flock. Although the
zealots can own personal possessions and magical items, these objects
must have a plain appearance. These zealots may never marry. Upon
reaching 5th level, they must also remain completely celibate. The feet
of an earther must always touch the ground or some stone structure.
They may not enter structures with wooden floors.

Background: Earthers view FrancorDieus as Protector (some say
Incarcerator) of the Dead. He is also sometimes viewed as the Patron
of Travelers, since journeys and quests in the world of the living are
merely a preparation for the ultimate voyage into the netherworld.

The earthers are chiefly responsible for keeping departed spirits com-
pletely separated from the realm of the living. They believe that once
you die you should stay dead. Thus, they never cast or use any type of
Raise Dead, Reincarnation or similar spell, and often lobby other reli-
gions to abstain from these pracrices as well. Similarly, undead are an
abomination to these cultists, since they believe they represent a direct
affront (or even rebellion) against Francor’s divine authority.

Earthers have no sense of humor regarding maintenance of the divine-
ly ordained segregation between the Living and the Dead. These
zealots, who seek to restore the divine balance, will often pay a cheer-
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less visit to those who thwart this natural order. Their duties often
include "retiring" those undead and stubborn mortals who refuse to
die. Examples of their victims include undead creatures or living peo-
ple who have cheated natural death too many times (such as being
raised from the dead, being magically cured of a fatal disease or using
a Potion of Longevity or similar magic to extend one's life.

Earthers live apart from civilization in secluded underground net-
works, separated from the world of the living. There they pray and
meditate for the dead, occasionally emerging from their religious com-
munity (always in ceremonial garb) to perform an urgent quest or mis-
sion for their divine overlord. These assignments usually involve lay-
ing a troubled spirit (or perhaps an ancient magic-user) to rest.
Depending on the perceived reluctance of the individual to die (and
his power), anywhere from 1-6 red-robed zealots may be dispatched on
such a "retirement” ritual.

As patrons of travelers, the earthers might also provide shelter and
valuable information for a party during an adventure or quest. They
can also perform as mentors or guides on a journey into the nether-
world, since they are intimately acquainted with their deity’s residence
in Hell. The cult could thus serve as a springboard for extraplanar
adventures. However, the zealot will always try to indoctrinate their
charges in the ways of Francor'Dieus and their apparent hospitality
might soon become incarceration if they see an advantage in it for their
dark gawd. In addition, they despise stories of adventurers cheating
death (much less being Raised!).

Zealots' Relationship to Standard Clerics: Relationships are polite but

somewhat strained. The earthers are the somber sect of the faith of
Francor Dieus. Standard clerics believe they need to lighten up a lit-
tle and focus more on aspects of Francor' Dieus associated with exploit-
ing the earth and the riches it contains and spend less time worrying
about the dead.

Special Powers: Upon reaching 3rd level, the zealot may employ a

heightened version of Speak to the Dead. With this ability, the zealot
need only know the name of the deceased in order to summon the
spirit, regardless of how much time it spent in the netherworld. The
shade is not entitled to a saving throw to resist interrogation, and it
must answer up to six questions truthfully. At 5th level, an earther
may summon and control an 8 HD Earth Elemental once per week.
At 10¢th level, he can enter and survive on the Elemental Plane of Earth
as a 17th level druid.

Earthers cast Elemental Earth spells as if they were 1 experience level
higher than they actually are.

Holy Days: The holy season for earthers is winter because it represents

death. During this time, they often remain underground for extend-
ed periods.

Rituals

All Followers: All followers must work on mining tunnels underground

on a daily basis (though it does not need to be the same tunnel each
time). The length of time spent varies depending on the piety of the
worshiper. During services and prayer, any follower of Francor' Dieus
must sit directly on bare earth or stone, with no blanket or mat of any
kind. Ancient temples have spots worn where members of the con-
gregation have sat over long centuries.

Zealots: Normally, the zealots may only eat simply prepared food (the

blander, the better) to remind them of the drab fare in the nether-
world. During holy seasons, they must subsist on a diet of flavorless
food (such as plain rice or millet). In addition, the zealots must spend
at least one day of the week in utter seclusion and meditation, com-
pletely abstaining from all food, water, and contact with other living
creatures, Before reaching 5th level when the earther takes his vow of
celibacy, many of them seek to have one last wild fling,
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Earthers honor their gawd by piling rocks and mining debris in pyra-

- mids of ever-growing size. Each zealot temple has its own pyramid.
Whenever they advance in level, as part of the process or afterwards
(but before advancing another level!), earthers must return to their
home temples to contribute to this structure. Some suggest that they
put enemies of the faith inside such pyramids to silence them. In fact,
they often do bury enemies alive, but they enjoy the screams, labored
breathing, and finally the last breaths as the victims are slowly suffo-
cated and/or crushed to death. The zealots often make a game of see-
ing how long they drag out this agonizing death. In addition, if they
have no enemies to dispatch at the moment, they will use any con-
venient bystander for this cruel ritual.

ZeaLoTs oF GRUUMSH, GAWD oF ORcCS

Title: ‘Tang (added as suffix, often replacing the surname)

Alignment: Lawful evil

Ability Requirements: Strength 15, Wisdom 12

Prime Requisite: Strength

Hit Die Type: d8

To-hit Progression: Fighter

Saving Throw Tables: Fighter

Building Point Bonus: 4

Spelljacking: No

Spell Spheres: Devotional 5, Animal 2, Charm 2, Combat 7, Divination
1, Elemental Fire 4, Summoning 2, Warding 6

Turn/Command Undead: As cleric of equal level

Weapon of Choice: Scimitar

Weapons Permitted: Any

Armor Permitted: Any

Allowed Races: Orc, orkin, half-orc, others who secretly wish they were
Orcs

STPs: Gains dirty fighting and eye gouge skills at no initial cost. Begins
with four weapon proficiency slots (total).

Other Requirements: Must pluck out left eye to become a zealot or a
cleric of Gruumsh, thus gaining the blind, one-eye and no depth per-
ception flaws (gaining only the cherry picking BP). Sometimes Orcs
born with one eye are considered blessed by Gruumsh and groomed
from birth to become a “Tang. Most of the great Orc religious figures
come from this background.

Symbol: The unwinking eye
Holy Symbol:’A real eye taken from a living creature on a leather cord

Restrictions: Can never consort with elves or half-elves, cannot eat bacon
or pork

Background: Gruumsh leads a large pantheon of uniquely Orcish gawds.
No scholar of any other race has yet deciphered this bewildering assort-
ment of divinities, however. Rank within the order of Gruumsh
depends entirely on experience level, whether the Orc is a shaman,
cleric, or zealot.

As with Orcish culture itself, rank and respect within the clergy
depend entirely on an individual’s ability to beat the tar out of those
around him. Zealots pounce on any sign of weakness, in an enemy or
a fellow Ore, claiming to speak and act in the name of Gruumsh him-
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self (he may see all, but sometimes he’s too busy to deal out punish-
ment immediately).

Zealots’ Relationship to Standard Clerics: There are shamans, clerics
and zealots of Gruumsh. The difference comes from natural ability
(i.e. Ability Scores). Zealots of Gruumsh get along fine with any crea-
ture they can dominate; thus, the more powgsful ones have no prob-
lem with standard clerics, shamans, or other Orcs. Less powerful
zealots plot to become more powerful.

Special Powers: Every time he delivers a killing blow to an opponent, a
zealot of Gruumsh gains 1 hit point. For example, if he is wounded
and has 30 our of 35 hit points, he would have 31 out of 35 hit points
after landing a killing blow. He may exceed his maximum hit points
in this way, but all additional hit points last only 24 hours. Thus it is
possible for the "Tang to survive a battle by landing some killing blows
but then die the next day after his supplemental hit points go away.

When facing fear effects, a zealot of Gruumsh gains +1 on his saving
throw for every 3 full levels and each opponent he personally killed
(landed killing blow) within the last hour.

At 3rd level, a zealot of Gruumsh can choose to acquire the

HackFrenzy quirk (even if he already has HackLust).

At 4th level, a zealot of Gruumsh regains his depth perception magi-
cally, though he still only has one eye. At 8th level, the zealot loses all
penalties due to his one eye flaw, but it never grows back. (Attempting
to replace the lost eye is, in fact, a great sin against Gruumsh.)

Holy Days: Any day on which much blood is shed in violence is sacred
to Gruumsh, as is any day the highest level zealot, cleric, or shaman
declares such. The zealots do not follow a traditional calendar of holy
days like other faiths and so the days may change from year to year.
When a high ranking “Tang needs a major religious ceremony, he sim-
ply announces one. No lesser Orc has ever challenged such a declara-
ron.

Rituals

All Followers: Any follower of Gruumsh must dedicate the deaths of
elves or half-elves he kills to Gruumsh.

Zealots: Zealots of Gruumsh must perform a blood sacrifice once a week,
though they would prefer to do so every day. Ideally, this is the blood
of an enemy slain in battle, but if such cannot be found the zealot must
present his own blood.

ZEALOTS OF LOVIATAR, GAWDDESS OF PAIN AND
TORMENT

Title: Inflictors

Alignment: Lawful evil

Ability Requirements: Constitution 14, Wisdom 14
Prime Requisite: Constitution

Hit Die Type: d8

To-hit Progression: Cleric

Saving Throw Tables: Cleric

Building Point Bonus: 6

Spelljacking: No

Spell Spheres: Devotional 6, Charm 7, Combar 4, Divination 1, Healing
1, Summoning 3, Warding 2

Turn/Command Undead: No
Weapon of Choice: Whip or Scourge
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Weapons Permitted: Any crushing, dagger and whips
Armor Permitted: Chain mail or worse
Allowed Races: Any

STPs: Gain art of beating, threat gesture and torture skill at 65% and the
minor taunting and maintain self discipline skills at 51% at no initial
cost.

Other Requirements: Disciples of Loviatar of both genders wear high
black boots, black choker gorgets and long black gloves that reach up
to their shoulders. They also wear daring leather body harnesses over
or under side-slit ritual robes of icy white or black lined with scarlet

silk.
Symbol: White dagger held in a pallid hand
Holy Symbol: A preserved human hand clutching a bloody whip
Restrictions: Inflictors gain the‘sadistic quirk

Background: Worship of Loviatar tends to be strongest in large, decadent
cities. Newcomers are often recruited from the ranks of the bored, the
wealthy, or the desperately hungry beggars whom the inflictors taunt.
They produce large revels where the faithful offer much drugged wine,
dancing and bizarre intimate pursuits that go on for several days and
nights. The actual zealots of Loviatar are relatively few in number, but
wield considerable power. Opponents tend to avoid them, since mur-
der is the least that they will do in revenge against insults to their
gawddess. Women dominate the ranks of the clergy.

Loviatar teaches that the world is filled with pain and rorment, and
that the best that one can do is to suffer those blows that cannot be
avoided and deal as much pain back on those who offend (or any
handy proxies). They believe that true pleasure is only won through
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pain. In the faith of Loviatar, the strong are those who taste pain and
strive on,

Zealots’ Relationship to Standard Clerics: The tightly organized church
is dominated by clerics. The inflictors operate as a separate arm of the
faith, moving from place to place and ensuring that the gawddess’ will
is carried out. The standard clerics hold the inflictors in high regard
since they are often the tools of Loviatar’s punishment,

L

Special Powers: Zealots of Loviatar can use Pain Touch (as the 3rd level
magic-user spell) once per day (without special preparation). Largely
due to their spiritual appreciation for pain (even their own), they are
never subject to trauma damage. At 3rd level their special training
comes to fore, allowing them to strike their melee opponents in par-
ticularly painful areas. Treat their opponents as if they have the low
threshold of pain flaw as described on page 65 of the GMG and page
94 of the PHB. Each day he can force one such threshold of pain
check per experience level. However, the zealot must inflict all of the
damage for this effect himself.

At 8th level, inflictors may use the painful strike ability as a monk of
the same level. At 10th level, inflictors are able to cast Eyebite (as the
Gth level magic-user spell) once per day. Only the effects of the sleep
version of the spell can be reflected back upon them, however. At 15th
level, inflictors are able to cast Symbol (as the 7th level magic-user
spell) once per day. They prefer the pain form of this spell-like abili-

ty, but can use the other forms as well.

Holy Days: Four seasonal festivals are observed with the Rite of Pain and
Purity. This consists of a circle of chanting and singing clergy mem-
bers performing upon a bed of sharp objects such as jagged rocks,
metal spikes or glass shards. The participants allow themselves to be
urged to greater levels of intensity by the whips of high level priests
and drumming of lay worshipers. A red radiance rises gradually and
forms a flickering cloud above the ring. If Loviatar has important mis-
sions to speak of, is especially pleased with this group of followers or
wants to enact her displeasure, she manifests in the heart of the cloud.
If she does not manifest, the ritual ends after half an hour and the par-
ticipants retire to recuperate.

Rituals

All Followers: The most basic rirual that a follower of Loviatar practices
is a kneeling prayer at morning and evening, followed by at least ten
minutes of striking himself with a whip. These strikes must be real and
at full strength; the gawdess knows if they mean it.

Zealots: Every twelfth night, (unless such a night coincides with the Rite
of Pain and Purity, which preempts it) the clergy members celebrate
smaller Candle Rites wherein they sing, chant and play. At these rites,
they dance around lit candles, passing some parts of their bodies
through or over their flames repeatedly until the rite ends with the
highest-ranking zealot dousing her candle with consecrated wine. She
decides when to do this, sometimes letting the candle burn to nothing
so her underlings can get closer to their faith.

ZEALOTS OF SET, GAWD OF THE NIGHT

Title: Cobras

Alignment: Lawful evil

Ability Requirements: Intelligence 10, Wisdom 13
Prime Requisite: Wisdom

Hit Die Type: d8

To-hit Progression: Cleric

Saving Throw Tables: Cleric
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Building Point Bonus: 3
Spelljacking: No

Spell Spheres: Devotional 6, Charm 4, Combar 3, Necromancy 3,
Summoning 5, Sun 7 (reversals and Darkness only), Warding 5

Turn/Command Undead: Command as cleric of equal level

Weapon of Choice: By individual's selection
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Rituals

All Followers: Standard services are held at the night of new Arloras and

frequently involve human and demi-human sacrifice. The temple of
Set often uses captured enemies for this purpose, as a convenient way
of honoring their gawd while dispatching a foe. However, victims
have been known to escape because the temple prefers to set up elab- .
orate automated death traps instead of killing their victims outright.

Set applauds and rewards such evil efficiency and showmanship when
Weapons Permitted: Any it woss as intended.

Armor Permitted: AC 6 or worse Zealots: Zealots plot their special plans on the Flur'mars during the year.
Allowed Races: Any This !mho]y ceremony is the onlyl time th zealots can even refer, much
less discuss, their plans. Thus, this effort is extremely important. They
STPs: Gain blind-ﬂghting talent at no cost. Gains the ulterior motive must spea}( in soft, respcc[ful tones in formal [cligious speech,
skill at no initial cost.

Other Requirements: Must commit at least one outright murder for no
other reason than a church superior's command before attaining 3rd NeEUTRAL GooD ZEALOTS

level.

ZeALOTS OF DENEIR, GAWD OF ART AND

Symbol: Coiled cobra
A LITERATURE

Holy Symbol: Amulet or statuette depicting the coiled cobra

5 s ' e s
Restrictions: Zealots of Set can never betray members of their order. Title: Denciri

They lose their powers and spells if they do so. They can remain order- Alignment: Neutral good
ly, but they cannot commit any act of goodness or take any action that
helps a gawd who has not sworn fealty to Set. This most especially
includes Bast and Nephthys — a zealot of Set must leave an encounter Prime Requisite: Intelligence
before fighting alongside followers of those gawddesses, even in self-
defense!

Ability Requirements: Intelligence 13, Wisdom 13

Hit Die Type: d6
Background: Set’s followers build temples wherever they can, meaning To-hit Progression: Magic-uscr
they are not always in the open. Frequently clerics or zealots also head Saving Throw Tables: Cleric
assassins’ and thieves' guilds. Even the members of these guilds may
not realize the truth, as the temple is dedicated to increasing his fol-
lowing and influence over the long haul. Every member of the clergy Spelljacking: No
of Set works multiple schemes simultaneously. The temple of Set does : ] et
not act rashly, but it is treacherous. Its assassinations are carefully Spell Sp!‘leres: Devotional 5, Creation 7, Divination 3, Sun 3, Traveler 1,
planned, its propaganda perfectly honed, and its bribes never wasted. Warding 3

The temple, like the gawd, loves it when a plan comes together. Most Turn/Command Undead: No

high ranking members take into account the fact their underlings have )

their own conniving plans and set up the overall work of the temple to Weapon of Choice: Quarterstaff

allow for that. Weapons Permitted: As magic-user, and any one-handed crushing
weapon

Building Point Bonus: 6

Individual zealots choose their favored weapon before attaining 1st

level. This is the only aspect of their lives not dictated by higher-ups Armor Permitted: Studded leather or worse

for a greater purpose, and thus becomes disproportionately important

to th zealors]? ’ . = Allowed Races: Any

STPs: Begin with reading/writing mastery (90%) in one language.
Deneiri can learn two languages for every purchase of the modern lan-
guage skill. Gain art appreciation: painting and art appreciation:

Zealots' Relationship to Standard Clerics: The temple makes no official
distincrion berween zealots and clerics.

Special Powers: Zealots of Ser are resistant to unpleasant odors. They sculpture at no initial cost and at 51%. Gain 3 rolls of the mastery die
gain +4 to save against any effect delivered via gas and including some for each normal one purchased (at any time) when learning art
sort of bad smell (Stinking Cloud, chlorine gas breath weapons, etc.). appraisal.

They can also apply and use poison as well as an assassin (sec the GMG

Other Requirements: A zealot of Deneir must undertake a year-long

p 36). ; v
quest at some point before 6th level in which he uncovers or creates at

At 5th level, zealots of Set can choose the result of any attempt to
Detect or Know their alignment. They are always aware of such
atcempts, but do not automatically learn the source. At 12th level, a
zealot of Set can call upon 2d4 Minions of Set (sece Gawds & Demi-
gawds) once per day. The zealot must spend one round summoning
them. The minions arrive in 1 round and serve for up to 10 rounds.
As with spells, if the summoning is disrupted, no minions arrive and
the power is expended for the day.

Holy Days: Flurmars, Night of the new moon (Arlora)
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least three original pieces of art or literature. During this time, he
must also serve as a scribe for any person who asks, charging either
nothing or just enough to cover the cost of supplies. (Many do this
even when not on a quest.)

Symbol: A single lit candle, often with an eye beneath
Holy Symbol: A candle

Restrictions: Literacy is an important gift of Deneir and the church dic-
tates that it must be spread as widely as possible. Thus, all clergy and
Deneiri in particular must teach at least 10 mortals who do not vener-
ate Deneir to read and write so that such leaning spreads. Those who
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die before doing so face extended periods of examination in the after-
life, though if they truly tried they may be allowed to proceed to theirs
normally.

Background: Zealots of Deneir live to create and explore all forms of art.
Most of those who adventure do so for the chance to see examples of
ancient works, not to gain treasure. Though the temple demands that
all of its clergy and worshipers donate a 10% rithe, most zealots donate
considerably more, unless they need the money to acquire a piece of
art for their own study (which then gets donated to the temple later).
Temples of Deneir are rumored to have the most exquisite and exten-
sive collections outside of Imperial museums. When low on coin, a
temple usually stages an exhibit of much of this collection, charging
relatively small fees in the hopes of attracting large crowds. Most tem-
ples have several objects of art in the open temple that followers and
interested spectators are welcome to enjoy.

Zealots’ Relationship to Standard Clerics: Zealots of Deneir exist with-
in the same structure as the standard clerics of Denier and the two get
along with each other quite well. A temple official is as likely to be a
zealot as a standard cleric.

Special Powers: Soothing Word, Fascination. Zealots of Deneir are espe-
cially artuned to images and writing. They gain a +4 on any saving
throw against an effect caused by any type of magical writing: scrolls,
runes, glyphs, and even books (if read directly). This includes the
effects of curses and magical tomes handled by the wrong class. In
addirion, these zealots gain a saving throw against such an effect that
normally allows no save. This applies to any effect caused by writing
or images. This is a straight saving throw versus spells with no modi-
fication.

When confronted with an unfamiliar image, the Deneiri can attempt
to make sense of it. This requires a full two minutes of examination,
as well as an Intelligence check and a Wisdom check. If the Wisdom
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check succeeds, the zealot knows the general meaning of the image or
rune (food, hunger, malevolence, monsters, faich, etc.). If the image is
cursed, he may get a cold feeling on this examination. If the
Intelligence check succeeds, the zealot knows the general nature of the
image’s or rune’s origin (dwarven, Orcish, Fangaerie, etc.).

Holy Days: The only holy day thar sees special ceremonies in the church
of Deneir is the Shieldmeet, wherein copies of old contracts are taken
out for public viewing. The records released for public review are usu-
ally obspiete historical works that are primarily of interest as nostalgia
to the common man. The temple is careful not to violate its vows of
confidentiality during this ceremony.

Rituals

All Followers: Rituals observed on a daily basis include chants, sung
prayers, and responsive readings of scripture. Followers often utter a
prayer with every letter they begin reading or writing and again when
they complete it.

Zealots: The Guilding is a rite in which the clergy of a given temple
gather in a great circle around that temple’s sacred manuscript to cast
a special version of the Ceremony spell specific to the faith of Deneir.
Each application of the Ceremony spell impresses golden letters onto
a page in the book and sets forth the Words of Deneir in large type for
public display in the days to come. They have found this Guilding
book to be a tempting target for would-be thieves and thus it is the
duty of all followers of Deneir to guard it vigilantly.

ZeALOTS OF ENLIL, GAWD OF AIR AND WAR

Title: Bombard

Alignment: Neutral good

Ability Requirements: Strength 11, Wisdom 13
Prime Requisite: Wisdom

Hit Die Type: d10

To-hit Progression: Fighter

Saving Throw Tables: Cleric

Building Point Bonus: 4

Spelljacking: No

Spell Spheres: Devotional 6, Combat 7, Divination 1, Elemental Air 7,
Healing 1, Sun 5, Weather 7

Turn/Command Undead: As cleric 2 levels lower
Weapon of Choice: Non-metal hand axe
Weapons Permitted: Entirely non-meral

Armor Permitted: Entirely non-metal

Allowed Races: Any

STPs: Gains the armor maintenance and weapon maintenance skills at
no cost. Stone and bone weapons made by zealots of Enlil suffer no
penalties to artack or damage rolls, nor do they break any more easily
than their standard counterparts. (Some temples provide such
weapons — to followers of Enlil — in exchange for donations. The
amount of these donations comes to 50-100% of the PHB price of the
standard weapons.)

Other Requirements: Cannot have the armor snobbery, obsessive com-
pulsive, paranoid, jerk, or loud boor quirks.

Symbeol: Pickaxe
Holy Symbol: Miniature pick axe
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taunts and insults for their refusal to use metal is not a ritual, but
zealots do need to develop a thick skin.

Restrictions: Not only can they not use metal armor or weapons, zealots
-of Enlil must use as little metal as possible. They may carry coins, but
prefer gems and precious stones. Zealots cannot take metalworking
skills.

Background: The order of Enlil has adapted surprisingly well to its new ZeALoTs OF KisHIJOTEN, GAWDDESS OF Luck

situation. Members rarely complain about the "good ol’ days" when
Enlil was a dominant deity. Even though he currently shares the
purview of war, the clergy insist that there will always be more than
enough war for several gawds. Followers of other war gawds find this
attitude annoyingly cheerful and frequently attack followers of Enlil.
This suits the zealots just fine; they consider war an act of worship, but
they must be careful about picking fights. They much prefer to fight
evil than to simply fight.

Title: Fortune

Alignment: Neutral good

Ability Requirements: Wisdom 14
Prime Requisite: Wisdom

Hit Die Type: d6

y . , To-hit Progression: Magic-user
While they are popular with many warriors and peasant types, the

church of Enlil has not had as much success at manipulating higher-
ranking officials and governments. Still, they build their temples as
high as they reasonably can — on mountainsides and high hills; perhaps
symbolically remembering the order’s dominance in the past and per-
haps its eventual resurgence.

Saving Throw Tables: Cleric
Building Point Bonus: 4
Spelljacking: No

Spell Spheres: Devotional 6, Charm 4, Divination 5, Healing 7,
Summoning 4, Warding 6

Turn/Command Undead: Turn as cleric of equal level
Weapon of Choice: Quarterstaff

Despite being relatively new to the Wurld, the order has a tremendous
sense of age and tradition. Zealots refuse to use metal armors and
weapons because they believe such technology denies a warrior the
chance to prove his bravery. Every so often, they call metal forging and
coining technology "new-fangled", causing others to look at them
oddly. Some evidence suggests that standard clerics of Enlil actually
came abour after zealots, in which case the zealots would have disap-
peared for a time. Standard clerics can use standard cleric equipment
(metal weapons and armor are an option).

Zealots’ Relationship to Standard Clerics: Zealots and standard clerics of
Enlil exist within a single order. While either may hold any post with-
in the church, most of the highest-ranking clergy are zealots.

‘Weapons Permitted: Club, dagger, dart, mace, morning star, staff

Armor Permitted: None
Allowed Races: Any burt half-ogre

STPs: Gains gaming skill at no initial cost. Gains opportunist talent for
a mere 2 BP.

Other Requirements: None

Special Powers: Zealots of Enlil suffer 1 fewer point of damage per dam- Symbol: White diamond

age die from any lightning or electricity. This can reduce the damage
from an individual die as low as zero. Also, they cannot unintention-
ally drop or break a weapon, nor can they lose their armor or shield
during combat. If such a result occurs, treat the fumble as a simple
miss.

Holy Symbol: A diamond (fake or real) on a pendant or a shiny brass
coin

Restrictions: None

Background: This small but popular order has been growing slowly, espe-
cially among travelers and adventurers. The faith is strong on the out-
skirts of civilization, and its influence is spreading steadily towards
Fangaerie. Despite good treatment from most governments and
respect from the populace, though, they have trouble gaining wor-
shipers solely dedicated to the gawddess of luck.

At 5th level, zealots of Enlil can prepare and cast Fly (as the 3rd level
magic-user spell), as one of their normal 3rd level cleric spells.

A zealot of Enlil gains a unique kind of "magic resistance”. Any time
a spell or magical effect (a similar spell-like ability, not something like
a breath weapon), is used against a zealot during battle, there is a sim-

ple percentage chance that the effect does not work against him. This Most people invoke her power at some point in their lives, sometimes

chance is NOT adjusted by the level of the caster and therefore is not
truly "magic resistance”, nor is it affected by talents of the zealot (such
as opportunist) or anything else. The percentage chance for the zealot
to remain unaffected is equal to his experience level. For example, if
an invoker hurls a Lightning Bolt at a 7th level zealot, there is a 7%
chance the bolt simply does not affect him. The Bolt is not negated
and can affect other creatures normally; it simply ignores the zealot.
This ability makes no distinction between harmful and beneficial
magic, thus it can render a healing spell uscless. However, the zealot
must be conscious and involved in a combat for the ability to function.

quite often, but do not choose her as their liege. The official word of
the leaders of the order is to demonstrate the value of worshiping her
by example. They do not engage in coercion and seek every opportu-
nity to avoid violence. In some cases, this has led to people "walking
over" zealots and clerics of Kishijoten, simply using them for their own
benefit without fear of retaliation.

Zealots are always up for a friendly game of chance. They prefer games
that are more chance than skill, and while they do not like losing, the
one thing they really cannot stand is cheating at such contests. This is
a direct affront to the luck that embodies their gawddess. Such effron-

Holy Days: Mid-Spring day, mid-autumn day tery is one of their few justifications for "extreme” behavior, i.e. vio-

lence.

Zealots' Relationship to Standard Clerics: Zealots and standard clerics of
Kishijoten work closely and politely together, but then each retires to
their separate abodes. They consider each other allies, but clerics are
slightly suspicious of those so deeply immersed in the gawddess, while
zealots tend to see standard clerics as not dedicated enough.

Rituals

All Followers: Any follower must pray before entering battle, but other-
wise suffers no more obligations than followers of any other gawd. In
fact, they tend to be rather laid back.

Zealots: Zealots of Enlil must assist in the processing of prisoners of war
whenever possible, usually for their own temple. Technically, suffering
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Special Powers: Fascination. Zealots of Kishijoten can re-roll any single
check based on their own skill and luck (to-hit rolls, damage, saving
throws, Ability Score checks, bend bars rolls, surprise, and the like.
Note that this can mean re-rolling several dice for damage, so long as
it all springs from a single actack. Extra damage and effects from crit-
ical hits are separate.). As they advance, they can do this more fre-
quently — once per week per level. However, once they use the ability,
they cannort use it again (even if they have uses left for the week) until
after 1d4 rounds. However, they cannot choose which result to accept
— they must accept the second roll. (This does not affect a mulligan
for great Honor.)

Whenever they summon creatures, only good-aligned individuals
answer the call, but the zealot cannot force the creature to rake any
specific actions (even with further magic). At 9th level, a zealot of
Kishijoten can attempt to call the favor of the gawddess. There is a 2%
chance of this happening (4% at 10th level, 6% at 11th level, etc., to
a maximum of 24% at 20th level). If successful, for 2d4 rounds the
zealot will succeed at every attack roll (he can still roll to see if he gets
a critical hit), every saving throw, and every Ability check, so long as
he has SOME chance of succeeding.

Holy Days: Festival of Luck on the 13th of QuayTera. Clerics and
zealots of Kishijoten must do as litcle as possible on a Flurmar.
Gambling of any kind is forbidden on these days.

Rituals

All Followers: Any follower of Kishijoten must invoke her name before
each throw, draw, or spin in a game of chance.

Zealots: Once per month, zealots must sacrifice dice, coins or other
objects of chance worth at least 25 gp per level at a temple. Failure to
do so even once results in the loss of all spells. If the zealot does not
do penance within a month, he loses all his powers. Normally this sac-
rifice takes place at a temple of Kishijoten (often in a "bottomless” pit),
but it can be done elsewhere (such as into the ocean or over a cliff) if
the zealot purifies himself with at least 4 hours of prayer beforehand.
He cannot "sacrifice” the treasure on a bet or simply give it away to
someone else.

ZEALOTS OF LATHANDER, GAWD OF THE SPRING,
DAWN, CONCEPTION, VITALITY, ETERNAL YOUTH,
RENEWAL, SELF-PERFECTION, BEGINNINGS

Title: Morninglords

Alignment: Neutral good

Ability Requirements: Wisdom 13, Charisma 13
Prime Requisite: Charisma

Hit Die Type: d8

To-hit Progression: E_",lcric

Saving Throw Tables: Cleric

Building Point Bonus: 7

Spelljacking: No

Spell Spheres: Devotional 6, Creation 2, Divination 3, Elemental 3 (in
each), Plant 6, Sun 7, Traveler 1, Warding 3, Weather 2

Turn/Command Undead: As cleric three levels higher
Weapon of Choice: Morning star
Weapons Permitted: Any crushing

Armor Permitted: Plate mail or worse
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Allowed Races: Any

STPs: Zealots gain the religion: general and muster resolve skills with no
initial cost.

Other Requirements: Morninglords dress in bright long-sleeved robes of
yellow, red, and pink. These are often called “sun robes." Those cler-
gy who run temples have their robes trimmed with ornately crafted
gold ribbons. A sunburst headpiece, worn toward the back of the head
to emulate a rising sun, completes the ceremonial garb. The ritual
robes used at many rural shrines are simple cassocks with a color
scheme by rank. Novices and postulants wear brown; adepts and
underpriests wear russet and crimson. Senior priests wear scarlet and
subpriors and those of higher rank wear rose-red.

Symbol: A disk of rosy pink hue

Holy Symbol: A painted wooden disk or a disk cut from rose quartz or a
similar mineral

Restrictions: None

Background: Wealthy and popular, the church of Lathander has opulent
temples throughout the TeraVerse, some of which push back the bor-
ders of good taste, as well as less audacious and more serviceable struc-
tures in many towns and cities. The main room of a temple faces east
and is open to the horizon, at least in part, so that the faithful attend-
ing early service can see the dawn.

Followers of Lathander seek to build anew, encourage the rebirth of
barren areas and more productive growth in cultivated lands, drive out
evil and cither restore civilization to heights it once had or lead it to
new dizzying heights of interracial harmony, cooperation, pursuit of
the arts and progress. To this end, they battle monsters to nurture civ-
ilization; they plant seeds and new seedlings, they encourage and aid
adventurers, travelers, traders and pilgrims as the harbingers of culture;
and they recover lost magical items, pieces of literature and works of
art.

Zealots’ Relationship to Standard Clerics: Regular clerics call themselves
dawn priests while zealots call themselves Morninglords. Church
ranks within the Morninglords include the Awakened, Morninglord,
High Morninglord, Mornmaster, high Mornmaster and Sunrise Lord.
Standard clerics use these church ranks, The Awakened, Dawnbringer,
Dawngreeter, Dawnlord, High Dawnlord and Dawnmaster.
Individual temples are given great autonomy but when issues of doc-
trine or policy come up, the temple that raised the problem calls a con-
ference of peer churches and they meet to resolve the issue.

Special Powers: All Zealots of Lathander are able to cast a Light spell
three times per day (in addition to normal spells). At 3rd level, can use
Faerie Fire (as the 1st level druid spell) once per day (without special
preparation). At 5th level, Morninglords are able to cast Starshine
once per day (as a cleric spell). At 9th level, Morninglords are able to
cast False Dawn once per day. Morninglords convey a +10% bonus to
the resurrection survival check of any being upon which they cast
Raise Dead, Resurrection or a similar spell. This bonus cannot raise
the resurrection survival chance over 99%.

Zealots of Lathander cast spells of the Sun sphere as if they had one
experience level more than they actually do.

Inspired "perfection”: Once a zealot of Lathander has traveled and
lived with a party for at least a month, he can call upon the power of
his gawd to bring his companions closer to perfection. He can only do
this once per month, but the effects can be used up to 24 hours after
the zealot completes his special prayers. These take a full hour to com-
plete, and all those to gain benefits must be within 20 feet of the
Morninglord for the entire duration. The benefits depend on class,
and the zealot can only affect a number of characters up to his experi-
ence level minus one. Thus, a 7th level zealot could affect up to 6
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characters. The effects are as follows: fighters gain one free mulligan
. (once per session) that may only be used for a to-hit roll. Bards
improve their ability to inspire others (+2 to hit for everyone in com-
bat instead of +1). Magic-users can memorize an additional spell per
day (of 1st-3rd level). Thieves (but not assassins) gain +5% to all their
skills, but this benefit goes away once the thief checks against that abil-
ity, regardless of the result. Neutral good clerics may cast one of their
Cure Light Wounds spells for maximum hit points without rolling.

Holy Days: On Midsummer morning and on the mornings of the vernal
and autumnal equinoxes, the clergy performs the Song of Dawn, prais-
ing Lathander with a blend of vocal harmonies and counter-harmonies
of beautiful complexity.

Rituals

All Followers: The most important ceremonies of worship are daily
prayers to Lathander conducted at dawn. These ceremonies are all joy-
ful and dignified and usually involve song and ritual drinking of well
water touched by the dawn.

Zealots: As one might surmise, most formal ceremonies of Lathander are
held at dawn. Righteous actions taken at dawn are considered blessed
by the gawd. Thus, services, ceremonies and rites are most often held
at dawn. Services known as twilight devotions are also conducted on
a daily basis at dusk. Finally, high noon sees prayer and song devoted
to Lathander.

ZeaLoTs ofF NUDoR, GAWD oF HEALING

Title: Flagellants

Alignment: Neutral good

Ability Requirements: Wisdom 16, Constitution 15, Charisma 13
Prime Requisite: Wisdom

Hit Die Type: d4

To-hit Progression: Magic-user

Saving Throw Tables: Cleric

Building Point Bonus: 6

Spelljacking: Yes (as illusionist)

Spell Spheres: Charm 7, Creation 4, Devotional 5, Healing 7,
Necromancy 7, Summoning 4, Sun 4, Traveler 4, Warding 7, Weather
4

Turn/Command Undead: No
Weapon of Choice: Unarmed attack

Weapons Permitted: Unarmed attack, Scourge (only for self-punish-
ment)

Armor Permitted: None
Allowed Races: Any

STPs: Gain the endurance talent for free or the endurance skill at no ini-
tial cost, if racially restricted from taking the endurance talent. May
take the thick blood talent for a cost of two fewer BP. Gain the heal-
ing, herbalism, first aid skill suite (at 50%), and general religion skill

at no initial cost.

Other Requirements: Flagellants must wear a simple felt skullcap of
white, gray, or red (depending upon the zealot's rank in the
Brotherhood). Aside from the cap, their clothing is tattered rags or
hairshirts, so that all around them can see the open bleeding wounds
on their limbs and back. Zealots periodically inflict these wounds
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upon themselves as the symbols of the pain and suffering they must
endure for their religion on behalf of their congregants.

Most high-ranking priests (Master Flagellants) tattoo holy symbols,
religious inscriptions, or even blue-gray tears below an eye as marks of
their devotion. Other Masters, who believe that tattoos do not cause
enough suffering, prefer elaborate body piercing as symbols of their
authoriry.

Symbol: A blazing sun
Holy Symbol: A blazing sun shedding tears

Restrictions: Flagellants embrace a lifestyle of pain, self-mortification

and hardship. The Brotherhood relishes none of life’s pleasures, for
such would impede their ability to heal its sorrows. They keep no
wealth and may own no more possessions than what they can carry
themselves (and these items must be as plain, functional, and
unadorned as possible). If there are two paths or choices, the
Flagellant always takes the more difficult of the two. He walks before
riding and climbs a mountain rather than using a cleared pass. (If
forced to use a pass by his companions, he must remove that ease from
the wurld by balancing it with pain as soon as possible, in addition to
his normal routine. Often they seck to inflict extra pain on themselves
for giving in to such luxurious notions in the first place.) This obsti-
nacy and almost pathological impracticality has been the cause for fre-
quent ridicule by standard clerics of Nudor and non-believers, who
sometimes derisively refer to the Flagellants as the "Cult of the Stupid”
or the "Brotherhood of the Mad." Flagellants must remain both
chaste and celibate.

Background: The lot of humanity is to suffer and shed tears, and Nudor

embodies comfort from all of the pain and misery in world. A pro-
longed and agonizing life is merely the prelude to a long-awaited death
that brings final comfort and release from all sorrows. Although pain
and sadness are almost always viewed as evil or undesirable aspects of
living, zealots who embrace these symbols have a predominantly
benevolent side and seek to comfort the afflicted and bring solace to
the sorrowful. They see Nudor as a gawd of perseverance and com-
passion, as well as physical healing,

Zealots of the Crying Gawd, most commonly known as Flagellants,
are wandering ministers of pain relief and consolation. They are
attracted like flies to centers of evil, desolation, and natural disaster in
the world, where they assuage the sorrow. In a plague-stricken com-
munity that welcomes their faith, they may take on the role of heroes
by healing the sick and raising the dead.

Flagellants strive to become tragic, sacrificial figures whose self-
imposed tortures mirror the suffering of the world and enable them to
cure others. They symbolize endurance in the face of adversity and the
triumph of life over death. Flagellants welcome all forms of pain and
hardship as tests of their faith.

Despite their good intentions, the Brotherhood is most often viewed
with a strange mixture of horror and derision in the elite circles of
most societies. The common person, who usually benefits from the
Flagellants cures and always enjoys a good spectacle, may also have
mixed feelings about the zealots. Nevertheless, the Crying Gawd and
his followers usually find themselves at the crux of countless jokes and
farces. Zealots view this ridicule as only one of life’s many burdens and
hardships, eagerly borne for their religion.

Zealots’ Relationship to Standard Clerics: Standard clerics of Nudor

believe the Flagellants are overly dramatic and focus too much a
bizarre, extreme facet of the faith. Standard clerics see things in more
clearly defined terms. If someone is hurt, you help him. Inflicting
pain on others or oneself (symbolically or otherwise) is quite unneces-
sary. Zealots of Nudor believe there must be a supernatural reason for
the injury and they seek to ward off the evil that caused it, then help
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the victim atone for whatever actions he took that helped to cause the
suffering in the first place.

Special Powers: Soothing Word. Immune to trauma damage. Zealots of
Nudor have a special ability to cure the long-term effects of critical hits
even after conventional treatment cannot. They can repair a torn lig-
ament, automatically set a broken bone, or fix a ripped tendon
through the application of any of their cure or healing spells and suc-
cessful first aid or healing skill checks. They gain a +2 bonus on all
ability checks involving Constitution. Once per day, Flagellants may
maximize the effect of one of their curing spells such that it results in
the maximum possible for that spell without penetration effects. They
can also convert any spells they have prepared into healing spells of the
same level. They can do this as often as they like, so long as they have
slots for prepared spells remaining for that day.

Starting at 3rd level, they can Remove Fear from others and negate the
harmful effect of emotion-based spells or magical items that cause
pain, suffering, or hopelessness. For every level of experience, a zealot
can perform this on up to two persons per day. Recipients of this abil-
ity need only be able to see and hear the zealot for it to take effect (no
saving throw). Starting at 5th level, Flagellants can bestow powerful
emotions on others, including courage, hope, and joy, as well as fear,
hate, and sorrow (as the 3rd level cleric spell Emotion Control). They
may use this ability once per day, affecting as many as two creatures per
level of experience. Any affected creature must be able to both see and
hear the zealot (subjects are allowed a saving throw if unwilling).

Holy Days: Flagellants generally observe the anniversaries of great local
battles as solemn holy days, during which they inflict much suffering
upon themselves and seek to aid the survivors of such hostilities.
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Rituals

All Followers: Worship of Nudor takes place in dedicated temples and in
public, where they are frequently mocked by those who know that
these wusses cannot attack them with weapons.

Zealots: In addition to their reputation for fanatical self-denial, zealots of
the Brotherhood must engage in ritual flagellation in order to gain
spells. Typically, a zealot must inflict one point of damage on himself
in order to be granted a single spell. Of course, this damage may be
healed by memorizing curative spells, but more often, the wounds are
merely cleansed so that they will not fester, and the curing spells
retained for those not fortunate enough to be blessed with divine
endurance. One more burden the Flagellant bears in the name of
comfort for others.

Even if they are not memorizing new spells, these zealots must engage in
ritual flagellation at least once per day. These gruesome rituals are car-
ried out in public whenever possible (usually in a town or village
square, where they quite often draw quite a crowd of curious onlook-
ers and sometimes gain new converts). Many outside observers believe
that only a bare few of these cult members are entirely sane.

NEUTRAL ZEALOTS

ZEALOTS OF AKNAR, GAWD OF STEALTH AND
WOLVES

Title: Aknari

Alignment: Neutral

Ability Requirements: Strength 14, Constitution 12, Wisdom 14
Prime Requisite: Strength, Wisdom

Hit Die Type: d8

To-hit Progression: Fighter

Saving Throw Tables: Cleric

Building Point Bonus: 4

Spelljacking: No

Spell Spheres: Devotional 7, Animal 7, Divination 1, Elemental Air 3,
Elemental Earth 6, Elemental Fire 4, Elemental Water 5, Healing 2,
Plant 3, Weather 4

Turn/Command Undead: As cleric three levels lower

Weapon of Choice: Short sword

Weapons Permitted: Any hacking or puncturing

Armor Permitted: Leather, padded or hides, no shield

Allowed Races: Human, elf, half-elf

STPs: Gains the identify animals by tracks skill at no initial cost.

Other Requirements: A zealot of Aknar must visit a forest once per week.
They also attack followers of Bast on sight.

Symbol: Wolves' teeth strung on human hair
Holy Symbol: Wolf fang

Restrictions: All of an aknari’s clothes must be made of hides or animal
skins. Zealots cannor artack wolves or related creatures (such as
Werewolves) except in self-defense or at a ritual ceremony, properly
presenting the spirit to Aknar. Zealots (and clerics) cannot have quirks
giving them animal antipathy, phobias or enmity towards any type of
wolf (or wolf-like monster).
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Background: Zealots of Aknar take a special pride in the fact that it was
followers of Aknar who killed the heretic Menyor (see Gawds &
Demi-gawds Chapter 1)|. For the most part, though, zealots do not
concern themselves with human or demi-human matters unless such
things threaten the wolf population.

According to Aknar’s teachings, in the Dawn Days, wolves and Man
lived together in harmony and shared the Hunt. Wolves shared the
gift of stealth with Man, and Man shared the gift of language. The
individuals of both species existed within a universal consciousness
that graced each with power and understanding, and harmony with
nature. Over the years, Man strayed, and some of his packs began to
practice agriculture and build cities. Early on, the followers of Aknar
tried to show their fellows the error of their ways, but they had strayed
too far. Misunderstanding and a violent incident or two led some
humans to declare wolves were evil. The mission of Aknar’s followers
shifted from conversion to survival. For centuries, Man succeeded at
killing so many wolves that total numbers declined drastically.
Civilization spread while the influence of wolves and Aknar declined.
This was called The Lessening.

Supposedly, the pure harmony with nature depended on a certain
number of wolf and allied spirits being alive. Only the wolves and the
followers of Aknar maintained the harmony of nature, but it had
declined below the point where individuals stood to gain materially
from the consciousness produced by harmony with nature. Now,
though, the numbers have stabilized. The aknari and their allies work
towards the Returning Days, when the wolf population will be
restored and the universal consciousness shared by Man and wolf will
attain its full strength once again.

Zealots’ Relationship to Standard Clerics: Clerics of Aknar sometimes
dwell and deal within cities, in secret (obviously), working towards
improving their lot and destroying enemies of the faith. Zealots usu-
ally live in backwoods towns, only going into large population centers
to wreak havoc before slipping back out into the wild. In general, each
views the other as part of a different pack. Though better than fol-
lowers of other gawds, they still deserve some sort of suspicion.

Special Powers: Soothing Word (Animals only). Zealots of Aknar can
move silently and hide in shadows as rangers. If infected with lycan-
thropy of a lupine type (wolf-like, such as a Werewolf), the zealot can
control his transformation. His alignment does not change as a typi-
cal creature’s would when infected with lycanthropy; he remains neu-
tral — ar first.  Alignment infraction points for acts leaning towards
chaos and evil are doubled, thus the church is very concerned about
who becomes a lycanthrope. Many zealots seek lycnathropes in the
wild to deliberately infect themselves (if they survive). The church
includes many lycanthropes and actually takes applications from
zealots seeking lycanthrope status. This process is lengthy and rigor-
ous, and many who apply are rejected. Also, the church will hunt
down and forcibly cure or kill individuals who cause too much trou-
ble. Zealots often debate on which is the more significant punish-
ment. Note that aknari cannot control other types of lycanthropy.

As they advance in level, the zealots' eyes progressively change color
until they are the same gold as a wolf’s (at 6th level).

Survival instinct: When a zealot of Aknar loses more than 80% of his
maximum hit points, he inflicts double damage (after all rolls and
bonuses) in melee.

Holy Days: Nights of the full moon are sacred to Aknar.

Rituals

All Followers: Every full moon (Arlora) is considered a time of com-
munion with Aknar and the spirits of wolves gone before. Major
events take place at these services, including euthanizing infirm wolves
(and clerics), delivery of quests, and major announcements.
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Zealots: When the moon Shadara is full, followers gather from far and
wide to form circles and chant, to howl and pray, and to skulk about
in a ceremony known as "The Dance". When this goes especially well,
it is said, wolves will join in. Followers hope to actually summon their
gawd via this ceremony someday. Zealots work to bring in as many
followers as possible for these affairs.

Once per year, when Badra'kar is full, the zealot must enter onto a
hunt to assist his congregation or an allied pack or group of worshipers
(his superiors deliver the mission to him). Failure to attempt this quest
is a serious affront, worth 3 alignment infraction points and the denial
of training for the next experience level. Failing to succeed at the quest
results only in the loss of 3 base Honor points.

ZeaLoTs ofF CAMAXTLI, GAWD OF FATE
Title: Expounder (‘Pounder is sometimes used but is somewhat deroga-
tory)
Alignment: Neutral
Ability Requirements: Intelligence 12, Wisdom 15
Prime Requisite: Wisdom
Hit Die Type: d8
To-hit Progression: Thief
Saving Throw Tables: Cleric
Building Point Bonus: 4
Spelljacking: Yes (as battle mage)

Spell Spheres: Devotional 7, Charm 5, Divination 7, Summoning 1, Sun
7

Turn/Command Undead: As cleric of equal level
Weapon of Choice: Quarterstaff

Weapons Permitted: Any crushing

Armor Permitted: Any

Allowed Races: Any

STPs: Gains three rolls of the mastery die for any purchase of the astrol-
ogy skill (at character creation or otherwise). May take any of the div-
ination, prophesy, second sight, sixth sense, sibling empathy or seck-
ing grasping hands talents for a cost of 2 fewer BPs, despite racial
restrictions.

Other Requirements: Zealots of Camaxtli must have a strong gift of pre-
diction, something ranking members of the order can determine. This
requires a subtle but deep conception of forces to which most creatures
are oblivious. In game terms, this is reflected in their reduced cost for
taking certain prophetic talents.

Symbol: Human figure holding the sun
Holy Symbol: Sun disk medallion
Restrictions: Zealots suffer -1 on all to-hit rolls when not in sunlight.

Background: The expounders act as prophets and seers across the lands,
guiding and subtly influencing events so that they do not fall out of
line with the divine plan of fate. They see mortals as game pieces in a
great divine chess match and believe that people should accept their
fate — they do not really have any choice. To this end, they sometimes
need to either eliminate thase who try to avoid the path of destiny or
force them to accept the inevitable.

Clergy of Camaxtli seek out children with the knack for clerical work,
attempting to begin their training as early as possible. While they usu-
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ally negotiate acquisition of such novices, they sometimes resort to
simple kidnapping. The goals and needs of the gawd of fate supercede

all other concerns.

Members of the orders are notorious for cryptic answers they give
when approached by adventurers or questioners who seek knowledge
of the future. Sometimes, the clerics or zealots actually accompany a
party on a mission, appearing without arfyinvitation and disappearing
at a time that makes no sense to any other living creature.

Zealots' Relationship to Standard Clerics: Zealots and standard clerics of
Camaxtli have separate orders but work in close concert. The High
Priest of Fate leads both orders. They get along with each other quite
amiably.

Special Powers: When he touches an intelligent, conscious creature for
1 round and concentrates, the zealot will know (5% chance per level)
some seemingly trivial faet about that person’s future or past. He can
do this a number of times per day equal to his level without passing
out. If he attempts to exceed his level, he will get a reading, but will
fall unconscious for 1d4 hours, immune to any form of waking up.
The exact event revealed is somehow relevant to the current situation,
but it is up to the zealot to figure out exactly how, sometimes a very
difficult task.

HACKMASTER: ZEALOT’S GUIDE TO WURLD CONVERSION

Weapons Permitted: Dagger, knife
Armor Permitted: None
Allowed Races: Any

STPs: Gains the arcane lore and spellcraft skills at no initial cost. May
take the concentration, curse resistance, death magic bonus, precision
casting and quick casting talents for half the BP cost, regardless of race.
Has access to the fast cast, high spell-jacker, school resistant, spell
razor, voiceless casting and still casting talents from the Spellslinger’s
Guide to Wurld Domination (at full cost, but characters from other-
wise restricted races must pay 10 BP extra for each of these talents).

Other Requirements: Keyholders sacrifice magic items on holy days.
They favor particularly powerful items for sacrifice, since these have
the potential to upset the balance in the planes of existence. Platinum
may be substituted if no magic item is available. Ceremonies are often
conducted on high mountain peaks. Keyholders wear robes with a
black and white checkered pattern.

Advancement within the Temple of Enchantment is gained through
exceptional sacrifices or breakthroughs in magical knowledge shared
with the church. Level ritles within the church all take the form,
"Holder of the X Key," where X is the zealot's holy symbol color as fol-

Expounders frequently see things before they happen, giving them a lows: white, brass, black, copper, green, bronze, blue, sliver, red, gold,

chance to avoid a certain fate. Once per day, a zealot of Camaxtli can
choose to re-roll a saving throw or a fumble result and take the better Symbol: A platinum key
of the two results. (They can use these abilities on the same event, and

or platinum.

Holy Symbol: A metal key with color depending on rank within the

a mulligan for great Honor as well, if available.) 0

Holy Days: Crescent moon phase of Arlora : y ; .
Restrictions: Must purchase ancient history, ancient languages, modern

Rituals languages, reading/writing and religion (general) as initial skills.

All Followers: Any follower of Camaxtli must participate in any ceremo- Background: The Keyholders believe that a finite amount of magic exists
ny if directed by a higher-ranking member of the church. Even cler- in the universe and the Riftmaster oversees and regulates its flow.
ics and zealots must do so if commanded by a member of a higher When an additional amount of magic flows to the Prime Material
experience level. Plane, magic must be lost from another plane, such as the Positive or

Negative Material Plane. When a creature is able to resist magic, the
Keyholders believe that it is because the Hokalas would not allow the
magic energy to be effectively transferred. Therefore, they believe that
the Flowmaster influences both mortals and gawds alike, although less

Zealots: All zealot prayers take twice as long as those of other clerics and
cannot be rushed. This means it takes twice as long to prepare spells
in the morning. They must make these prayers in direct sunlight or
suffer a 5% chance of spell failure (cumulative) per day. They can
eliminate this penalty with an hour of special prayers in the light of the
rising sun, followed by praying for their spells normally. The Temple of Enchantment preaches a doctrine of conservation of

magic. They believe that the gift of magic should be used wisely and

