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“Fellowship and fidelity in blood and spirit.”
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U@ought to the Empire by legionnaires
returning from campaigns against the Parthians

and bolstered through interaction with mission-
aries passing from Parthia to Thracia, the Flame
of Mithras teaches a mystery cult faith which pri-
marily venerates Mithras, and, in a lesser respect,
both Ahrimanus and Sol Invictus, or the Uncon-
quered Sun.

While it is a growing cult in the Empire, it
does not actively recruit or seek to grow it’s mem-
bership through any means other than simple
evangelism by current adherants. It is their belief
that the mystery finds you, and not that mis-
sionaries should seek converts. Fortunately, it is
popular among those in military service, gladia-
tors, and veterans, and the Roman Empire’s
policy of aggressive expansion means it will
remain popular. It is fairly well known and re-
spected in the capital of Roma, home of not only
its largest temple but also fifty other mithraeums,
as they are called, the largest number of temples
in a community.

Over 100,000 individuals claim mem-
bership to the Flame of Mithras, although only
perhaps 10% have become involved beyond their
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distant lands, making votive offerings for glory
in battle or safe return. A few more devout even
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ing the small holy places which expand over time
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and through an organic donation of time or materi-
als by local followers. The temples at Dura Europos
or Lutetia are examples of these “grown” temples. At
least 150 mithraeums publicly exist across the Em-
pire, with larger ones in Londinium, Pons Sarravi
in the Rhine, and Old Caesarea in Judaea. Local
members volunteer their time as guards, agents, or
mystagogues for the Flame, depending on the need.
The Pater of the great Roma Mithraeum is often
considered the faith’s leader, but he makes no broad
pronouncements.

The Eastern Cult of of Mithras considers
them heretics and legionnaires captured by Parthi-
ans in regions where the Eastern Cult is strong tend
to suffer badly, but the might of the Roman gov-
ernment prevents any widescale inter-cult conflict
within the Empire. In Aegyptus, the Illuminated
Brotherhood of Hermes Trismegistus fervently be-
lieves them to be upstart usurpers to their god and
his magic, and actively works to sabotage the cult
and its membership through social intrigue. Dur-
ing the late 4th Century, another ascendant mystery
religion from the Levant actively worked to destroy
Mithraism.

The Flame of Mithras provides many
services to members. They cooperate to acquire
spellcasting for its members at 66% the local rate,
utilizing social connections; they offer small caches
of masterwork armor and weapons for members for
free or reduced rates, but require an oath from the
member to return two weapons in gratitude. Casual
martial instruction between members is common.
Members may petition incantations to be cast by
the local congregation, either participating or sim-
ply benefiting, and they may arrange postmortem
care of either a raise dead effect or proper
cremation and burial.

Some famous members include the Emperor
Commodus, the philosopher Porphyry, and the
writer Euboulus.

C________________________________________
Joining the Order

The Flame of Mithras prefers new mem-
bers to have a martial background, but accepts any
members sponsored by existing adherents. People
who wish to join the organization are called “aspi-
rants.” Aspirants must be willing to complete the
initiations and swear the Oath of Fellowship. Ad-
venturing groups often join together. The Flame of
Mithras almost never actively recruits individuals as
an organization.

As Background / 1st Level Characters

Those characters who wish to join at first
level, or as a part of a background may take the
following trait. They may not sponsor any other
aspirant’s membership until they initiate the second
station of the Flame of Mithras.

Newly created members gain the Raven of Mithras
Trait.

Raven of Mithras (Trait)

You have taken the oath of initiation and
joined the Flame of Mithras. Through the interces-
sion of your patron, you've been granted the use of a
temple weapon or received additional teachings.

Benefit You gain a masterwork weapon
of your choice. This weapon is held in trust for
the Flame of Mithras, and you are dutybound to
return or replace it to the Mithraeum where you
received it. You gain a +1 bonus to Profession (Sol-
dier) checks. If you ever return the weapon to the
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Mithraeum permanently, or do not wish to borrow
a masterwork weapon, you may request instruc-
tion on a lesser incantation from one of the temple’s
mystagogues.

For higher level Characters

Characters who wish to join the Flame
of Mithras later in their careers must find a cur-
rent member initiated in the second station of the
mystery to act as their sponsor and patron. Doing
so may require a task or test of some type to show
the potential patron the aspirant’s dedication. This
sponsor vouches for the aspirant’s moral fiber and
often acts as a mentor within the organization. The
aspirant must then complete the initiations and
swear the Oath of Fellowship.

New members may request further instruc-
tion in incantations, martial techniques like feats or
other abilities, or even socio-political favors from
fellow members, generally through petitioning their
patron member or through personal connections
they may have with existing members, but more se-
nior members are welcome to decline these requests
if time or circumstances do not permit.

A member may request a mystagogue’s
instruction and initiation to the next station of
the mystery from the local Mithraeum’s Pater. The
Pater then tests the member’s knowledge and as-
signs them a specific task to demonstrate their faith,
which involves enduring some hardship or over-
coming some dangerous threat. When this task is
adequately completed, a mystagogue proceeds with
the instruction. Some tasks may take a great deal of
time or investment. Advancement is confirmed by
a handshake from the Pater, and all members of the
Flame of Mithras are syndexioi — “those united by

the handshake”
|

Aspects of Membership

Members of the Flame of Mithras are ex-
pected to live a life consistent with the philosophies
of Mithras, including an ethos of striving towards
self-improvement, fellowship with other believ-
ers, and excellence in all aspects of one’s life. Brief

prayers are offered to the Sun three times a day, and
Sunday is considered their holy day.

Rank and Advancement through the mys-
teries of the Flame of Mithras are handled through
initiation ceremonies. A member is assigned a
mystagogue, or teacher, of the next rank in the
Flame of Mithras. The mystagogue determines if
the member is ready to advance by requiring the
member to complete certain sacrifices, oaths, and
quests, following in the stories of Mithras. When
these tasks have been completed to the mysta-
gogue’s satisfaction, an advancement ceremony
is performed. There are no written holy texts, the
scriptures of the Flame of Mithras are only trans-
mitted orally or represented in sculpture or art.

Ritual Initiations include the Meal of the
Sun, the Oath of Fidelity, the Rock Birth, and the
Tauroctony or Slaughtering of the Bull. They cel-
ebrate holidays on the Summer and Winter Solstice,
as well. All celebrations and rituals involve a meal
of some kind.

|
Organizational Structure

The Flame of Mithras has seven levels of
initiation. The ranks are:

Raven — These are the lowest members of the
Flame of Mithras. They are the rank and file mem-
bers who do not wish to deeply explore the mys-
teries, but do want to live as a devotee. Potential
Benefit: Ravens and all other members of the Flame
of Mithras may appeal to their local congregation
for help with issues, and generally receive an unspo-
ken discount on goods and services. They are often
offered the right of first refusal on tasks and oppor-
tunities other members need completed.

Lanternbearer — Those who wish to share the
mysteries of Mithras with others and serve as a
patron to a new aspirant gain this level. Potential
Benefit: Lanternbearers gain closer social connec-
tions to members of the Soldier rank and greater.
They generally are provided social engagements and
interactions where they might be introduced to po-



tenial Ravens to serve as mentors by higher ranked
mithraists, and enjoy the benefits inherent in such
gatherings.

Soldier — This is the lowest level member who can
serve as a mystagogue for other members. Poten-
tial Benefit: Solider-ranked mithraists are usually
offered a special cloak of resistance as a symbol of
their office. This cloak may have been crafted spe-
cially for the member (and the member is expected
to make a donation equal to its cost), or it may be a
gift from a higher ranked member. It may have been
invested with greater magical power over time, and
it almost always bears some symbolism of the faith
and the temple from which it came. Some cloaks
have distinct and famous lineages, and bring certain
expectations for the bearer by their reputation.

Lion — Dedicated workhorses of the faith, these
members coordinate initiations and help manage
daily operations of Mithraeums. Potential Benefit:
Lions are provided greater resources to achieve the
temple’s needs. They might be given to opportunity
to borrow or purchase magical items, to receive
magical spellcasting at lower rates or even gratis.
Lions might see political benefits or faster promo-
tion within a Watch or the military. Members who
achieve this rank most certainly enjoy regular and
close interactions with other senior members of
the temple, and can easily request assistance when
necessary.

Perses — These members are responsible for the
proper maintenance of their Mithraeums, and many
consider it a sacred duty to their god and fellow
congregation. Potential Benefit: Perses-ranked
mithraists have unfettered access to the temple
facilities and grounds, and may request funds to
complete goals associated with repairing or con-
structing the temple facilities. They have a great
deal of interaction with craftspeople, guildmembers,
and artisans— all of whom might serve as followers,
contacts, or resources in the Perses daily activities.

Heliodromus — The scholars and historians of
the Flame of Mithras, they maintain the oral tradi-
tions and help instruct other members, acting as
mystagogues. Potential Benefit: Heliodromus have

access to the accumulated knowledge and resources
of the local temple, and while they are expected to
contribute to that library, they are also expected to
be intimately familiar with it, which requires lots of
time reading and reviewing the materials. This can
provide access to unique spells, lost maps, tomes of
rare knowledge. Additionally, Heliodromus-ranked
mithraists are often brought items other members
suspect to be significant or important, and so they
also get to see many items before they might be
publicly available.

Both Heliodromus and Perses are offered a special
ring of resistance as a symbol of their office. This
ring may have been crafted specially for the mem-
ber (and the member is expected to make a dona-
tion equal to its cost), or it may be a gift from a
higher ranked member. It may have been invested
with greater magical power over time, such as being
a ‘slotless’ item, and it almost always bears some
symbolism of the faith and the temple from which it
came. Some rings have distinct and famous lineag-
es, and bring certain expectations for the bearer by
their reputation.

Pater — These are the spiritual leaders of a
Mithraeum, although some individuals receive
honorary titles, and there may be many Paters in

a single Mithraeum. The most senior Pater of a
Mithraeum is known as a Pater Patrum, or Father
of Fathers. They research initiations, explore the
stories of Mithras, and shepherd the faith. Potential
Benefit: The Paters within a Mithraeum can enjoy
the ability to call upon the members of the temple
for services, spellcasting, or other activities as nec-
essary for the proper survival of the congregation.
This means the have the resources of the temple at
their disposal, but Paters who abuse their positions
often suffer unpleasant consequences.

The Flame of Mithras may teach several
different incantations to worthy members. These in-
clude one replicating the effects of a righteous might
spell when a token is crushed, one providing a
magical, glorious crown of Mithras when a specific
diadem is worn, and another which acts as a sort of
either resurrection-in-waiting or divine retributive
lightning which the primary caster might unleash



when the proper conditions are met. All of these in-
cantations are reserved for syndexioi of the Soldier
station or greater.
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Roleplaying Suggestions

Some story options available to characters
participating in the Flame of Mithras include:

Gathering the Greatest Sacrifice

A character’s mystagogue hopes to perform
a monumental initiation, bringing the character to
the level of Lion within the faith in a spectacular
manner. However, to properly complete this task,
the mentor requires the aspirant to capture and de-
liver a gorgon to the mithraeum live and unharmed.
Additionally, the gorgon is illegal inside the city, and
the aspirant must find a way to smuggle it into the
community without being caught by the authorities.
Once delivered, the gorgon must be kept subdued
but pure for its role in the Tauroctony.

To Watch Another’s Journey

A fellow member of the local mithraeum
wishes to attain the station of Soldier, and has been
given a long quest to single-handedly rid a danger-
ous pilgrimage route of all threats. The player char-
acter has been assigned to watch this aspirant’s task
and ensure no one interferes, and that the aspirant’s
accepts no assistance from anyone. As the mem-
ber travels through dangerous lands, the group is
charged with preventing well-intentioned assistance
and surviving the trip to return and report. This
doesn’t prevent others from attacking the monitors,
but means the character must find ways to redirect
such enemies so that the aspiring Soldier can defeat
them.
|

OPEN GAME LICENSE

Version 1.0a

The following text is the property of Wizards of the Coast, Inc.
and is Copyright 2000 Wizards of the Coast, Inc (“Wizards”).
All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or
trademark owners who have contributed Open Game Con-
tent; (b)”Derivative Material” means copyrighted material

including derivative works and translations (including into
other computer languages), potation, modification, correc-
tion, addition, extension, upgrade, improvement, compilation,
abridgment or other form in which an existing work may

be recast, transformed or adapted; (c) “Distribute” means to
reproduce, license, rent, lease, sell, broadcast, publicly display,
transmit or otherwise distribute; (d)"Open Game Content”
means the game mechanic and includes the methods, proce-
dures, processes and routines to the extent such content does
not embody the Product Identity and is an enhancement over
the prior art and any additional content clearly identified as
Open Game Content by the Contributor, and means any work
covered by this License, including translations and derivative
works under copyright law, but specifically excludes Product
Identity. (e) “Product Identity” means product and product
line names, logos and identifying marks including trade

dress; artifacts; creatures characters; stories, storylines, plots,
thematic elements, dialogue, incidents, language, artwork,
symbols, designs, depictions, likenesses, formats, poses, con-
cepts, themes and graphic, photographic and other visual or
audio representations; names and descriptions of characters,
spells, enchantments, personalities, teams, personas, likenesses
and special abilities; places, locations, environments, creatures,
equipment, magical or supernatural abilities or effects, logos,
symbols, or graphic designs; and any other trademark or reg-
istered trademark clearly identified as Product identity by the
owner of the Product Identity, and which specifically excludes
the Open Game Content; (f) “Trademark” means the logos,
names, mark, sign, motto, designs that are used by a Contribu-
tor to identify itself or its products or the associated products
contributed to the Open Game License by the Contributor

(g) “Use”, “Used” or “Using” means to use, Distribute, copy,
edit, format, modify, translate and otherwise create Derivative
Material of Open Game Content. (h) “You” or “Your” means
the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Con-
tent that contains a notice indicating that the Open Game
Content may only be used under and in terms of this License.
You must affix such a notice to any Open Game Content that
you Use. No terms may be added to or subtracted from this
License except as described by the License itself. No other
terms or conditions may be applied to any Open Game Con-
tent distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content
You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing
to use this License, the Contributors grant You a perpetual,
worldwide, royalty-free, nonexclusive license with the exact
terms of this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are
contributing original material as Open Game Content, You
represent that Your Contributions are Your original creation
and/or You have sufficient rights to grant the rights conveyed
by this License.



6.Notice of License Copyright: You must update the COPY-
RIGHT NOTICE portion of this License to include the exact
text of the COPYRIGHT NOTICE of any Open Game Con-
tent You are copying, modifying or distributing, and You must
add the title, the copyright date, and the copyright holder’s
name to the COPYRIGHT NOTICE of any original Open
Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product
Identity, including as an indication as to compatibility, except
as expressly licensed in another, independent Agreement

with the owner of each element of that Product Identity. You
agree not to indicate compatibility or co-adaptability with

any Trademark or Registered Trademark in conjunction with
a work containing Open Game Content except as expressly
licensed in another, independent Agreement with the owner
of such Trademark or Registered Trademark. The use of any
Product Identity in Open Game Content does not constitute a
challenge to the ownership of that Product Identity. The owner
of any Product Identity used in Open Game Content shall re-
tain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You
must clearly indicate which portions of the work that you are
distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may
publish updated versions of this License. You may use any
authorized version of this License to copy, modify and distrib-
ute any Open Game Content originally distributed under any
version of this License.

10 Copy of this License: You MUST include a copy of this
License with every copy of the Open Game Content You
Distribute.

11. Use of Contributor Credits: You may not market or adver-
tise the Open Game Content using the name of any Contribu-
tor unless You have written permission from the Contributor

to do so.

12 Inability to Comply: If it is impossible for You to comply
with any of the terms of this License with respect to some or
all of the Open Game Content due to statute, judicial order,
or governmental regulation then You may not Use any Open
Game Material so affected.

13 Termination: This License will terminate automatically if
You fail to comply with all terms herein and fail to cure such
breach within 30 days of becoming aware of the breach. All
sublicenses shall survive the termination of this License.

14 Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the
extent necessary to make it enforceable.

15 COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000, Wizards of the
Coast, Inc. System Reference Document. Copyright 2000, Wiz-
ards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook,
Skip Williams, based on material by E. Gary Gygax and Dave
Arneson.

Pathfinder Roleplaying Game Core Rulebook. Copyright 2009,
Paizo Inc.; Author: Jason Bulmahn, based on material by Jona-
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The Book of Experimental Might. Copyright 2008, Monte J.
Cook. All rights reserved.
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