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Introduction, Cult Outline, Cosmology, History,

Paulis

Cults of Terror is a book about the bad guys of Glorantha,
the enemies of creation, the foes against whom every fight
must be fought. These forces are worthy of fanatical opposition,
for once they are loosed in a campaign they will be difficult to
dislodge.

This book also investigates the Gloranthan concept of chaos.
This difficult subject only has been touched upon previously.

Preceding the actual cult descriptions is an explanation of
the several Gloranthan chaoses. They are presented in the
mythical chronology to establish their place in the cosmos.

Although the cults detailed here are generally despicable in
aim, it should be realized that not all creatures of chaos are
totally and automatically corrupt. The cult of Nysalor will give
new insight into the behavior of certain chaotic creatures, and
also into the motives of the Lunar Empire.

The Blank Cult Outline is presented to explain the material
which is included in standard cult write-ups. Two cults, Primal
Chaos and Nysalor, are unique and do not follow the standard
form.

IMPORTANT: contributors, editors, and publisher
categorically intend that these cults be used for
Non-Player Enemy religions. Player Characters
should not join these cults. We recommend that
Player Characters who join these religions quickly
be put to sacrifice by Non-Player-Character priests,
to get them out of play.

This is the second book of RuneQuest-related cults. With
its larger companion, Cults of Prax, referees and players have
a fair glimpse of religious practices and practical effects in the
RuneQuest world, Glorantha. Readers will also get plenty of
useful ideas and plot devices for religions in any fantasy world,
from ancient Greece to Arthur’s Britain, from Selucid Persia to
Lankhmar.

Cults of Prax was devoted to cults in which RuneQuest
players would conceivably want player-characters to belong.
Cults of Terror contains complete information about the cults
described, but it is furnished more in the hope that referees
will find it useful in creating believable NPCs than with the
expectation that players want to role-play unrelievably brutal
characters.

Important assumptions underlie the facts compiled for this
book. Primary among them are the immanence of deity, the
reality of workable magic, and relation of these to the way
people live. The effects of these assumptions can be explained.

A cult is a vehicle which provides communication between
those people living and the cosmic entities known as deities. A
cult is a religion, and it provides for the many deep needs of
any mortal being.

One deep need is assistance lent by the cult to the indi-
vidual to protect his or her life during difficult times. Another
need is some assurance or guarantee of immortality: death
casts the weak and the strong alike into the powerful maws of
the cosmic entities. Still another need is to provide worldly
guidelines to the individual which will aid in the search for
safety and preservation of identity.

In short, a cult supports the individual’s way of life. It gives
him focus to find balance within himself and with others, and
with the world, and defines his relation with the universe.

A deity will be worshipped because of his attributes. His or
her attributes were gained in the performance of significant
actions during the mythical Godtime. Such acts are related in
the first sub-section of each cult, and in great respect the rest
of the cult write-up describes how the mortal beings who came
later accept and deal with archetypal acts and their equally
archetypal consequences. Worshippers will imitate significant
deeds and thereby magically partake of them. These mythic
acts and the worshippers’ lives will be similar.

The cults in this book illustrate in greater or lesser detail
the effects of the Gods War and the Great Darkness, portray-
ing some of the forces of chaos which tried to seize the world-
universe of Glorantha, and of the Great Compromise which
froze the relations of the gods except on the mortal plane.
These chaos cults are published as part of the ongoing effort to
fully depict a world in which magic constantly occurs, of both
the everyday variety and of the astonishing.

Most players will not want to identify with the cults within,
but the inclusion of such detail is integral to a rich and full
campaign. What are vampires? What does that stack of heads
indicate? Who is the Mother of the Broos? Players will want to
understand the motivations of villainous non-player characters.

These cults are restricted for the most part to Genertela.



The Cause Of Time

The world of Glorantha is about 1600 years old. That many
years ago, after a great and timeless darkness, the Sun God
rose in the east for the first of many days, instituting the new
power of Time. Since then, dates in Time often have been
written ST, Solara Tempora. The year 575 ST, then, would be
the 575th year after the first sunrise.

Time is the most powerful of the gods of the new age. We
recognize Time in three natural forms (lineal, cyclical, and
illusory), but Time did not exist in the Godtime or the Great
Darkness. The lineal relations imposed upon the myths and
stories of those ages originate from our own temporal state of
mind, since we mortals are a natural part of the Time flow of
the new age. Mythical events did not necessarily occur in the
order we perceive them, and it can be difficult to reconcile
conflicting versions of certain occurances in Dreamtime. The
difficulties with which we understand that age are illustrated
by the words we use for it: Dreamtime, Gods' Age, Golden
Eon, Non-time, and so on. Each word or phrase has some
measurement of Time within it. It is interesting and perhaps
important that the magicians of the Hero Wars period (when
contact was greatest between men and gods) referred to the
Godtime as “the magic place” or godworld,”” even when refer-
ring to a perhistoric event.

Time was born in Hell, where the shadows of chaos reigned
and held sway over the heart of the universe. All of the universe
was in confusion, elements blundered amidst each other, and
devils ran amok, slaying and kidnapping gods and mortals alike,
carrying them to the formless void. When the Lightbringers
entered the underworld and completed their great tasks, they
forged a cosmic pact which bound all entities, living and dead,
spiritual and physical, pure and unholy, intelligent and inert,
into the Great Compromise. No beings responsible for the
creation of the world had exemption from this final synthesis.
In their pact, the deities settled their senseless and destructive
wars which had precipitated the chaos they now united against.
They agreed to accept a common ground of existence in order
to share responsibility for the protection of the realm and to
uphold their present status in the universe. They thus bound
themselves irrevocably to the spiritual matrix of the new age.

Their vows are the source and cause of Time; the energies
of this compromise provided the soul-essence of the new age.
The old deities created the will of the new age and bound
themselves to uphold it. The more powerful the deity, then
the more numerous the commitments binding it into the world
matrix, and the more effectively fossilized its role in the Time
to come.

The lesser creatures of the world, especially the surviving
mortal races, were free to grow, change, and develop within
the new age. By utilizing their freedom and knowledge of the
new laws accompanying the new age, the mortal folk could
commune with the gods and powers of the universe.

Kinds of Time

The form of Time was a function of the Compromise. As
stated, there had been horrible fighting and confusion before
that agreement. Death and even parts of chaos were well-mixed
with the world. Time reorganized this confusion so that there
was regularity between light and darkness, life and death, and
other measures of Time.

Some cults believe in Lineal Time, maintaining that Time
once began and that it will continue onward in an unbroken
line into the future forever, or until the world ends.

Cyclical Time, supported by many cults, holds that certain
events such as day and night, alternation of seasons, lunar
cycles, tides, spiritual recycling, etc., actually are the same
event ocurring again and again. Minor, local, and mundane
observable differences actually measure mortal removal from
the primal sources, rather than marking any true change.

Illusory Time is that progression of events which seems to
manifest itself as we glance backward to Godtime myth, or
upon the activities of heroquesters performed in that realm of
legend and magic. Cosmologically, the world of Godtime exists
only in stasis, beyond Time, and chaos lies at the other pole.
Reality stretches between them, and the non-existent realms
are reachable only when individuals force Illusory Time upon
Godtime—causing immense philosophical and thaumaturgical
ramifications.

Calendrical Time

Uniform dating in Glorantha is difficult, for many dates are
based on local circumstance, such as “‘the third year after King
Grozz defenstrated Harl Half-Ear.”” A universal calendar exists
in many places, however, and it is used in the following man-
ner for general dating.

Conventionally, chroniclers list the day of the week first,
then the week of the month, then the month or season, and
then the year ST (the number of years after the Sun first rose).
Two ways commonly are used to record actual dates. One is
inscribing the Runes appropriate to the day, while the other is
to note the date numerically. Both ways are shown on the
Calendar of Holy Days in the appendices.

In the latter system, Roman numerals have been used to
show season: 5/2/1/1614 is the same as@Q/11/2%/1614.

Lunar Time

Lunar Time is the only important method of irregular dating.
Some locales had other notations, but these rarely gained wide-
spread importance, and are more confusing than interesting
today.

The Red Goddess was born in Rinliddi (Peloria) in 1220 ST.
Lunar chronomancers always start their chronologies from
that date. The Red Goddess lived upon the surface world for
27 years before her apotheosis.

When she departed and took her place in the sky, the god-
dess was at the height of her power. Her possessions upon earth
suffered a decrease in available mana for 27 years after her
ascent, then increased again for 27 years to the levels available
when the goddess had been on earth. This makes a 54-year
period between the crests of power, with a central low point.
This cycle is called a Wane, since the power is at a wane during
its center.

The Wane is the primary number in Lunar calender notation.
If the first number is a 1, then the event was in the 1st Wane
of the goddess; if it is a 7, then the event was in the 7th Wane,
and so on. An occasional Wane may receive a name or title:
Hon-eel’s Wane, or the Hero Wars Wane. Events of the goddess’
lifetime upon earth took place in the Zero Wane.

The second number of a Lunar date tells the year of the
Wane in which the event occurred; any number from 1-54 is
possible. Lunar daily and seasonal notation is as the ST calen-
der explained below.



Solar Time
Day

One day on Glorantha is the time needed for the sun to tra-
verse the sky from east to west. One night is the time needed
for the sun to traverse the underworld from west to cast again.

Week

One week is made of seven days, named for the five elements,
one godsday, and one ‘wild’ day. Elemental influences vary
in intensity by the day of the week. Windsday will have more
airy energies available than usual, for instance.

Wild day is an unformed piece of time, often propitious to
various chaos magics. The influences vary widely, however,
and depend on location, history, pre-arranged conditions, and
more factors. The most powerful local deity may be worship-
ped on this day.

Godsday may see the most worship and meditation. The
most important holy ceremonies may occur on this day. The
deities will be more influenced to receive worship on godsday.

Season

A season is made up of eight weeks, named after the eight
Powers: Disorder, Harmony, Death, Fertility, Stasis, Move-
ment, lllusion, and Truth.

Sea-season compares to our spring. This season follows the
rebirth of the Sacred Time, and during it the young gods of
the new age are free to exert their influences on the world.

Fire-season is like our summer. This is a time of warming
and ripening, when the plans and schemes of men mature and
bear fruit, as do herdsand fields. Energies are ripe for activities,
intellectual pursuits, and outward expansions.

Earth-season compares with our fall, with harvest and food-
gathering against the hard weather to come. The forces of life
draw to themselves, leaving the fields and pastures to the soon-
appearing cold and darkness, but this also is the time of the
greatest plenty, and a period of festivity and joy.

Time 5

Dark-season is like our winter, and there is great hardship
and gloom across the world. Weaker beings should hide now,
hoarding their food and spouting cheerful stories before their
crackling fires. Only the boldest go forth.

Storm-season is the time of greatest violence and danger.
The air gods rule this season, and their energies always are of
a violent and unpredictable nature. This time is like the War of
the Gods; this bloody season can undo the effort of a whole
year, and troubles begun here often inadvertantly allow chaos
forces to slip into the world.

Sacred Time equals two weeks in length, but officially is
days instead. Normal activity halts, and the world ritually and
really re-enacts the death and rebirth of the cosmos in order to
replenish the world, for incorporating the entropy of chaos in-
to the living world is agreed to in the Great Compromise. To
live, one must descend into death and be reborn. The partici-
pation of all beings in these annual ceremonies and their com-
mitment to them integrates the participants with an uncon-
scious understanding of the cosmic balance—a major factor in
the high level of mana generation and use in Glorantha.

7 days = 1 week
56 days = 8 weeks = 1 season
294 days = 42 weeks = 5 seasons + Sacred Time = 1 year

weeks of

days of seasons of
the weeks the seaon the year
1. Freezeday 1. Disorder 1. Sea-season
2. Waterday 2. Harmony 2. Fire-season
3. Clayday 3. Death 3. Earth-season
4. Windsday 4, Fertility 4. Dark-season
5. Fireday 5. Stasis 5. Storm-season
6. Wildday 6. Movement 6. Sacred Time
7. Godsday 7. lllusion

8. Truth
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The great portion of this book examines nine different cults according to the outline below, in turn followed
by a number of appendices dealing with mechanics, cult relations, and background. The rest of this chapter
discusses the elements of the outline structure in detail, so that readers will better understand how the remain-
der of the book is made, and so that those who wish to will have a guide for the creation of their own myths,
legends, cults, and the fitting of the cults into a world at large. .

I. Mythos And History

The mythology of a religion is its recorded communications
between the divinity and the divinity's worshippers. The myth-
ological actions of the deity determine appropriate actions for
the worshippers who wish to partake of their god's power. The
primal actions of the deities determined their sources of power,
and when individuals and societies imitate those deeds through
worship, the worshippers partake of their divinity's congquests
or creation by aiding in the primal acts.

These sections never relate all of the many tales of a partic-
ular deity, but only those of major importance. Each cult might
have volumes of minutiae with which its Rune Priests would

be intimate, but to relate such would be extravagant.
L]

A. Before Time

This section tells of the deeds of the deity in the Godtime,
when the god had freedom of choice. The narrated myths relate
the actions which gave the god its present powers and from
which the people draw divine aid.

B. Since Time
The mortal races ruled the world since the first Dawning,
and have called upon deities for aid, or commanded them to

act. These events form the basis for the tales of the deities since
Time began. Also occuring are the many legends of mortals
who were able to immortalize themselves through their mighty
deeds in the name of, or in defiance of, the godly immortals.
Many cults worship the ancient heroes as subservient spirits.

C. Life After Death
How cultists think they will die influences how they think
they should live: the possibility of life after death and the
quality of that life flavors cult beliefs, gives background useful
in understanding the cult, and prompts ideas for adventures.
Funeral rites provide examples of cult belief, power, and
action.

D. Runic Associations

All deities are associated with certain Runes of Power. Use
of these Runes in cult functions will be an obvious mark of the
nature of the deity worshipped. These signs may be understood
as vehicles of Power, channels of definition, or foci to manifest
symbolic abilities. Similar Runes will not mean an automatic
friendship between cults, but at least may indicate a similar
general interest or origin.

I. MYTHOS AND HISTORY
A. Before Time
B. Since Time Began
C. Life After Death
D. Runic Associations

Il. NATURE OF THE CcULT
A. Reason For Continued Existence
B. Socio-Political Position and Power
C. Particular Likes And Dislikes

Hl. ORGANIZATION
A. Inter-Cult Organization
B. Intra-Temple Organization
C. Center of Power, Holy Places
D. Holy Days and High Holy Days

1 IV. LAY MEMBERSHIP

C. Mundane Benefits
D. Skills

E. Spells

VL RUNE LORD MEMBERSHIP
A. General Statement
B. Requirements For Acceptance
C. Restrictions
D. Benefits

VI. RUNE PRIESTHOOD
A. General Statement
B. Requirements For Acceptance
C. Restrictions
D. Benefits
E. Rune Spell Compatibility
F. Cult Special Rune Spells

VIll. SUBSERVIENT CULTS

i A. Requirements To Join [race, birth, abilities, etc.]
' A. Spirit Of Reprisal

B. Requirements To Belong [offerings, geases, etc.]

C. Mundane Benefits [board, succor, Healing, etc.] B. Others
D. Skills
E. Battle Magic IX. ASSOCIATED cuLTS

A. Listed Singly

V.INITIATE MEMBERSHIP
A. Requirements For Initiation

B. Requirements To Remain Initiated

X. MISCELLANEOUS NOTES




I1. Nature Of The Cult

A. Reason For Continued Existence

This explains the relation of the cult, its social context, and
its significance within the cosmological scheme. These will
determine the warshipper’s priorities.

B. Socio-Political Position and Power ’

This varies immensely from place to place, even for the
same deity, but will be explained here only in terms of general
behavior.

C. Particular Likes And Dislikes

This section applies the previous section to show how they
influence the ordinary behavior of the worshipper even when
he is not in touch with his cult, concentrating on recognizable
prejudices and enthusiasms.

111. Organization

A. Inter-Cult Organization

Some local temples or cults may be linked in terms of duties,
hierarchies, taxes, or sacrifices to other temples, thereby form-
ing a superstructure of command between otherwise isolated
units of worship. As applicable, the structure will be defined.

B. Intra-Temple Organization

Local bodies, whether farmer or nomad, usually have a
structure. The organization may be a disciplined hierarchy,
like that of Krarsht, or arrogantly free, like Vivamort. There
are no rules, except that there will be rules.

C. Center of Power, Holy Places

A cult may have one center of power or many, whether it
be a specific altar or temple, or a Great High Priest. Particular
locations may be linked to some special cult event. All such
aspects will be known to the cultists.

D. Holy Days and High Holy Days

Cults have special days of worship. Often it will be a day
wherein all the worshippers attend special rituals, thereby let-
ting them enter the magical world and partake of ceremonies
blessed by the spiritual attendance of their deity.

Typical holy day worship requires lay worshippers to sacri-
fice 1 point of their Power. Initiates will sacrifice 2 points, and
Rune-levels attend to the channeling of the Power to the deity.
Worshippers regain the Power as if it had been used to power a
battle magic spell.

On High Holy Days, worship requires sacrifice of all but
1 point of each worshipper's Power to their deity during a
ritual sacrifice in which they commune directly with the im-
mortals and are vulnerable to everything except that which
might harm a god.

Each year begins and/or ends with a two-week Sacred Time.
In that period the world is caught up in cosmic festivities and
ceremonies. Great magical energies move the world, and each
of the deities appears upon the world to relive their great deeds
of creation, conflict, and compromise which brought about
the world of Time. The rituals end with the creation of Time
and with the birth of the Dawn and Spring, marking the start
again of normal, mundane Time.

Sample Cult 7
IV. Lay Membership

'A. Requirements To Join .

To join, laymen will have to satisfy certain cult requirements,
and these may be of birth, race, ability, money, or whatever.

Lay members will be required to join a cult each time they
attend its services, unless they already belong. Lay members
often belong to more than one cult, particularly if they have
political aspirations; some cults are enemies, precluding this.

B. Requirements To Belong

Some cults may have requirements for members wishing to
remain in the cult, bypassing the necessity of paying the mem-
bership fee each time. This state is necessary also for persons
preparing to become an Initiate of the cult, or desiring to learn
battle magic from the cult. This section explains the relation
of existence to the cult’s basic beliefs and demands, at least so
far as a lay member is concerned. Requirements generally are
minimal, as the cult’s attachment to its lay members also will
be minimal.

Lay members typically will need to sacrifice 1 point of
Power during worship on holy days.

C. Mundane Benefits .
Some cults offer substantial benefits, such as room, board,
free healing, and so on. Most benefits will be minimal.

D. Skills

Each of the deities worshipped specializes in something,
and often these reflect in abilities noted in the RuneQuest rules.
Because of their deity’s proximity with the ability, cult mem-
bers may be able to receive some training for less than normal
costs. Likewise, the deity may have been restricted in regions,
and this could mean that the worshippers must pay more for
an ability or, in some cases, not be allowed to use it at all.

Some deities will also have special abilities offered to mem-
bers only, and often only to Initiates and Rune-levels. Skills
will be divided into the following: ;

Half Normal Cost — % the RuneQuest price

Normal Cost — the RuneQuest price

Twice Normal Cost — 2x the RuneQuest price

Unigue — unique to the particular cult

Prohibited — not allowed in a particular cult
E. Battle Magic

As with abilities, a deity's previous actions and present abil-
ities in the magical world will affect the worshipper’s access to
magic. Thus battle magic costs may vary, and some cults may
have unique spells for members only.

If joining a cult which prohibits some of the battle magics
he already knows, the candidate automatically forgets the pro-
hibited spell or spells within moments of acceptance into the
cult. Should he later leave that cult, he will have to repurchase

or otherwise reacquire the spell in some manner to know it
once again. Battle magics are divided into the following:

Half Normal Cost — % the RuneQuest price
Normal Cost — the RuneQuest price

Twice Normal Cost — 2x the RuneQuest price
Unigue — unique to the particular cult
Prohibited — not allowed in a particular cult



V. Initiate Membership

A. Requirements For Initiation

Initiation into a cult is a serious step, for individuals there-
by pledge themselves to the focus of a single divine entity.
Unlike lay members, who have free association with other cults,
Initiates may partake only of rituals in their own cult and its
associated and friendly cults. Pledges are serious, and if one
wishes to quit a cult after initiation, there is a brief reprisal
against the one who would deny his deity.

This reprisal is attempted each time by the appropriate spirit
of reprisal, discussed in the subservient cults section.

Initiates need to be lay members in good standing, and they
should have a sponsor—although this may be interpreted in a
broad fashion. Some cults demand items, monies, or other
tokens of sacrifice from the Initiate candidate.

Initiates will also have to pass a test. This may be done in
the same way as related for Rune Lords in the RuneQuest rules,
except that often the test is (POW + CHA divided by 2) times
b or less on D100.

B. Requirements To Remain Initiated

Initiates of cults must do more for the cult than any lay
member. They must sacrifice 2 points of POW each holy day
instead of 1 point. They will also be expected to uphold the
cult likes and dislikes much more stringently than lay members,
who may be able to quit when they wish. Initiates do not have
such a simple option: they are pledged to the faith.

Initiates must attend cult functions, and may be called
upon to do cult business. Most cults demand a tithe of income,
usually 10%.

C. Mundane Benefits

In return for their work, Initiates get more benefits from
their status than any lay member does. Initiates can lead the
general congregation during ceremonies, and always receive
preferred treatment in cult activities. Many cults offer food,
healing, ransom, and so on to Initiates, though the particulars
will be special to each cult.

D. Skills

Just as with lay members, special skills may be available to
Initiates. In rare cases, Initiates will havea less expensive version
of the same skill taught to them. Special cult skills more com-
monly will be available to Initiates than to lay members.

E. Spells

Initiates will more often have special cult battle magics than
would lay members. Initiates may be able to purchase one-
time use of cult Rune spells for use on cult missions, or receive
them as special rewards.

To buy one-time use of a cult Rune spell, the Initiate must
permanently sacrifice the required Power points to the deity.
The Initiate can then cast the spell with control and know-
ledge, but then must make another permanent Power sacrifice
to learn the spell again. These points of sacrificed Power are
known as Rune points. Initiates who know Rune magic when
they become Rune Priests do not regain the POW so sacrificed,
but do know the spell on a reusable basis if it was a reusable
spell.

EXAMPLE: Igar the Ignorant is an Initiate of Thanatar and

wants added help on his next mission. By agreement with his

priest he sacrifices 3 points of POW to Thanatar, and his POW
changes from 18 to 15, and his basic abilities also may change. In

return he gets one use of Create Minor Head and will carry for a

week thereafter the benefits from that head.

One-use Rune spells may not be purchased by Initiates. |f a full
Rune priest can use the spell but once, the spell usually is too
important and powerful to give to an Initiate.

Divine Intervention is available to Initiates and those higher.
There are risks involved. Initiates may try Divine Intervention
once per week. To try to Divine Intervention, the Initiate must
roll less than his current Power on D100. If the roll succeeds,
then the call has been heeded and the plea fulfilled. The cost
will be the sacrifice of as many points of Charactertistic POW
as was rolled on the D100.

EXAMPLE: Zazz the Vivamort Initiate has just been impaled by
a grape stake. He prays hard, his player casts D100, and rolls 11
—he is saved! He finds that the grape stake shattered against the
pendant he wears beneath his cloak and that he has been moved
a hundred meters from the fight. Now, however, his POW is only
7 because of the 11 points taken by Vivamort in exchange for
answering his call. Zazz slinks away from the fight.

In the case of vampires, not only has his personal POW been
reduced to 7, but so also has been his species maximum POW,

Should the player roll exactly the POW of his character,
then the soul becomes a spirit in the service of the god. But if
the Divine Intervention was to have some effect on the world
in addition to saving the character, the effect will occur, even
though the character is still dead.

VI. Rune Lord Membership

A. General Statement

The duality of the status of Rune Lord and Rune Priest
lies in their focus. The Rune Lord is more concerned with
exploring the physical nature of the world and excels in domin-
ating upon the physical plane. The Rune Priest concentrates
on the spiritual side of the world, preferring actuation of the
subtle magical plane. (A heroguester’s actions attempt to unify
both focuses.)

Not all Rune Lords will be fighters, though warrior abilities
dominate in most cults.

B. Requirements For Acceptance

All cults require that Rune Lords have been Initiates for
some length of time.

Every cult has the same basic requirements for their Rune
Lords, as stated in RuneQuest:

1. at least 90% ability in five skills.
2. a POW of at least 15.
3. the convincing of the cult examiners.

Most cults specify required abilities. Some cults may be more
stringent than as set forth above, and may require knowledge
of certain spells as well, a higher POW, or allow other factors
to influence the examination process.

C. Restrictions

Being a Rune Lord of a cult places a person very close to
deity, and such proximity has many problems as well as
benefits. Rune Lords may not be allowed to communicate



with other cults, nationalities, or race. They may be required
never to use certain weapons, toals, animals, or magics. They
must fulfill many functions in the cult and accept many
responsibilities. Cult details differ greatly.

D. Benefits

Closeness to the deity yields many benefits to the Rune
Lord. Some or all of these may be manifested as mannerisms
or abilities similar to those of the worshipped immortal, reflect-
ing the deity’s super-human power onto the physical plane. The
obvious benefits to Rune Lords normally also include an allied
spirit, Divine Intervention, and cult-appropriate combat skills.
Cults may have special or unique skills and spells.

A Rune Lord is a natural leader of the cult, along with its
priests, and will be respected even by those outside the cult.

As a reservoir of spell memorization and POW, an allied
spirit benefits a Rune Lord. However, its greatest aid is its abil-
ity to sacrifice POW for Rune magic spells, just as Rune Priests
do. The spirit must have 19+POW, just as the priest must. The
spirit has access to any Rune magic available to the cult priests.

VIl. Rune Priesthood

A. General Statement

The cult priests are the source of magical communication
tween the deity and its worshippers, joining the mundane world
and the Other Side. The secrets of the deity, in the form of
spells, are revealed to the world through the priesthood.
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Priests are even closer to their deity than are Rune Lords,
and their attention is much concentrated upon their object of
veneration. This direction of focus requires much time; many
priesthoods have little or no time for physical maintenance,
and therefore are reduced (as per RuneQuest) to DEX x5 for
all Dexterity-based skills. Neither do they have time to train a
deficient skill up to that level, though they still may learn
from experience. Some cults suspend this restriction on Rune
Priests because of the natures of their particular deities. Such
information will be found in this general statement section of
the cult write-up.

B. Requirements For Acceptance
All priesthoods have the basic requirements as set forth in
RuneQuest:

1. know how to Read and Write in the native language.
‘2. have a POW of at least 18.
3. convince the examiners.

Given the dominant illiteracy in many parts of Glorantha, the
phrase ‘read and write native language’ should be understood
to include a symbolic language used in rituals, a secret (spoken)
magical language, or some other arrangement.

All cults require service as an Initiate before an examination
for priesthood can occur.

C. Restrictions

Priesthoods operate under divine restrictions. To ignore or
violate the will of the deity is to deny the power of that deity,
and thereby do damage to it. If a priest is tricked or forced

D e ViSing R un e Sp el I s T OO BT

Rune magic stems from the generosity of a god, who allows
a mortal to wield on the material plane a fraction of the godly
attributes. Such spells can create results (such as death) which
even Divine Intervention could not normally accomplish, since
that would directly involve the god in the affairs of the mater-
ial world, possibly precipitate godly participation in mortal
affairs, and perhaps lead to a new war of the gods.

Lending Rune magic to mortals is the rough equivalent of
one country sending another country arms and supplies with
which to fight a war, rather than sending its own troops into
battle. This fine line is crucial to the gods of Glorantha.

With that idea in mind, consider what sort of spells a referee
should create in building a new cult for his campaign:

Create spells appropriate to the god. In a cult of Apollo, for
instance, the spells should have to do with music, light, healing,
perhaps heat, and hunting and poetry. Apollo would not be
associated with storms, the sea, or fire. In Cults of Prax, Hu-
makt is concerned with death and fighting, Kyger Litor with
people, Darkness, and spirits, Orlanth with air and movement,
and so on. In this book, Thanatar centers around death, dark-
ness, the consequences of the severance, and ruthless acquisition
of knowledge. Some idea of cult emphases will come from the
Runes which describe it, and it is a good idea to figure out first
what combination of Runes the cult has, and then determine
the cult characteristics. Remember that certain Powers, such as
Life and Death, are diametrically opposed, and that only a
chaotic and tradition-shattering cult like the Red Moon could
combine them,

Always check the proposed magic against the premier god
of the area, power, or attribute. In Cults of Prax, Humakt, the
premier Death god, has the reusable spell Sever Spirit available
for a sacrifice of 3 points of Power. Therefore no Death or War
god should be able to do Mass Death with a 2- or 3-point spell.
In fact, Humakt is the only Death god able to give his worship-
pers this as a reusable spell—this is true even for Thanatar, the
Severed God, in this book.

The gods of Glorantha rarely perform material creation,
preferring to work with energy, especially magical energy. Any
spell should affect only one person or, at most, a small area.
No spell should cover more area than the influence of an ele-
mental of similar sacrifice can cover, and it should cover less
area and/or cost more to use it if it does more damage than an
elemental. Finally, few spells cause large or permanent change,
except for the immediate damage.

The gods are as bound by Time as any mortal: the gods can
change neither history nor predict the future. This is because
of the Great Compromise, and is fundamental to Glorantha.

Those who play the boardgame Dragon Pass (formerly White
Bear & Red Moon) may wonder about the powerful, army-
destroying spells of that game, but they should remember that
the magician units in play are not single entities (not even
Cragspider) but regiments of magicians. Open warfare between
the proponents of different gods may bring the patrons a bit
more into the open, and that combination makes for the vast
destruction possible in the boardgame. During the course of
normal RuneQuest adventuring, this scale of intervention
never should occur.
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to perform sacrilegious acts, then the cult spirit of reprisal is
forced to visit the offending priest. Spirits of reprisal are noted
in the subservient cults section in each write-up.

D. Benefits

Many benefits offset priestly restrictions. The obvious bene-
fit is Rune magic, discussed in the next sections. Other benefits
to priests may range from special weapons training to priority
meal service. Every priesthood offers its priests the benefits
noted in RuneQuest, '

Priests have access to Divine Intervention through the inter-
cession of their allied spirits. In this case the allied spirit casts
the spell and (for game purposes) acts as an Initiate of the cult
to do so. They must roll D100 for less than their current POW
to succeed, but lose a number of permanent Power points
equal to the number rolled.

E. Rune Spell Compatibility

Here are listed deviations from the standard Rune magic
spells table in RuneQuest. The powerful cults will have all the
standard spells available, but lesser cults and smaller deities
cannot muster as much Power, thus being weaker in Rune
magic. Some cults might not be able to learn 3-point spells
from their god; others also might not know 2-point spells, etc.,
or have even limited access to 1-point spells.

F. Cult Special Rune Spells

Many cults have special Rune level spells available to its
priests (and sometimes Initiates). These will parallel certain
aspects of the deity’s nature and aspects. The spells will be
listed under this section.

- G. Chief Priest

The term Chief Priest may appear in these descriptions to
denote a priest who has satisfied requirements to become a High
Priest (15 points of Characteristic POW sacrificed for renewable
Rune magic), but cannot or chooses not to so become, remain-
ing under the authority of a High Priest. Their skillsand loyalty
may give them positions of authority in the hierarchy; if they
command other priests they are called Chief Priests.

VIII. Subservient Cults

Major religions always include the worship of minor spirits
and/or dead heroes. Such minor deities depend completely
upon the central deity for existence: they will not be worship-
ped outside the cult.

Subservient spirits will be mentioned who are important
teachers of abilities, skills, or battle magic to worshipper and
hierarch. Figures lacking cults may be in section 1.B of the
write-up. Subservient spirits may serve ritual functions or act
for the deity. The most common and interesting are noted.

The spirit of reprisal, or retribution, is a common feature to
most cults. This is a spirit, monster, or curse which falls upon
Initiates who quit the worship of their deity, or upon Rune
Lords or Rune Priests who offend their deity by violating major
cult rules. The deity, without excuses, is striking out at those
who deny it. Such spirits will, unless stated otherwise, doubly
attack Rune Priests or Rune Lords who abandon their cult,
usually by having two of the things attack at once or success-
ively. These reprisal spirits do not, of course, come into action
when Initiates transfer to an associate cult.

Exploration of any religion will doubtlessly reveal many
more lesser spirits. Players are urged to do so in their campaigns.

IX. Associated Cults

If the deities of sub-cults are worshipped also outside the
central cult, those sub-cults are called ‘associated cults.’ An
associated deity always takes part in the mythos of the central
cult. The overlap of worship indicates some of the complexities
of the personal, social,and cosmic interactions which occurred.

The deity will be mentioned and, if not listed elsewhere,
will be briefly explained. Following that will be any Rune spells
learnable from that sub-cult without having to join the central
cult, etc. The listed spell or spells are the only ones which may
be learned that way. Most borrowing from associated deities is
for only one Rune spell, and may even be only special skill
training.

In Cults of Prax, the Eiritha cult (an ancient earth cult) has
much more powerful associated spirits than do other cults.
This indicates the previous power of the Earth, and is a sign of
its broken strength.

When a priest wishes to join a second cult, as indicated in
the rules, it is easier for them to join an associated cult. The
rules as in RuneQuest are used, but only the roll to join the
second cult must be made.

If a priest wishes to join an outside, non-associate cult, his
task will be much harder. He can only join a friendly or neutral
cult, as defined in the appendices. In this case the priest must
convince his Head Priest to let him go, and then convince the
other cult to accept him.

X. Miscellaneous Notes

This section contains random or unclassifiable information
about the cult. Sometimes there will be no such notes.

Cosm OI OgyIIIIIIIIIIIIIIllIIIIIIIIIIIIIIIIIIIIIIIIIIIIlIIIIIIIlIIIII

Before Creation

In analyzing the mythos of Glorantha, four streams of belief
prevail. They sometimes mingle and sometimes flow in separate
channels, but they all flow in the same direction. Each is a pre-
ferred way to reach an understanding of the cosmos. In choos-
ing one stream as a guide, a person finds a cohesive and unified
view of reality useful to their individual development. Though
one might assume that a particular viewpoint or way of exist-
ence is correct and that the others are somehow wrong, as often
happened in Gloranthan history, we must warn the reader.
Such a limited point of view will only further confuse a diffi-
cult subject.

During the Second Age of Glorantha, a very powerful people
came from the island of Jrustela. They managed to create a
world-wide view combining all the pépular philosophies which
they encountered across the world. They were called the God
Learners, and from their studies developed Jrusteli magicians
and militarists to dominate the coastal lands of Glorantha for
much of the Second Age, before nature sprang back and destroy-



ed them. Despite their effective condemnation, the God Learn-
ers gave a coherency to the confusing cosmologies, and the
Jrusteli understanding remained popular long after the Jrusteli
demise. Their views underlie most of the discussion which fol-
lows in this chapter.

The four philosphies of Glorantha are the mystical (whereof
the forces and the real knowledge of the world are unknow-
able except by unusual experiences normally beyond the ken
of mortal people), the theistic (whereof the world was brought
about by the actions of great and powerful entities known as
gods and goddesses), the humanistic (whereof the world is a
natural process conquerable and usable by conscious manipu-
lation by the mortal races), and the natural (whereof the cos-
mos devolved into the material and spiritual world).

The God Learners developed an order to these four modes.
They insisted that they were, in fact, one non-understandable
concept evolving from one form into another as part of the
creation. They are presented here in order of evolution.

THE VOID is the mystic origin of the universe. This pre-
existence is said to be indescribable. "It is less than Nothing,
Formless beyond Emptiness,’ says a Kralori poem. The mystics
claim that the dragon-powers manifested themselves in the
void by becoming committed and entangled with the world
which was yet to come, and in those actions created the barrier
shimmering between the perfect void and our understanding of
it. The Kralori religion (which is based on Draconic belief) sug-
gests that the void is a state of bliss which should be sought
- after in every way possible and that even the briefest experience
of it will bring about belief, though not understanding, there-
by incorporating the individual harmoniously with the cosmos.
This unknowable force is nowhere presented as hostile. If a la-
bel must be attached, then it is neutral.

THE PRIME MOVER originates the humanist universe.
Nowhere is it personified, or otherwise given any attributes of
being. This strictly impartial force can be tapped and/or exploit-
ed by the dominant mortal races of the world through manipu-
lation of Knowdedge and Power. The Malkioni religion primarily
supports this belief, and since it further supports active human
dominance of the universe there is a corresponding belief that
the secrets of this prime mover were discovered by their god
and passed on to the people. The Malkioni race founded the
Wizards, who think they can shape the universe without con-
sent from gods who are elsewhere believed to rule everything.

THE SILENCE is the origin of the theist universe. Thisisa
great dormant and impersonal force which is said to contain
"everything within it, still One, the wonder of the universe
which would come after it.”” The theists sometimes personify
the silence and call the silence “it,"” a being without beginning
and without end who is credited as the mother of Glorantha,
Queen of the Universe. Always seen as a wondrous and awe-
some being, this entity has intelligence and benevolence without
limit. An anonymous Dragon Pass poet says, ‘the wondrous
Source, the egg of life, the source of wonder.” After creation
this is rarely mentioned as important; the intermediaries who
stand between it and the worshippers both are closer and more
likely to reply to worship.

THE PRIMAL PLASMA is the final source of the universe,
It is popular with naturalists. Their paintings often depict the
plasma as the Well of Wonder, producing the rest of the warid.
The Well contained a miraculous material which separated into
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those parts of the elements recognizable as the material world
and those spirits which guard and tend them. The plasma is
not claimed to be intelligent or to have done any active task.

The Jrusteli philosophers said that their research brought
order and synthesis to this divergent origins, and that each was
a finer or grosser representation of the umbilical cord stretch-
ed between the unknowable and the real. To quote a poet:

The void, unknowable, never knew.

The mover touched and made touching, but never knew.

Silence woke, and wished up the world, and hoped to know.

Plasma sang, and entered in, and knew the world at last.
Every tale or concept of origin was popular in the Dawn Ages
among some population. The differences sometimes caused
conflict, as they had in the Gods War, both before and after
the God Learners. Mystics concentrated in the eastern lands,
especially Kralorela. The theists dominated the central lands
of Genertela and the oceans. The humanists began in the
western lands of Genertela, while the naturalists were found
wherever the others were not, especially among animals, sav-
ages, and in the lands of Pamaltela.

The Celestial Court

A body of deities, the Celestial Court, are said to have made
the world. Mystics say that since the deities were the first
misconceptions concerning reality, they set the pattern for
misunderstanding existence. The naturalists claim the powers
presented as entities on the court were actually inert Runes
which established the formats for further interactions between
the emerging patterns of creation. The naturalists and theists
agree that godly beings made up the Court,

The Celestial Court was made up of three distinct parts: the
Council of Pairs, the Elemental Deities, and the Elder Gods.

The gods of the Council of Pairs also are called the deities
of Power. Each of the eight gods were associated with one of
the ancient Power Runes:

Acos (€3), god of Law and Stability,

Larnste (&), god of Change and Motion,

Uleria (X ), goddess of Love,

Kargan Tor ( ¥ ), god of Conflict and War,

Orenoar (Y ), goddess of Truth,

Tylenea ( &% ), goddess of Illusion,

Harana llor (J}}), goddess of Harmony,

Ratslaf ( J ). god of Disorder and Confusion.

The Elemental deities provided the mundane stuff of the
universe. The eldest Elementals are prodigious entities com-
posed of much matter and little intelligence or spirit. These
primal Elementals then entered into a self-exploration of
potentials which was called devolution. In this process the
entities divided and subdivided themselves in a manner which
isolated portions of their internalities as recognizably separate
beings. Some of these lesser beings were mostly material, while
others were highly spiritually developed. This process formed
the elemental pantheons of the naturalists.

Although each of the elementals underwent the same devo-
lutipnary activity, their internal devolvement differentiated
their natures. The humanists showed that some devolved upon
mathematical lines, propounding that the divine geneologies
are merely ignorant personifications of derivable mathematical
formulae.

There are always at least four elementals, and a fifth usually
is added:
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Nakala, or Dame Darkness (@ ), goddess of Dark and Cold,
Zaramaka, or Sir Sea (4w ), god of all Waters,

Ga, or Empress Earth ([J), goddess of all Earths,

Aether, or Lord Light (() ), god of Light and Heat,

Umath, or King Storm ({®), god of Air and Storm.

The Elder Gods are impersonal entities whose existence is
basic to Glorantha, but who failed to attain any personal sta-
tus in the cosmos. The deities who came afterward absorbed or
mimicked their attributes and functions. There are, for instance,
entities called the Maker and Grower, or the Great Mother and
Witness.

The Celestial Court combined their powers and together
built the center of the world. This ‘center’ is called the Perfect
Palace on its interior, and its exterior was called the Spike. The
Spike was the cosmic mountain, and it got its name from Mos-
tal the Maker, who engineered the mundane construction.
Mostal loved tools, and so called the place the Spike because it
was the thing which nailed together all of reality and held it in
place. The Perfect Palace was a place of harmony, beauty, and
singularity. It housed the firsts of everything in the world and
maintained everything in perfect order. Within its fastness the
powers of creation expanded until they spread beyond the
protection of the mountain of the Spike. Younger deities left
the unchanging mountain with its secrets and filled the universe
with variants of the ancient schemes. Thus the world grew.

The Golden Age

' The Golden Age of the gods was a time when dreams were
true, then stored for later generations to use as they might. In
those days there was nothing but peace and harmony, and all
of the cosmos expanded in love. Innocence was everywhere. It
was impossible for anything to go wrong.

This era saw new types of beings. The Form Runes were
introduced and the Young Gods were born. Said to be cre-
ations of the Celestial Court, each deity made a Form Rune by
contributing to it. All the elements then tested the Form, each
by its own evolving nature. First made was the Dragonewt Rune,
and all the world was trod by races now extinct, whose lives
and kinds must be guessed, Then came the Green Age, when
the world was covered by vast forests and fields as the gods
experimented with the Plant Rune. Next the world knew crea-
tures modelled upon the Animal Rune. Finally came the Man
Rune, and humanoid races spread across the world.

These Form Runes cause lively debate between the human-
ists and the theists. The theists claim that there were entities
or beings which embodied these Forms. Grandfather Mortal,
also commonly called Old Man, is the best-known of these.
The humanists call those explanations fairy tales, and suggest
that the so-called Forms resulted from natural forces which
developed impersonally. Both arguments depict the same result:
the population of the world.

The formation, or possibly recognition or usefulness, of the
Spirit and Chaos forms did not come about in this era.

When the elemental deities and power gods grew to their
limits of their fulfillment and filled their natural realms, the
Young Gods were born. Here, at the borders of the elements,
they discovered each other. There was such creative abundance
in the world that the natural divisions of the world between
elements did not hinder further expansions. The deities and
spirits combined their beings and produced new entities.

At first only the least of the nature spirits engaged in this
sort of breeding, and from these unions spring the least of the
nature spirits. Joinings between more powerful entities pro-
duced increasingly powerful children. These Young Gods were
the delight of the Celestial Court, who nurtured their strange
powers and taught them ancient knowledge.

Many races and beings grew in the Golden Age, filling all of
creation with their existence and bustle. All lived in peaceful
harmony, overseen by a benevolent bureaucracy embodying
the tranquility of the age.

The Sun God, Yelm, is aid to have been the Emperor of the
Universe when he ruled the world. He was advised by his elder
brother, Dayzatar, and aided by his lusty younger brother,
Lodril. Yelm wed Ernalda, the Earth Mother, and many other
deities were counted in his pantheon.

During this time many cities and nations were made. There
was no need to work, for the earth brought forth its own food,
all water was pure and heathful to drink, and anything was
willing to offer any aid or assistance. Peace was said to be
Yelm's Cloak, and so the world lived beyond Time.

The Gods’ War

The peace of the Golden Age slowly turned into the strife
of the Gods’ War. The process was long, and came in small
steps. Viewed with afterthought, the process seems inevitable.

The birth of the god Umath started the Gods' War. It was
no fight or conflict, yet itimmediately led to violence. Umath's
first recorded activity was to demand a realm of his own to be
equal to those of his parents. When none was available, Umath
made one for himself by ripping asunder his father and mother.
Thus the sky was separated from the earth forever. This primal
violence set the pattern for the children of Umath as well.

Umath devolved violently, producing a brood of unruly
entities bent on taking or making their own realms of influence.
They were joined by many other ambitious or frustrated
Young Gods. A long period of growth, change, and movement
followed in the cosmos, as these new forces found their places.
The power of the Storm gods rose at the expense of other
pantheons.

During this time the institution of worship spread as the
lesser races sought protection and support from the greater
entities. Sometimes the peoples could tame the violence of the
gods, but more often not. As the fighting worsened, the races
became more dependent for survival upon the gods.

When deities began competing for the worship of lesser races,
the trouble spread rapidly. The Golden Age eroded. Imperial
Yelm contested as an equal with barbarian Orlanth.

The power of Death was either the first of the New Powers
or the last of the old. It came first to the hands of Humakt
(who used it on Grandfather Mortal) and then to Orlanth (who
used it on Yelm). The death of the Emperor of Light felled the
last strongholds of the age, and instituted a new reign.

The Storm Age

Philosophers also call the Storm Age the Lesser Darkness. It
began when Yelm was killed, and left the world of the living to
follow Grandfather Mortal into the land of Death. Other gods
of light also failed: Dayzatar the Sky God drew further away,
Lodril was first buried and then imprisoned by a god of Dark-
ness, and lesser gods (like Yelmalio) were wounded or hid
themselves away.



More than Darkness spread across the age, for life followed
the light into the lands of the dead. Spirits of plants, animals,
and minerals took the path of the dead and were lost to the
world. Without light the earth soon slept, and the world seem-
ed barren when compared to the Golden Age.

The gods fought when they wished. The Storm gods domin-
ated, but the Darkness pantheons and Sea deities also fielded
powerful forces. Glorantha became a broad, barren land swept
by angry storms, crushing ice, brutal volcanoes, and pieces of
the sky tumbling dead to the earth.

During this time new races of humans were born in the
world, and sometimes the old ones adapted or survived as slaves.
Despite the hardships, cultures throve, and grandly barbaric
societies gladly and grimly fought for existence.

Unchanged in all this was the Celestial Court. They had
held aloof from the petty squables changing the face of their
world and lent themselves impartially to anyone capable of
wielding the powers, even remaining unattached when their
powers were used in new ways by exploitive intelligences. As
the crisis grew, the Court could not act to halt their own abuse.
Instead they engaged in “immortal discourse, celestial debate,
and the scribbling of scrolls.” The world disintegrated around
‘them, at last straining the immortal strength of the Court be-
yond endurance. Imagine the dilemma of Kargan Tor, the god
of war, when he was forced to face himself in battle, or when
Uleria, goddess of love, impregnated herself, or when Acos,
god of Law, made a ruling and found himself unjust. It was as
if an illness came upon the gods. Tremors shook the immobile
Spike, and the cosmos weakened.

The Birth Of Chaos

The growing instability worsened conditions for gods and
men who craved peace and security. The initial disruptions
were hastened by Ratslaff, god of Disorder, and his race of
creatures called Boggles. Some blame everything on Ratslaff
and his followers, but such blame only shifts attention from
the real culprits, the gods themselves, who persisted in acting
against their own welfare.

Gradually there came to be other things in the world. At
first these creatures seem to have seeped through cracks in the
world’s logic, oozing through and infecting the surface and the
interior of reality.

One such creature is well-known in tales. Its true name is un-
known but it is always called Krarsht. Krarsht may have been
the creature which Larnste once saw, '‘a small squirming thing,
foul to sight and smell, which lay on the ground and turned
the dust to ash.” The god of Motion stamped upon it, hoping
to destroy the thing with his divine trampling, but the slimey
thing bit him and pierced the skin. Larnste was immediately
infected and ever afterwards limped when he moved. Worse,
his blood was infected. Wherever his blood dropped to the earth
it left a foul cesspool. The place where the monster had been
was drenched in polluted ichor, and never has healed itself.
The place is called Foulblood Woods, in the Holy Country.

There were other such minor invasions as well, but they
failed to do more damage to the world than the gods did to
themselves.

The Conspiracy of the Unholy Trio

One god who lived at this time is said to be the last born of
the Young Gods. He was called Rashoran, and none know his
parentage. At first Rashoran wentabout calming the frightened
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gods, teaching them to be unafraid. It is said that of all the
cosmos only he did not fear what he did not know. He taught
this knowledge to some of the other gods; most of them suc-
cumbed to the Darkness without a struggle after learning from
Rashoran, though a few seem to have been fortified, such as
Humakt and Uleria. Three others found that they were not
afraid, and that they could use the fears of others to their own
ends. One of the first things they did was to destroy Rashoran
to keep his secret to themselves.

These murderers were the Unholy Trio. Hatred, selfishness,
greed, and jealousy motivated them. These short-sighted emo-
tions are now considered to be symptoms of chaos in the
world, and they were originated by the three, who concentrated
their forces and wills to create something new.

The first of the trio was Ragnaglar, whom some call kins-
man to Storm Bull, driven to hatred by jealousy and dishonor-
able acts. The second was Thed, said to have been wife to Rag-
naglar at one time. The third was Mallia, another goddess,
who had great properties to aid birth and growth. These three
joined together and perverted their natures to make their
weapon of hatred and vengeance.

The Unholy Trio made the end of the world. They wove a
great magical ritual of potency far greater than anything before
accomplished, for they had discovered the wonder and power
of primal chaos, and used it magically to strengthen themselves
for what was to come. They then engaged in their rituals of
chaos-birth. When it was done, the world was changed, and
new forces roamed the world.

The Devil: Wakboth and Kajabor

The product of the ritual was the Devil, the product of pai-
soned souls. Documents and oral memories from storm, dark-
ness, and earth cults name the product Wakboth. After that,
more deities and spirits of chaos and destruction were born
into the world.

Wakboth the Devil is the moral evil of the world. This sense-
less and terrifying entity is caused by wanton disregard for life,
and he supports continuous brutal destruction. Twisted and
foul, Wakboth is the world defiler. His existence was pure in-
sult, since the world was doomed anyway, and he worsened
the pain for all involved.

The terror spread by such foulness gave the incentive for
individuals to fight on and win the | Fought We Won battle
and helped even gods (like the Lightbringers) to take heart and
attempt the impossible, but in the short run Wakboth offered
immense advantages to his followers, and in their fear many of
the world joined him, swelling the strength of chaos and bring-
ing all creation to a crisis.

Kajabor is another major enemy in this age. Kajabor is mis-
takenly called ‘the devil’ in some older documents, confusing
him with Wakboth. They are similar, for both were great gods
for a short time, and had many worshippers, and both turned
on their followers. But you must know that Kajabor did it
because he had to, and that Wakboth did it for delight.

Kajabor wields entropy in the world. Often called God-Killer
or Black Hole or Great Fear, he destroys all vestiges of matter
or energy, annihilating all possibilities of individuality or unity.
Entities slain by Kajabor have never returned, and often even
their names have been lost after being pulled from the universe.

Kajabor is the Great Fear, and this motivator was important
to the actions of the gods. Some say the Great Fear drives
people or gods to follow such corruption as Wakboth, For those
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reasons Kajabor is as much an enemy as true evil, even though
it is utterly impersonal and, some say, as natural as the forces
of creation.

The Gods’ Last Stand

Several locations are believed to be original sources for the
chaotic armies which began overwhelming the world. Most of
these places are on the far edges of Glorantha, where the forces
of order were weakest. Genertelan legend says that the major
chaos army approached from the north, and that Kajabor led it.

The survivors of the gods were notable warriors and leaders,
and were innured to the rigors of war and death. A great alli-
ance of deities met upon the Fields of Plenty to fight these
new enemies. Genert led the gods’ army. This earth god was
the ranking spirit there, though not the greatest fighter. Others
with him included Splendid Yamsur, who was a son of the Sun,
and Seolinthur, river god for Genert's realm. They were disap-
pointed that others did not come, such as their allies Storm
Bull and Tada, and their friends from the Celestial Court.

The forces of chaos fought to utter victory. The gods dis-
appeared in a maelstrom of previously unknown forces. Their
bodies were changed to gorp, and their souls were scoured by
the Fatal Screaming. Forever polluted, the Fields of Plenty
are now called the Krjalki Bog. The mortal races who sought
to escape the rout were saved by Genert, who turned many
into a stinging cloud of copper which protected the survivors.
Their sacrifice is still visible in the wastes of Genert, when the
Copper Sands are seen.

Though innured to death, the Storm Age was shocked the
way the Golden Age had been shocked. True Death, divine
¢ntropy, sent some gods into flight, some into inertia, some in-
10 more rabid defense. Many gods sought refuge in the Spike,
relying upon the ancient Celestial Court for protection.

From all sides the armies of chaos were drawn toward the
Spike. The inhabitants prepared a spirited if hopeless defense.
The once-impregnable Spike was rent by cracks, and it groaned
with misuse. The most ancient powers of the cosmos were
gacrepit and indifferent. The Young Gods did their best and
did it well. delaying chaos and learning some secrets to fight it.
But Kargan Tor abandoned his post and the hordes of chaos
slid through his faults and into the heart of stability. The gods
fought fiercely, desperate in their fear, but the armies of chaos
soon swept down the corridors and into the chambers where
the Celestial Court prepared for their end. The chaos forces
burst upon the powers of creation, smashing the ancient Runes
and scattering them to the winds. The gods and goddesses
collapsed and were hacked to pieces or otherwise abused by
their foes.

The final struggle unbound anxious energies which had
been pent and twisted by eons of divine misuse. A cosmic
explosion freed the pressure, vaporizing the Spike and its
inhabitants. A great vacuum opened in the center of the world,
from which stepped the gods of chaos. This began the Greater
Darkness.

The Age Of Terror

The Age of Terror is another name for the period known as
the Greater Darkness. This was the end of the world for most
Gloranthan entities, and a period of pain, fear, and misery for
the rest. Parts of the world vanished. Parts were isolated and
set adrift in a shapeless existence without hope. Nothing was
tenable, and even change was unreliable.

The destruction of the Spike begins this era, for the explo-
sion rocked the world to its foundations and determined the
final struggles of many gods.

At first the vacuum at the center of the world threatened to
swallow everything. However, many deities sacrificed them-
selves by leaping fanatically to combat the void, and their acts
filled it, rather than leaving a hole into emptiness. The gods
who sacrificed themselves that way were changed by it, though'
many of them managed to survive the death of their universe
through their actions. Prominent was Magasta, a sea god who
rallied almost all the waters of the world to aid him in filling
the hole. From that time on, all rivers have flowed downhill,
toward Magasta's Pool, rather than continuing their creeping
invasion of the land.

The struggles were rarely so successful. Death and entropy
raged across the land, leaving it barren and rotting. Reigning
Young Gods were now fugitives. Places became empty of air,
water was broken or jelled, the earth began to lose solidity.
Gods died. Races vanished. Life flickered.

Gods of terror in this age included Kajabor and Wakboth as
leaders. The Unholy Trio continued their rampage, so that the
names of Ragnaglar, Thed, and Mallia became synonymous with
fear. There were other invaders, too, such as Tien the Head-
hunter and Krarsht the Hungry One. Beings who had once
been Gloranthan in nature, but had turned to Wakboth's ways
for their selfish ends (such as Vivamort) prowled the lands.
Conquered areas were filled with slime by a giant malevolent
ooze called Gorpgod. New races of creatures, born from chaos
or mutated from traitorous things, crawled over the land. The
wildlife once opposed to the invasion, such as the Crimson Bat,
was overwhelmed and enslaved.

Resisters still held out. Where there was a fight there would
be help, meager though it might be. Starcaptains fell from the
sky and saved their tribes. The Lowfires were freed; Qakfed
became a great weapon to scorch away all impurities. Found
Child came then and taught people to hunt for food to sustain
themselves.

The destruction of the world and its people left less and less|
for the gods and monsters to prey on, and they hungrily turn-|
ed on each other. The ragged survivors eaked out a shakey
existence amid the warring forces of their enemies; the awe-
some unity which had stormed the Spike was revealed to be
either an accident or a misconception.

At one point the armies of Kajabor and Wakboth began to
devour each other, but philosophers dispute which one was
killed, for no one alive or sane could know such things.

Prevalent belief says that Kajabor was killed by Wakboth,
leaving the world defiler to face the Storm Bull and the god of
entropy to face the forces of the dead. This theory has much
strength, since the mundane world (reconstructed later) was
usually held to be the origin of immorality, while the combina-
tion of entropy and existence seem to synthesize into the god
Time, who later rules the cosmos.

The Final Battle of Mortality

The tattered remains of the world seemed to have no chance.
for unified action against the forces of chaos. They were iso-
lated by unbridgable gaps. For instance, though there was a
staunch fortress of elves who doggedly defended their sterile
forests, aided by Arroin and Yelmalio, they were unable to
close the gulf of chaos between themselves and the trolls’ Castle
of Lead, another redoubtable fortress.



There was a unity between them in their wish for survival,
and this unquenchable desire brought individuals across time
and space, order and chaos to confront the final dissolution of
the world. It did not matter from whence they were drawn or
where it occurred. They fought their last desperate fight against
overwhelming odds, motivated by their survival and determined
to do their utmost. In this way they combined forces and un-
consciously aided each other against their own fears. They
were alone, yet found themselves with others like themselves
and gained strength. They also consciously aided each other,
such as when Kyger Litor told Zzabur how to overcome the
Silence which plagued him, and Zzabur showed High King EIf
how to enchant away the gorp. The fight joined, the forces of
chaos were destroyed, neutralized, or dispatched.

This is called the | Fought We Won, said to be responsible
for the preservation of the world. Notable among those who
claim this are Kyger Litor and the Darkness deities, and also
Zzabur the Sorceror Supreme. For instance, Zzabur says that
he was able to create a great magical spell which harnessed the
forces of anti-life (entropy) and sparked off a new reaction of
Powers in the world to generate a new creation.

During the period following the death of Kajabor, the chaos
forces dissipated and weakened. Some deities were still capable
of action; foremost among them was the raging Storm Bull.

Storm Bull mustered its forces to fight the Devil in Prax. He
was the destructive desert storm which leaves ruin in its wake
and whose touch scours flesh from bone. He was backed by
righteous outrage and strengthened by compassion, two things
of which chaos has little. Though his kin and his friends were
slain all about him, hestill fought on, aided by all of the world.
When he was thrown to earth, the earth gave him power, and
when he was held in the air he drew power from his breath.
Fire aided him and so did cold, and when he had run out of
allies the cosmos responded to his cry. A massive block of
Truestone, a piece of Law castadrift when the Spike exploded,
crashed to earth and struck the Devil, grinding him and spread-
ing him and his strength about. Afterwards other forces and
beings further lessened it and destroyed its unity in the world
forever.

Without leadership, the forces of chaos further fell back.
Gods, people, spirits attacked and began the arduous righting
of their world. Daka Fal came, and taught people how to tell
the living from the dead. Heroes appeared among the people,
and taught survival and compassion. Slowly the world knitted
into place. The survivors rebuilt, strong in their new-found
hope.

The Lightbringers’ Quest

Orlanth always was a leader among the gods of storm. Like
the rest he was wild and unruly, powerful and violent. But
each god grew differently in the Gods Age, and Orlanth is one
who changed and held his own.

When Orlanth realized the doom of the world, he determined
to seize his responsibility for its destruction and forge a new

eans of righting the wrong. He cast aside his old bonds and
sought new ones, voluntarily dooming himself for the good of
the world.

Orlanth had been a chieftain king among the storm gods,
and the Lightbringers were his councilors. Once they had agreed
to accompany Orlanth on his quest to Hell, each was pushed
to the edge of his knowledge and endurance, and beyond into
unknown challenges. They trod unlivable plains, forded rivers
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of acid and hatred, met their worst foes, their deadliest night-
mares, and faced their own doomed selves who tried to bar the
way before them.

The whole of their tale is beyond the scope of this essay.
They worked, fought, and suffered mightily for their labors,
all of them losing parts of themselves forever. Yet they suc-
ceeded, and they entered live into the lands of the dead, and
found their way to the King of the Dead.

In Hell, then, Yelm the Emperor and Orlanth the King came
to terms. Each swore great vows of truth and honor to bind
themselves to the task. The goddess Arachne Solara laid great
schemes and plans between them, and they swore to those
plans also, joined by the other gods in death who yearned to
survive. There came the most terrible test of Orlanth’s honor,
in the Fire of Ehilm, and other gods found the key to life.

They stood fast as chaos reached the land of the dead, to
confront the empty powers of life for the last time.

Arachne Solara

Arachne Solara is the nickname of an otherwise unnamed
diety who may be the goddess of Nature in Glorantha. Her
origins are mysterious and subject to speculation, but there
are strong indications that she is the ghost of Glorantha, the
Mother of the Universe.

Arachne Solara first comes to notice in the tale of the Great
Compromise, wherein Orlanth, Yelm, and the other deities in
the underworld swear pacts and oaths to preserve themselves.
The plan upon which they agreed is said to have been created
by Arachne Solara, based upon mutual support between all of
the remaining world.

The goddess constructed a great and magical web made of
many things no longer found in the world, and then she gave
the web to all of the gods to hold ready between them. When
chaos entered into their realm, the gods cast the net upon
Kajabor and held him tight while the goddess leapt upon him
with vengeance and a strength of desperation and mystical
splendor. She enwrapped the chaos god in her legs and strug-
gled mightily, and at last devoured him alive.

Then .the goddess carefully collected her net and used it to
conceal the birth of her child. The child is the Pledge of the
Gods, and all existence swore by it to uphold their agreements.
This is also called the Great Compromise or the Immortal Pact,
and it is the oath which recreated the world.

Yelm and Orlanth and the other deities prepared to leave
their home of death. There was still a struggle for them, for
they were held in the underworld against their will, and even
the victory of Arachne Solara did not bind the Holders of Hell.
But nothing could hope to stand against the liberated forces of
Light and Life, and so they surged on into victory and beyond.

The reborn gods reached the edge of the world at the place
now called Dawngate. There a star waited for them, and even
the Darkness was glad to see them, The flush of Dawn, the rosy
goddess, came. Arachne Solara stood upon the Gate of Time
and cast her net across the universe, catching each surviving
thing and binding it into the new world. Her child was born
then, concealed by the net and protected by the strands. The
child was called Time. The gods marched across the barren
world, bringing warmth, light, and flower to awed survivors.

The new world was created. Time reigned. History began.
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Chaos And Compromise

History in Glorantha is the sum of events occurring since Time
began. Mythical events prior to Time were non-sequential and
simultaneous actions happening without the benefit of orderly
lineal time.

Time is the'Cosmic Compromise. The world of time is bound
by certain laws which the world must follow. If the laws of
Time are broken by the world then the impossible has occurred
and chaos will re-enter the world. The most impressive display
of this came in the Gbaji Wars which concluded the Dawn Age,
as detailed later.

Time permanently separates the gods and their world from
the destruction to which they had submitted in the Gods Age.
They formed the pact to ensure their survival, and the world
opted to become stagnant rather than nonexistent. The gods
sacrificed all of their freedom in return for immortality. The
balance between the extremes of creation and destruction was
moderated by cyclical sharing of extremes by the participants.
Everything which had been killed in the Gods War had to re-
main dead one-half of Time, yet also was alive one-half. Thus
the world which made up the gods' bodies was subject to those
changes, and the magical energies of the world also followed
the flow and pattern. Thus in the winter the earth and fire
deities are weak, but in summer the fire gods are most powerful.

Within the world of Time live other beings, though, who
did not share in the Compromise. These are the mortal races
wha survived. Unlike the gods, the martals maintained their
freedom. They can impose themselves upon the world and
change it to a small extent.

The chaos things surviving the Darkness and Dawning fall
into the second category of entities. Few chaos spirits survived
enough to become worshipped as deities. The more important
0f those who did are outlined in this book. Thus there are few
gods of chaoe left.

The mortal races of chaos are more prevalent. They managed
10 hide in the forgotten places of the world, or to shore them-
selves up in a few strongpoints.

One of the clear distinctions made in the Compromise is
that chaos is not of the world. The deities and powers of the
world had touched it, and were still afraid of it, and their
continued existence required that they remain apart from
chaos. Chaos became the enemy which must be fought and
suppressed. With one enemy recognized by everyone, the
squabbling deities found a common theme for unity.

The Dawn Age

The years following the first sunrise saw the surviving races
of the world grow and flourish. Lands broken and ruined by
the Gods' War and the Greater Darkness were rejuvenated as
the deities reaffirmed themselves within the cold matter of the
world. The Dawn Ages began with a calm and wonderful growth
reminiscent of the Golden Age.

After a time of peaceful growth, many cultures collided
violently upon their borderlands. Ancient races renewed their
primeval conflicts and there was war between trolls, dwarves,
and elves again. Human cultures also clashed, as in Peloria be-
tween the sun-worshipping horse nomads and the storm-
waorshipping First Council.

During this time there is no mention of incursions from
chaos except for a couple of monsters which were uniguely
immense entities. For instance, the Crimson Bat, already a
glowing red spot of horror in the world, was active and making
havoc throughout Genertela. It is known at different times to
have been driven away by heroes from many civilizations.

Four primary cultures survived the Darkness to establish
dominant cultures. Each originated in one or two places, or
were liberated by someone from those places. Each place can
be identified as the homeland of one of the four thought-modes
mentioned as propounding a view on what chaos was before
creation.

Western Genertela was the source of the humanists. The
culture began in the land of Brithos, and was ancient even
before time began. It was so old that it had schisms within it
even in the Dawn Ages. For instance, the Old Malkioni religion
was long forgotten, dead when the god was killed, and instead
the Wizards' secrets gave spiritual mastery and fulfillment for
the people, but the dawning of year 2 established the New
Malkioni religion—the spiritual support of the Hrestol knights.
The two extant cultures expanded into the darkened lands and
drove away or absorbed the savages who lurked there. They
were a sea-going race, thanks to intimate contact with the race
called Waertagi (who tried never to set foot on land). They
dominated the regions around the Neliomi Sea, the trade routes
into Fronela and Tanisor, and the coasts of Slontos.

Central Peloria gave birth to the theistic way of life. There
the people entered into formal and powerful relations with the
intelligences of the universe, and the worshipped gods gave
great magics in return, according to the patterns established in
the Great Compromise. The Lightbringer peoples led the liber-
ation of Peloria from darkness, meeting the sun-worshipping
horse barbarians first, and then the sun-worshipping Dara Hap-
pan Empire. Wherever the Lightbringer agents went, these
agents of civilization woke the gods and spirits of a region with
their worship and magic.

The god-worshippers also had another source of power in
the oceans.

The vast spiritual empire of eastern Genertela clung to the
mystic secrets of the universe as being the most important.
This was another ancient seat of culture whose list of kings
was long at the Dawning. These peoples say they were untouch-
ed by the Great Darkness, because their powers kept them an
island of safety amid the fears of chaos. The dragons are said
to have been their teachers; the dragons of Dragon Pass were
either worshippers of or proof of the mystical way.

The naturalists followed the most widespread way of life in
Glorantha. They paid worship to local spirits, objects, places,
or vague, impersonal, powerful forces. Naturalism is the relig-
ion of animals, plants, and spirits. In Pamaltela, the southern
continent, this way of existence dominated, and the natives of
all races sought to live in a close and simple harmony with their
world. In that continent, even many thousands of elves follow-
ed this quiet path.

The expanding cultures of Genertela often encountered
indigenous peoples whom they labelled savages and ignorant
natives. Despite observer prejudice, these inhabitants were
usually were spirit-worshippers of similar outlook to the natur-
alists, though frequently that outlook would be incomplete or
limited.

In the Dawn Age, these cultures had little contact. Though
the borderlands were regions of conflict and synthesis where
people broke away from stereotypical world views and inte-



grated new knowledge and experience, there was little penetra-
tion of new thinking into the strongholds of belief. The west
remained godless and practical, the central lands stayed a land
of magical beings and places, and the east was a realm of mys-
tic peace and strange studies. The rest sank in savagery.

But Doraster was a different land. Government moved there
from Dragon Pass so that the leaders could use the remnants of
a civilization discovered there. With its secrets men gained new
insights, and many from across the world went there to study.

They unearthed what they thought to be the secrets of the
universe, and a way to determine the truth of the matter. After
many debates, the leadership decided to attempt to return the
Gods Age to the world by making a god, perfect in every way
for all people, to be named Osentalka—the Perfect One.

As the project began, contention arose with those who were
not consulted or ignored; swords flashed in the Hall of Inquiry,
regiments clashed in Doraster, and war broke out in distant
provinces. The trolls and dragonewts were especially disgruntled,
but their opposition was not sufficient to disrupt the project.
Great rituals aided the project,and many spirits were summoned
while the gods looked on. Thousands joined in from many
countries to lend their power to the project, and the rites went
forward with less trouble than theorized.

Everyone was sure it would be a success.

The Sunstop

The year 374 was critical for Glorantha. At that time many
synchronous events of tremendous magnitude culminated to
force an impossible act to occur.

In central Genertela, the great Genesis of the Perfect One
reached a climax.

In Fronela, the wizards engaged in a thaumaturgical contest
with a powerful heathen god, promising a great sign of their
strength to destroy their foes.

In eastern Genertela, in the land of Kralorela, the latest of
the Dragon Emperors meditated upon a potent symbol, whose
conseguence and inner working was unknown. Without realiz-
ing it or not caring about it, he called upon the Dragon's Eye
to shine upon him.

In Pamaltela, a hundred thousand elves, led by their god of
nature called Pamalt, sent their energies coursing through the
world to call upon a good spirit to come to their jungle to help
combat a virulent rot besetting their inner fibers.

The sun stopped in the sky.

None one knows how long it stood there, for that act halt-
ed all normal Time. Manuscripts from the west claim that time
was different before and after the Sun Stop, but this is not
verified. All the mortals of the world looked skyward; the sun
did not move from its place, though the people went about
their business.

At first nothing happened, but then dark strands grew bold-
er in the sky, like huge loops of rope from the western edge of
the world, hooked over it tautly. Soon a great dark net was
visible, straining to pull the sun back to its path. Strands snap-
ped and unearthly shadows were cast upon the world.

Then a great dark spot rose into the sky upon the net. This
huge bloated shadow flickered with a smokey glow. The shad-
ow crept across the face of the sun, blotting it out and making
all the world cold for a moment. A snapping moment of terror
pierced the world, then the dark sky-web vanished, and the
edge of the sun crept past the shadow. The shadow disappeared
and the sun brightened, but everyone thought it looked paler
than it had before. Some said it moved differently, too.
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In Pamaltela, the heat strengthened the many spirits of that
realm. They entered into the jungles, plants, and elves, and
combatted the rot in their fibers.

In Kralorela, the Dragon Emperor realized the secrets of the
symbol, and was liberated from another stage of consciousness.

In Fronela, the invading god was struck with weakness; the
wizards used their magic to destroy his army, and the soldiers
fled in panic, never again to be a great force.

In Dorastor, there was a birth. Born was Osentalka, the Per-
fect One. Most called him Nysalor, the White Light, and wor-
shipped him by that name. He was a wonder and a miracle to
behold, and the peoples who helped to make him accepted
him as a god, and instituted his worship.

The cult of Nysalor grew peacefully and benevolently; it
spread eastward from Dorastor into Peloria, and westward
across Kartolin Pass into Ralios. The spread of the cult was
kind, and in Peloria many elves developed great fondness for
this god of light.

Against the trolls and dragonewts the cult was harsher. The
god Nysalor's armies carried war to the gates of the Castle of
Lead, but instead of storming that impregnable fortress, the
god cursed his foes, and the light of his curse shrivelled their
children. The descendants of Kyger Litor everywhere after-
wards suffered the Trollkin Curse. The dragonewts were con-
quered and became mercenaries for the rulers in Dorastor.

In the west, Nysalor’s proselytizers encountered the mono-
theists and humanists of the Seshnegi and Brithini cultures,
and the new cult was not well-received. But when a plague broke
out in Tanisor and spread into Seshnela and Arolanit, the Rid-
dlers of Nysalor were able to heal the plague, and so were
often accepted among those peoples.

Arkat and the Gbaji Wars

Arkat came from the western land of Brithos. This hero led
a long and successful war against the cult of the god Gbaji.

Some say Arkat's father was Humakt, the god of war, but
the Brithini claim the hero's father was a barbarian warrior.
Whatever the truth, Arkat possessed a powerful weapon before
he left the island: the weapon was called God-Cleaver, reputed
to be the Unbreakable Sword.

His mother was driven from home by outraged parents,
though none now know why. Arkat grew up among the Aldry-
ami of Brithos. He was raised in his grandfather’s soldier-caste,
and proved himself a prodigy in combat. Later, in his youth,
he saw the dark side of the foreign cult Gbaji, ‘the Deceiver.’
Because of this Arkat fought well on his island and helped drive
the vile religion from the cities. It was here that his life-goal of
erradicating the Gbaji cult began.

As one of the leading soliders, Arkat accompanied a Brithos
expedition attempting to liberate their provinces in Arolanit
from the Gbaji influences. Here, though known as the cult of
Nysalor, the Gbaji cult gained wide acceptance by curing pre-
viously unknown diseases for free. The Brithini wizards discov-
ered, though that the cult actually had planted the diseases in
the first place. Such treachery earned Nysalor the new name of
Gbaji, and so all his enemies called him thereafter.

Once freed, the Arolanit city-states volunteered forces to
follow Arkat’s army against foreign centers of power, especial-
ly in the kingdom of Tanisor. They set off with hope and
cheer, but a vampire attack slew many leaders, and the Brithini
effort collapsed when routed in one sharp battle. Arkat had no
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forces to fulfill his vow to destroy the cult. He realized that
the Brithini caste structure made impossible efficient use of
the forces available. He found new allies in Seshnela.

The Gbaji cult plagued the powerful kingdom of Seshnela
at the time. Arkat raised and organized strong local forces to
resist and drive off the cult.

There he also began to train to become a full Knight of
Hrestol. In these years he uncovered the first ¢lues to heroquest-
ing, though making no great advance in the art. He became a
great knight quickly, and led a splendid army against Tanisor.

Tanisor was a traditional enemy of Seshnela. When the Gbaji
cult was driven out of Seshnela, they found refuge in Tanisor
and swelled the army there, but to no avail. After several years
of fighting, the capital was beseiged and taken, and even the
famous Vampire Legion was destroyed by Arkat.

Moving deeper into Ralios, Arkat and his army found that
many barbarian nations and non-humans had embraced the
cult. Since non-humans were uncommon in Seshnela and

. Brithos, the invaders called the forces arrayed against them the
League of Monsters, using the word krjalki to describe their
nen-human enemies as a single group. In their ignorance, much
of the army thought that the krjalki were mutated monsters
who had long sold themselves to chaos.

During Arkat’s struggle in Ralios, diverse forces aided him.
Wizards obeyed him, contrary to their tradition for mistrusting
knights. Many tribes of heathens followed too, despite their
dislike of Malkioni monotheism. One by one the strongholds
fell until the forces were concentrated in the eastern part of
Halias. espesially the City of Wolves and the fortress of Kartolin.

The Teimori nation, which worshipped wolves, ruled the
City of the Wolves. In taking a 1aint of chaos to strengthen
themselves, they had become a race of werewolves. They com-
manded the High Llama Pass between Ralios and Fronela.
Kartolin fortress commanded the Kartolin Pass between Ralios
and Dorastor. Though his efforts against Kartolin failed, Arkat
did storm the Gity of Wolves and put everything to the sword.
Though pockets of survivors still hide there and the place still
has their name, the Telmori as a people were driven from the
land, and afterwards too from Fronela, this last by Talor the
Laughing Warrior. They then began their long trek across the
continent, to end only when they reached the edge of the im-
passable deserts.

While in Ralios, Arkat learned much of the heroquesting art.
This method of spiritu‘al conguest and growth was known
previously, but none had the knowledge and power to explore
and exploit the possibilities. Arkat made many incursions into
the spirit world to gain magical tools and allies against the cult
he had sworn to eradicate. Sometimes he failed and suffered
greatly from these quests, such as when a poisoned magical
spear was turned in its flight and struck him in the foot. This
wound plagued him long after. After many years of effort and
thousands of lives and souls wasted, Arkat left an army before
Kartolin and sought a new approach to the strongholds of the
cult in Dorastor.

Peloria knew Gbaji as Nysalor or Osentalka. There this god
was widely known and accepted as a benevolent god of light
and power by the natives, and their worship of him had gained
them peace and plenty in return. The Pelorians afterwards
would view this period as the Golden Peace. As the wars drew
closer, they gladly provided money and soldiers. Those armies
were first used against the races which had betrayed the coun-
cil and walked out on the creation of Gbaiji, especially the trolls
(who suffered the tragic Trollkin Curse from Nysalor) and the

dragonewts (who had been humbled and forced into servitude).
Some humans also fought against the cult, especially at the
fringes of his influence, such as Dragon Pass or the northern
horse steppes.

In one great journey through the quavering realms of myth-
ology in search of aliberator, a band of lightbringers eventually
found their way to Seshnela and to Arkat. They convinced
him that he could approach Dorastor through Dragon Pass, and
that he could find powerful allies there to help him. They also
provided him important details about his magical sword and
who had made it. Arkat decided to break with his knightly
position and to join the cult of Humakt, the god whom people
said was his father. These acts endeared him to many residents
of the lands he approached.

Arkat and a western army landed in the Shadowlands, later
called the Holy Country. There they were aided by many
islanders, and a great army of trolls rose to help him. Surprised
by this inhuman aid, he took it immediately and it was well
that he did, for the troll anti-chaos powers were instrumental
in breaking the army flowing out of Snake Pipe Hollow against
him. The region was cleared after much pain and blood, as a
year later the cult of Gbaji/Nysalor was driven from Dragon
Pass. An army of dragonewts joined to help.

The further struggles in Peloria were painful and difficult,
and Arkat lost as many battles as he won. His western allies
dwindled, replaced by Orlanthi barbarians and trolls. Arkat
noted the troll successes and chose to align himself with them
more closely. He first joined the cult of Kyger Litor, taking
the name Kingtroll, then joined Zorak Zoran as well to bring
mighty devastation against his foes.

This last act horrified many, especially the lightbringers
who had brought him to central Genertela and who now saw
their quest a failure since they had brought darkness instead of
light. The survivors set off again to find proper help. The Hu-
makti were shocked to see their once-revered leader acting
trollish, ordering the devastation of cities and fields to destroy
his enemy. Already depleted and demoralized, many westerners
returned home with sad and fearful stories of their leader be-
coming a bloodthirsty krjalki like the foes he once had fought
to eradicate. But all the while Arkat’s army inched forward,
taking land, city, and fortress, devouring life and leaving little
behind.

Arkat left no part of Dorastor untouched. His remaining
armies dissolved in the increasingly awesome struggles that
broke the land and drove chaos from it. Both Arkat and Nysa-
lor summoned mighty heroes and demigods to aid in their last
fight. Finally, atop the Tower of Dreams, amid the City of
Miracles, the two opponents met in single combat as all exist-
ence seemed to shatter around them. The city was turned to
dust and poison, killing many of the greatest still surviving.
From the ruins only Arkat emerged, and the downfall of Nysa-
lor was complete, and he now was known only as Gbaji the
Deceiver. The defamed god was dismembered, and his parts
were buried in different places beneath many tons of rock and
much powerful magic.

Alter Lthe batlle Arkal was no longer a uoll, or so said his
friends, and so did many trolls. The war against Gbaji had last-
ed 75 years; now Arkat retired to quiet lands in Ralios which
he had admired in his younger days. There he cleared a simple
farmstead and kept the area around it under his watchful eye
for his other 75 years. In Ralios the region is known as Arkat's
Peace.



After the war was over and people talked about the events,
they always wondered how Arkat could be so lucky against
the various cult spirits of retribution, and they wondered
where his sword went, and they agreed that he was strong-willed
and severe in his dealings.

People in Peloria said that Nysalor's reign was a wonderful
time, and thought it had been much like the Golden Age. But
when people tried to sacrifice to the god to help him with
prayers, there was no response, and so they also said he was
dead.

The cult of Gbaji was ended. Those of Peloria who had
revered Nysalor returned to their simpler, older gods, but ever
afterward held bitterness against the demigod Arkat, who had
destroyed a friend.

The Second Age

The years of the Second Age are ca. 500 ST to 1100 ST.
The final years of this age vary by region, most concluding
with whatever local disaster overthrew their civilization. Despite
the cataclysms at the end of the age, there was little at its start
to forbode doom ahead.

The forces of chaos enjoyed little success at this time.

Two great schools of investigation existed in the Second
Age. One originated in the far east and became a popular mys-
tical religion which created new horizons of magic. The politic-
al form of this religion was the Empire of the Wyrms Friend,
the Dragonlords. The vast energies for maintaining this type of
magic severely oppressed many peoples, and after a time they
no longer believed that their leaders could return the Golden
Age to them, and began revolting. Aided by foreign gods, the
rebellions spread, and destroyed the Empire of the Wyrms
Friends in 1042.

In three generations the peoples of the world took upon
themselves the eradication of the dragonewts and their kin, in
vengeance for their oppression during the Empire. In 1100, the
True Golden Horde entered the nesting ground of Dragon Pass.
There they met a world full of dragons, come to their home
from across space and time for the sake of their souls. Few hu-
mans escaped from this Pelorian disaster, which brought new
respect to the ancient races.

The second line of investigation was from the God Learners.
Their secrets were a synthesis culled from many diverse cultures
which brought about new types of magic. Cleverly exploiting
the similarities and differences in all that they found, creating
grand and grandiose devices or magical spells, they wove the
four modes of magic into one etheric cloth of powers and
energies which seemed to envelope the cosmos.

They achieved special freedom not available before to god
or mortal, making new realizations, and devising measurements
and recordings, and computing and testing their results among
the world of the gods. The two accompanying texts show
some examples of their thinking and cast further light upon
some of the mysteries of chaos.

The god learners pioneered our understand of the spirit
plane. They knew of the travels of Arkat, and of others before
him who did not often realize what they did. The god learners
standardized many myths and methods for reaching to the
secrets of the gods. They went into the mysterious Other Side
to retrieve legendary artifacts or to view cosmic events which
had been forgotten. They were accomplished mages, and sever-
al among them were noted as heroes of later ages.
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...of high crown [major importance] concerning the hordes of
the Divine Fear may be that the Four Horrors of the long night
[the Great Darkness] could have been the Four Origins turned
into and through themselves, as a glove may be when first it is
sewn and then it is worn. Mark that the inside of a glove may be
smooth, yet the outside be rough. So might it be that this Plane
is the same and yet different, perhaps not just once but many
times, for all things will have a start, a stop, and a new beginning.
The forces do set well in balance.

The Void less than nothing, formless beyond emptiness, be-
came the Wasteworld, the concealer of demaons.

The Prime Mover, that natural force never missing, dissolved
to Kajabor God-Killer.

The Silence, the wonder of the world to come, became the
Howling Rage, the Mountain Stabber.

The Well of Wonder [the Primal Plasmal faded from a butter-
fly to the worm, then to the grey Gorpgod, whose waves lapped
upon creation and ate it away.

This | see as tragic, but not tainted with the evil which came
but from Wakboth the Devil at origin; the tears of the world come
in this way: that which was beautiful and good outside this Plane
became foul and fearsome brought once to us.

—fragment from the lost book of Salonar Tamaskil,
trans. by Greg Stafford

Analogous to the god learners in the political sphere was
the Middle Sea Empire, also called the Jrusteli Empire for the
fishland from which they emerged. They dominated the sea
after driving off the Waertagi shipbuilders.They rarely took a
region, but seized individual cities or established colonies, then
let their overwhelming culture infiltrate and take advantage of
whatever outlets were available. They ruled almost all of the
important coastal regions of Glorantha in the Second Age.

[Our] philosophers deduce chaos to be the passionate refusal
to recognize the limits of the natural and moral universe. It is
part of the mortal condition that this limitation should be vital
to a decent life for any of us, but in extreme it is manifested in
the so-called chaotic creatures in whom it is virtually the sole
passion. Chronic discontent with the limited world therefore
causes the chaotic creature to ... despise life and the limited
happiness it yields when compared to the possibilities of trans-
cending the world. The chaotic are arrogant: they want to be in
the world, but not of it.

This passionate refusal has odd consequences. Whereas a man
might decide to commit murder for financial or moral reasons,
the chaotic being will consider murder because it is forbidden,
and he cannot endure being forbidden to act. This refusal of the
chaotic to so submit allows him to draw upon the Power of pri-
mordial chaos, and thereby partially transcend the rules of the
world. Yet those rules still determine the chaotic’s actions: you
or | must obey the laws, because they are the laws; the chaotic
must disobey the laws, because they are the laws. Since even the
most powerful chaotic cannot defy all laws at once, they feel
forever enslaved by all those checks on their freedom. The true
chaotic, such as the two-headed dragonsnail, must be then both
miserable on Glorantha and a menace to the societies of it, and a
warrior does both the afflicted being and all of us a favor by kill-
ing it.

...Chaotic features are the consequence of a particular com-
bination of feelings and ... philosophy characteristic of a chaotic
spirit, and could not be induced in you or | by anything less than
attunement of a cursed crystal. Less intimate connections, such
as the ability of some to converse mentally may allow thoughts
and feelings to be known, but does not alter the personality
structure....

translation by Ray Turney




20

They fell because they bent Nature too much to their own
ends. The forces of.the old world and the old gods made abrupt
changes which destroyed the newcomers. The brooding Waer-
tagi struck suddenly and sank not only ships but lands as well.
The Kralori lands mustered great mental powers and drove
their oppressors into the ports first, then flushed them from
the land altogether. The lands of Seshnela, Jrustela and Slontos
were sunk beneath the sea, and Brithos disappeared also.

A curse swept across the sea, making it impossible to pass
over the surface of the oceans. This also destroyed much of
the Waertagi strength; they claim this treachery was by Zzabur,
ancient wizard of Brithos. Coupled with the great lands lost to
the sea, this was a mortal blow to civilization, and the coasts
were abandoned. Power shifted to the interior of the continents
for the next age.

Where Arkat settled and retired, there developed a power-
ful and dangerous country, called the Kingdom of Arkat by its
peoples and the Dark Empire by its foes. The nation deserved
both names. It conquered with quick success or used horrible
magics to subdue, punish, and destroy. Though benevolent
when untroubled, the Dark Empire was cruel when provoked.
The Jrusteli helped conquer the Empire while aiding their rela-
tives, the Seshnegi. The Jrusteli were quick to share in the
plunder, and many saw afterwards parts from the Dark Empire
in the Jrusteli secrets,

The memory of the Dark Empiresurvived in parts of Ralios.
That is often a land of city-states strung along the fertile rivers,
and they revere the name of and worship Arkat. But to many
afterwards, the name and memory of Arkat was considered a
curse, and they looked upon the Gbaji Wars as the thrashings
of two detestable foes.

No cry of chaos or uprising from the ooze dismayed the
world. The great lands were sunk, Brithos' curse swept the seas
clear, and then the dragons slew thousands in self-defense. The
Second Age was over.

The Third Age

The coasts soon became abandoned and mysterious. The
great ports became darkened and ruined troll haunts. Though
rivers were friendly, no sailor could bear to sail the sea.

In the west, Tanisor ruled in the south, heir to. refugees
from broken Seshnela and mistress of the great river system
into Ralios. The kingdom of Loskalm prospered in Fronela,
controlling a great peaceful bay. The city-states squabbled,
fought hill barbarians and krijalki, or temporarily united against
Tanisor. In Peloria, the tired eastern duchies trembled before
mounted barbarians, while the west knew peace. In Kralorela,
the ancient mystics lived on, spreading benevolent peace for
the submissive farmers and stirring unspoken passions among
the richer classes.

In 1220 ST, great stirrings in the world centered in the lana
of Peloria, presaging an event which would utterly change the
spread of chaos across the world. It was the birth of the Red
Goddess. The birth was a long-wrought magical spell com-
pleted with the extraordinary event. Some say that the goddess
was a shattered spirit from the Gods Age who was resurrected
by the Seven Mothers. No one knows her parents.

The unearthly powers of the Red Goddess stirred fear and
mistrust from the peoples and deities about her, and her early
life was a time of battle and victory. Her battle was temporal
at first, then she entered into a great heroquest to find herself
and her secret inner powers. She was gone for years; her lands

fell into disrepair as enemies slowly crushed them. At last she
reappeared, this time leading the Crimson Bat, and she spread
terror before her. Afterwards, with the Bat and her army, she
spread her conquests.

Because her growth was unprecedented and because she was
blatantly connected with chaos, the Red Goddess’ growth stir-
red the ancient powers of the elder gods. After destroying the
kingdom of Carmania, she warred with a race of magical beings
at a place called Castle Blue. The old gods were drawn into the
conflict, mustered to dispel this eruption of chaos from the
universe. The world seemed torn apart, but when it was re-
made the goddess was victorious. In mystic struggles and arcane
judgments she had proved herself a part of the world of Glor-
antha, unable to be cast out by the greatest powers and magics.
Shortly afterwards she took upon herself the great piece of
earth which is now the Crater, and ascended into the sky, where
she is now visible as the Red Moon.

The Red Goddess met and overcame some strange deities in
her heroquest, and these are said to be part of her source of
odd powers. These gods include Arachne Solara and Nysalor,
and philosophers say she also is intimate with Time. These are
all strange powers to the gods of the world, and many still fear
and mistrust her.

Happily the Red Goddess in no way condones the widespread
worship of chaos entities which follow the ways of the Devil
and fall into moral depravity. The religion and state do not
forbid it, either, as required by their philosophy. The rulers are
adroit at manipulating the results if people do fall into the
ways of chaotic gods. Lunar history contains lessons of generals
and priests gone bad, and point them out as bad examples.

By its faith, the Lunar Empire must accept chaos in philo-
ophy and make use of it as necessary. The Crimson Bat is an
example of how this can be done, as may be the vampire regi-
ment rumored training in the mountains. Yet many Lunar her-
oes gained fame by killing vampires or smashing the slave heads
of Thanatar. The awareness of the educated or sensitive con-
cerning the proximity of chaos makes them acutely aware of
their dire responsibilities. The teachings of the Red Goddess,
though passionate and fierce, strongly admonishes against
certain temptations.

The Lunar Empire has grown powerful and effective. It has
conquered most of Peloria, and nibbles the borders to push
beyond, but the final effect of its cults and temptations is yet
to be seen. Foreigners are uncertain about what has been brew-
ing inside the imperial borders. Lunar citizens, content in the
fruitfulness and peace of the Empire, are often blind to what
they might see. Even the Red Goddess, known as the Mistress
of Time, is blind to the future.

Philosophers say it is time for a new cataclysm to end the
world age, as seems to occur every 500 years. Others see the
gods and spirits drawing closer, as the powers of certain men
attain godly stature.

It is the start of the times when the world is pushed to ex-
cess and it is time for hard reckonings. Powers are stirring to
make a stand. Old foes have strength for new troubles.

It is the start of the Hero Wars.






22

The Reminiscences Of Paulis

Set apart from the main text throughout this book are the
reminiscences of Paulis Longvale, cousin of Chief Hahigrim of
the Bilini and companion to Hahlgrim and Ketil Ericsbane.

Paulis

Paulis’ father sent his son to Hahlgrim for a summer’s season-
ing on the frontier before the youth assumed a bureaucratic
position deep within the Lunar Empire. The father had been,
converted to Lunar ways years before, but kept close clan ties.
That summer stretched into several adventure-filled years, as
young Paulis rode the turmoil of a typical buffer kingdom
both as an educated young man of the Empire and as a blood
cousin of a powerful family of the little kingdom.

At that time Paulis was an Initiate of Irripi Ontor, and he
kept to the ways of his faith even as he developed a cosmopol-
tan respect for the gods of his cousins, taking notes and setting
down impressions, Many years later the cult commissioned
him to create a narrative from the deposited materials, which
he did after much prodding.

A bright, humorous young man, Paulis grew colder and
more sardonic as the years passed, and his first version of the
events which follow frequently was both cruel and inaccurate.
To his credit, his work finally repelled Paulis, and upon retire-
ment he created a new version of events to which later histor-
ians refer as much for its deft portraits as for the light it casts
upon events. It is from this latter version that the translations
have been made.

Paulis affected to be a man of letters, though the work
which he left behind is mostly unread today. He wrote in an
older Pelorian dialect which was sometimes quaint to read
even then; the translators have attempted to render that ele-
ment of his style as well.

The Bilini

Four kings of the Bilini are important to the narrative. The
first is Eric™, whom Ketil killed in 1611 S.T. After Eric came
Hakon the Swimmer, who was slain by Hahlgrim. After Hakon

came Bolthor Brighteye, whose death occurred during the per-
iod of Paulis’ narrative. The last of the four was Oddi the
Keen, priest of Storm Bull and brother to Hahlgrim.

Ketil had slain Eric in single combat during a battle, but the
Bilini nobility swore bloodfeud upon him, and the kingslayer
fled to the Orlanthi.temple at Oxhead, and there served for
many years, gaining the respect and friendship of the powerful,
even among the Bilini.

Hahlgrim was a noble chieftain of the Bilini who long feud-
ed with the royal household. Though not present at the battle
where Eric died, Hahlgrim was already an enemy of Hakon the
Swimmer when that lord ascended the throne, for both came
from rival families jealously struggling for-control of regional
trade.

Having taken power, Hakon persecuted Hahlgrim’s kin and
took away their trading position. Hahlgrim held his honor, and
Orlanth Rex found against the king for a large sum, which was
paid. With part of the bloodpain debt Hahlgrim took his imme-
diate family into exile with the neighboring Skanthi hillmen.
Hakon resumed his persecutions of Hahlgrim's clan, so Hahlgrim
returned, slew Hakon and burned the now-confiscated home
of his childhood. Returning to the Skanthi, he became a Rune
lord at the Oxhead Orlanth temple.

Hahlgrim and Ketil met at the temple and became friends.

The kingdom of the Bilini drifted under the rule of Bolthor
Brighteyes, who acted as little more than a Lunar caretaker for
many years. But Bolthor's neglect led to increasing encroach-
ment by the forces of chaos from the ruined land of Dorastor.
As the kingdom deteriorated, the Lunar regional command be-
came worried, and ordered Bolthor to put his house in order
or be replaced; Bolthor was enough statesman to know where
to ask for help: from Hahlgrim.

*Eric was a son of Norall of Oakstead, who was famous for the wild
mountain cats he bred; they often became temple familiars. Norall was
son of Killer Garril, who had slain all his kinsmen who had dared join
the Lunar religion. Garril had held his lands on the favor of King Hro-
dar Grizzlebeak.
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PRIMAL CHAOS
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The Chaos QOoze

All chaas cults are based upon this cult, and all
have it as an associate cult, It is possible for a chaos
creature to belong only to this cult, but there is no
obvieus advantage to do so.

Mythos And History
Primal ¢hacs is the untainted power of random change. It
firctentered the world through the cracks in the universe caused

by the Qads’' War_ It is the source and mother of all later chaos
things, Primal Chaos is only an associaté cult; a member can

become a priest of Primal Chaos only if he belongs to another
chaoc cult firet.

Nature Of The Cult

Worshippers of Primal Chaos commit less to a cult organiza-
tion than they do strengthen their individual belief in the
pawer of the ooze. There is no temple structure; worship is
performed at any place of chaos strength, and officiated by
the mast powerful worshipper there. Worship occurs on any
day of the year, begun either at sunrise or sundown.

Lay Members

Any being or thing worshipping any cult of chaos is auto-
matically a lay member of primal chaos. No skills or spells are
taught.

Initiates

Any creature accepting the mark of a chaotic feature is an
Initiate automatically of Primal Chaos. Initiation is permanent;
there is no easy way to remove the chaos taint. There is no
spirit of retribution for the cult save the vengeance of other
members.

Rune Lords
There are no Rune Lords in the cult of Primal Chaos.

Priests

Creatures in the other chaos cults who reach 18+ POW can
become priests of Primal Chaos.

Priests gain two benefits. First, they have control over the
unintelligent things which crawl from the chaos ooze, such as
gorp, dragon snails, etc. The priest must give the creature one

point of his own permanent POW for every 10 points of POW
that the creature has. Before the transfer of Power, the priest
must overcome the POW of the creature with his own Power.
If successful, the priest gains limited control over the creature.
“Control” is defined as ability to instruct the creature in the
same way that other magicians control elementals. It takes one
melee round to give the creature simple instructions: attack
ahead, follow me, do not attack, etc.
Priests also gain access to the following Rune spell;

W THREE POINT SPELL i

Chaos Feature: duration instantaneous and permanent,
range touch, non-reusable, nqn-stackable, 3-point spell.

This spell bestows upon the target a chaotic feature.
Targets must be willing to accept the feature or the spell
will not work and the Power will be lost. Once affected,
the target always will be tainted with chaos.

A successful cast means that the target must roll any
die. An odd number means that the chaotic feature is
rolled on the Curse of Thed table in that cult. An even
roll means that the chaotic feature is rolled on the stan-
dard Chaotic Features table in RuneQuest.

For each chaotic feature a worshipper accepts, he
adds another 10% to his accumulating chance of turning
into a broo. This transformation may not be resisted or
altered, and is permanent once it takes effect. The
probability for the transformation must be rolled
immediately upon the assumption of another chaotic

feature.

Miscellaneous Note: The Chaos Altar

The leader of the worship shapes an irregular blob from any
mud available, preferable chaos ooze, then places the form in
the center of the gathering. Those who wish to demonstrate
exceptional piety may sacrifice 1 point POW to the blob, but
this is not necessary. Those who do so have a 50% chance of
the sacrificed POW being reflected back to them, to the effect
that they might never have sacrificed the point of POW in the
first place. After the leader indicates that worship is over, he
breaks in two the form he shaped, leaving half on the ground
and crumbling the other half back to dust.
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MALLIA
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Mistress Of Disease

|. Mythos And History

Before Time

Mallia grew from the Darkness, in the waste and destruc-
tion of the Gods War. She found nourishment and life amid
the fallen foss, the wreckage and destruction, and the blood of
everything that died in that age. She became a corruption of
Dogth iteelf, tainted and degraded from the swift brightness
which Humakt and Orlanth used, becoming a lingering and
tastering dimnesa. As beings fell befare her, she became fearful
that her 100d would completely fail, and she changed the way
she ate, from lightning plagues which depopulated entire
nations to the spread of slow death by disease, so that the mis-
ery she caused would last forever, as befitted a goddess.

During the Darkness she became mistress to Ragnaglar and
friend 1o Thed. The children of Ragnaglar, the broos, gave
Mallia worship, and she in turn aided them and provided special
magice and spirit allies o that they could further the spread of
her diseased dominion.

From love. respect, and fear, ather chaos creatures came to
warship her, Men, elves, trolls, and dwarves came to her also,
raraly from love, but all praying to Mallia not to infect their
tribes. Many survived the touch of disease in the Darkness from
thélr asdaciation with her.

Since Time

Mallia has three aims: to increase the forms and types of
dicoaco, 10 avenge her lover's death and her friend's dispersal
against the lawful gods by diminishing and confounding their
mundane works with sickness and death, and to cajole, frighten,
or otherwise convince worshippers of other gods (lawful or
chaotic) to give their Power to her.

Life After Death

Mallia’s faithful know there will be no reincarnation for
their spirits, and that all they can hope for is a safe eternity in
Hell. Dead Initiates in the cult may be kept for a time as a spir-
it of disease before they, too, gain the final rest.

Funeral rites are simple. The body is placed into the earth
so that Death and Darkness become one in the worshipper.
Initiate and Rune Priest bodies are infected with at least one
disease, and only the ignorant or foolish will disturb their un-
marked graves.

Runic Associations

Mallia is associated with the Runes of Death and Darkness,
her foundations and heritage. Where'she is worshipped by broos
she also is associated with the Chaos Rune.

Il. Nature Of The Cult

Reason For Continued Existence

Mallia’s diseases are everywhere in Glorantha. Some glory in
the worship of such pervasiveness, as the entire race of broos
dedicate themselves to her worship. Most beings, though, make
propitiary worship of the Mother of Disease, sacrificing their
Power so that she will not appear.

Under the terms of the Great Compromise, Mallia is the
necessary bane of the mortal races, and at last will lead them
to the halls of Hell even if they avoid every other fate. In pop-
ular terms she is the Keeper of the Cart which carries souls to
the Sundering Stream. This means that not even her greatest
worshipper is safe from her embrace if he outlasts the span of
years allotted to his species.

Mallia is also the janitor of the gods, providing the corrup-
tion which turns flesh and bone back to dust. Without her
work in this regard, there soon would be no room for the living.
She is a natural ally of the child Time, yet she schemes for the
dispersal of the Compromise and the end of Time. She may be
so entwined with law and with chaos that the ultimate victory
of either side will spell her own annihilation. But her worship-
pers naturally worry about today, not the end of Time.

Socio-Political Position and Power

Mallia’s temples exist only to encourage the sacrifice of
Power to her. The spread of disease reminds the people of her
presence and of her need for Power.

All Gloranthan civilizations outlaw the worship of Mallia. If
discovered, Initiates are killed immediately and their bodies,
possessions, and properties are burned as a safeguard against
the outbreak of disease.

Particular Likes And Dislikes

Mallia’s minions generally support other chaotic cults. Her
propitiary worshippers fear and hate disease, and most of them
despise chaos. Devoted Mallia worshippers (Malliants) take



pleasure in the suffering of others, and delight in collecting
Power for their goddess from sacrifices to her by devoutly law-
ful beings.

The Malliant hates all devotees of the Chalana Arroy cult
and all Healers of Arroin for their devotion to abolishing disease.

I1l. Organization

Intra-Cult Organization

Mallia has no set structure or function for temples, and there
are no standard communicational or decisional lines between
temples. Most actions of a temple will be independent.

Inter-Temple Organization

The Mallia temple is the body of her Rune Priest, the Disease
Master, who has an independent ministry and absolute sway
over his Initiates. Any Initiate must defend the Master and per-
form his orders without fail. There is no shrine or ark before
which worship must occur, but worship must always occur in
a place susceptible to disease.

Centers of Power, Holy Places

The spread of disease and corruption is a continuous pro-
cess; there are no special centers of power for the cult. A pit
near the base of the Rockwall Mountains is said to be the site
of the First Infection, but its location is no longer known.

Any open wound, locus of infection, or running sore is a
holy place to Mallia, and makes more likely the presence of her
influence.

Holy Days and High Holy Days

Malliants worship on the same days as do followers of Cha-
lana Arroy, Wildday of Fertility week. A random day during
the Sacred Time will be chosen by each Disease Master as the
High Holy Day for his temple.

.

IV. Lay Membership

Requirements To Join

Mallia accepts worship and Power from anyone. Her wor-
ship is ingrained in the broos, and all of their kind automatical-
ly are lay members at birth, with immunity to all diseases.
Other beings must sacrifice 2 points POW on each holy day to
gain increased resistance to one disease. There are no other
requirements for acceptance.

Requirements To Belong
Lay members must saerifice Power each holy day to main-
tain protection from-a disease.

Mundane Benefits

The lay worshipper gains protection from a specific disease
by sacrificing POW to it (and thereby to Mallia). This occurs in
the form of increased resistance to infection by the disease,
and a person so protected will defend against infection by the
disease with their species maximum affected characteristic
rather than their personal affected characteristic. A person
may sacrifice for such protection anywhere disease could exist.
But if a worshipper sacrificed for protection from Soul Waste,
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Shakes, and Chills, he still would be subject to Brain Fever or
other diseases, and would defend against them with rolls against
the relevant characteristic.

Skills and Battle Magic
The cult teaches neither to lay worshippers.

V. Initiate Membership

Requirements For Initiation

The Initiate is the lowest-ranking Malliant whose worship
is taken seriously. While anyone can become a lay member, to
become an Initiate requires special devotion to the Mother of
Disease and familiarity with a disease. There are two methods
of initiation. A candidate in either case must have been a lay
member for at least a week before becoming an Initiate.

A layman can undergo Involuntary Initiation. If he becomes
infected with a disease, he may call upon the power of Mallia
to save him. His sacrifice of 2 points of permanent POW will
halt the effects of one disease, but it will not restore lost char-
acteristic points nor take the disease culture from him. Rather
the worshipper will become a carrier of the contracted disease
and will expose to it anyone they contact. Carriers can rid
themselves of the carried disease by means of Cure spells avail-
able through either Chalana Arroy or Mallia. Involuntary Initi-
ates gain no benefits unless they seek and find a Disease Master
for training. )

The voluntary Initiate will seek out a Disease Master, who
will then infect the applicant with a disease potion, and the
applicant must sacrifice 1 point of permanent Power to gain
immunity.

Requirements To Remain

The voluntary Initiate must sacrifice 2 points of temporary
POW on each holy day, and devote 90% of his time and money
to the cult. He will be expected to obey the commands
of his priest without guestion or delay.

Mundane Benefits
A voluntary Initiate will be provided with such room and
board as is available to the Rune Priest.

Skills ;

An Initiate can learn from his Disease Master only those
skills which the Master actually knows. Skills normally taught
include any Bow, Dagger Attack, Dagger Throwing, Dart
Throwing, ldentify Disease, Prepare Disease Potion, Rapier,
Shortsword, Spear attack/parry, Spread Disease, Trap Set/Dis-
arm, and Treat Disease.

TREAT DISEASE

This skill allows the user to treat a disease so that the
course of a chronic or acute disease will stop after taking
one point from the affected characteristic. The victim
needs total bed rest and the treater can do nothing else
while treating the victim until the disease is halted. A
critical hit with this skill will restore one point to the
affected characteristic. The skill costs the nominal price
of 400/800/1600/2000 lunars.

PREPARE DISEASE POTION

With this technique the Initiate can prepare substances
which, when applied to an open wound or imbibed, will
expose the victim to the disease and will require current
CON x 5% rolls on D100 to resist, as in RuneQuest. This
skill cannot be purchased but is learned for free from the
Disease Master. Once '_che,géneral techniques are known,
the Malliant can brew potions for any disease of which
he is a carrier. Preparation time depends upon a skill roll
for success after a week of work. If the first roll fails,
roll again daily, subtracting 10% from the success proba-
bility for each failure. When the probability reaches zero
or below, the potion is ruined and must be restarted
with new materials. A fumble indicates immediate foul-
ing of the potion. Materials for the process cost 100 lunars
and result in 1D4 doses. This may be applied as Blade
Venom. Training times for the skill are at the nominal
rate of 400/800/1600/2400 lunars.

SPREAD DISEASE

With this skill, a small district can be infected with a
sickness without resorting to a spirit of disease. This
non-magical attack is recognizable only by a Healer of
Arroin who is a master (90%+) in the treatment of disease.
Quantities of the appropriate potion are implanted in
often-trafficked areas such as wells, pantries, silos, cribs,
etc. Inhabitants and visitors to the district will have to
make their resistance roll or contract the disease.

One worshipper of Mallia can infect a square kilo-
meter area per season, and die rolls are made seasonally
to determine success. Each failure to spread a disease
reduces later attempts by 10% per failure until a year's
time is allowed to go by without any attempt at all. At
the end of that time, a new infection or re-infection can
be attempted at the initial training rate.

Training is free to Malliants, never taught to non-
worshippers, and has the following nominal rates: 300/
600/1200/2000 lunars.

IDENTIFY DISEASE

This is a knowledge skill for recognizing the type of
disease and the infecting agent (spirit of disease, potion,
or Rune magic), and determining if an area is infected.
Three D100 rolls against the percentage level known of
the skill are needed for this skill to function completely:
the first roll tells whether disease is present, the second
roll tells the specific disease type and symptoms, and the
third roll tells the method of infection. This skill is avail-
able through either Mallia or Arroin, is taught for free to
Malliants, and is learned at the following nominal rate:
200/400/800/1600 lunars.

Spells

Initiates will be taught spells from the standard battle magic
spell list in RuneQuest for the standard costs. In addition, they
have access to one-use Rune magic available from Mallia, and
also the following cult special battle magic spell:
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Sneeze: focused. passive, instant, range 80m, 2-point spell,

The caster must overcome the POW of the target. If
s0, then the target will begin sneezing the strike rank fol-
lowing casting, and will continue sneezing for 1D10 strike
ranks. During the time spent sneezing, the target will be
nearly incapacitated, and only defends and parries, and
that at one-half normal effectiveness. The number of
strike ranks sneezing must be added to weapon or spell
use strike ranks.

VI. Rune Lords

The cult of Mallia has no equivalent status.

VIl. Rune Priesthood

General Statement

The priest of Mallia is called a Disease Master, and he is the
prime source of disease in Glorantha. His duty is to spread in-
fection throughout the world, and his main tools in this effort
are the spirits of disease which he learns to bind and to control.

Requirements For Acceptance

The applicant must have been a voluntary Initiate of Mallia
for at least a year. He must have mastered one weapon which
impales, must have a POW of 18+, and must have 90% ability
in Spread Disease, Prepare Disease Potion, and |dentify Disease,
plus any one other Mallia skill. Within two months of his appli-
cation to his Disease Master, a number of Mallia's Rune Priests
will assemble and he must then convince them of his worthi-
ness by attempting to ally one of his Disease Master's controlled
spirits of disease. Determine random spirits of disease on the
chart below.

D100 Power D100 Type
01-10 2D6 01 roll twice and combine (POW and
symptoms)
11-35 3D6 02-10 Brain Fever
3685  3D6+6 11-256  Creeping Chills
8695 4D6+6 26-50  Wasting Disease
96-00 5D6+6 51-75 The Shakes
76-00 Soul Waste

After determining the Power, type and INT (the INT is always
3D6), the api)yént must try to ally it. He must engage the
spirit in spirit combat. If the spirit fails an attack when the
character succeeds, then he may try to bind the spirit to him.
He must overcome the spirit once again, therefore, and if suc-
cessful must give the spiritsome of his own characteristic POW,
at a ratio of 1 point permanent POW per 10 POW points or
fraction thereof. These points are permanently lost to him, as
if sacrificing for Rune magic. In return for the loss of POW,
the spirit will be bound to the Mallia worshipper and will act
on his commands.
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Restrictions

Mallia's priest must strive continually to spread disease in
order to stimulate the worship of the goddess. He must aid and
train loyal Initiates, and must give qualified Initiates their first
spirit of disease when they attempt to become Disease Masters.

Benefits

The Mallia Disease Master has an increased chance of gaining
POW. Instead of the normal roll, the priest may subtract his
Power from 25 rather than 21.

He may use the INT and POW of controlled spirits for the
remembering and casting of spells.

He may be assured that the goddess will answer a call for
aid. Unlike other cult's Divine Interventions, the intervention
for Malia will summon a random spirit of disease from the chart
contained in the requirements for acceptance for priesthood,
just above.

If the priests can find them, buy them, or steal them, they
may attune and use iron weapons and armor.

Like Rune Lords, priests of Mallia can progress past the
normal 100% level of ability, by grace of the goddess.

Rune Spell Compatibility

Because the cult has little systematic organization, a Disease
Master may not have the opportunity to systematically learn
the standard Rune spells detailed in RuneQuest. To simulate a
normal Disease Master, the referee should randomly pick six
Rune spells, then choose two more to complement them. The
priest of Mallia can only summon a Darkness elemental, of
those elementals available. All Rune spells will be 1-point.

Cult Special Rune Spells

Mallia priests (and Initiates on a one-use basis) may sacrifice
permanent Power for the following Rune spells. These disease-
causing spells may not be dispelled; the victims must be cured.

Effective cures for the disease types are listed on the chart at
the end of this cult.

I ONE POINT SPELLS mimmnmumnmmnm

Cause Shakes: duration variable, range touch, reusable,
stackable, 1-point spell,

Targets resisting this spell will contract the mild form
of the Shakes if his POW is overcome by the caster’s.
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Voluntary targets automatically contract the disease. The
severity will range from mild to terminal, and may in-
crease normally. A 2-point stacking of the spell automat-
ically begins the target at the ‘chronic’ degree of severity,
3 points at the acute, and 4 points at the terminal. The
spell may not be stacked higher than that.

Cause Brain Fever: duration variable, range touch, reus-
able, stackable, 1-point spell.

The mechanics of this spell are the same in all respects
as Cause Shakes, above.

Cause Chills: duration variable, range touch, reusable,
stackable, 1-point spell,

The mechanics of this spell are the same in all respects
as Cause Shakes, above.

Cause Wasting Disease: duration variable, range touch,
reusable, stackable, 1-point spell.

The mechanics of this spell are the same in all respects
as Cause Shakes, above.

Alter Spirit of Disease. duration permanent, range touch,
non-reusable, stackable, 1-point spell.

Before using this spell, the caster must have made a
potion for the disease desired in the spirit of disease. He
then must bind the spirit to the potion container and use
this spell. The spirit will lose the old disease and begin to
carry the new one. Stacking this spell increases the num-
ber of diseases that the spirit may carry, all of which
must be in potion form first. There is no limit to the
number of diseases that a spirit may carry, though there
is nothing to be gained by using the same disease twice.

Minor Infection: duration variable, range touch, reusable,
non-stackable, 1-point spell.

A priest of Mallia can effect minor vengeances and
warnings by infecting a target with one of the many min-
or diseases of the cult. Often this spell will be self-targetted
by the caster. He then sacrifices 1 point permanent POW
to obtain Mallia’s immunity and can then make potions
for the disease.

Minor infections are contagious, but not virulent. Even
the terminal stage of such diseases are rarely fatal.

In casting the spell, the target's POW must be over-
come if the target is resisting the spell. If the Disease
Master overcomes the target’'s POW, the victim has con-
tracted at least the mildest form of the disease.

Determine randomly the type of disease. If the disease
Is cast at a willing 1arget, the mildest form is automatic-
ally given. If a disease is rolled to which the target already
is immune, re-roll until an infection is achieved.

Referees wishing to create their own diseases should
pattern them after the ones described and add them to
the list.

kind of minor infection

01-20 Sniffles

21-35 Sneezing
36-50 Blotches

51-60 Fever

61-70 Joint Rot
71-80 Creeping Crudd
81-85 Thunder Lung
86-90 Brittleskin
91-95 Convulsions
96-98 Slow Withers
99-00 Bleeding Disease

All of these diseases have exactly the same spell charac-
teristics, as given in the heading for Minor Infection.

Sniffles — infected targets will continually sniffle until
the sickness is thrown off. This is a short-term illness.
The first resistance roll is CON x 1%, the second is CON
X 2%, etc., up to CON x 5%. Make the roll once a day;
no rest is needed. This disease occurs in the mild form
only.

Sneezing — this disease has all ranges of severity, but
instead of removing characteristics, the character sneezes
instead. If a character had terminal Sneezes, he would
sneeze loudly and uncontrollably once every 5 minutes.

Blotches — victims show red blotches on their face
and skin. The blotches reduce CHA by 1 point per each
degree of severity. Normal CON x 5% disease resistance
rolls are attempted until one is made, with the number
of failed rolls equal to the number of CHA points lost
for the duration of the sickness. Recovery is determined
by a CON roll each season on Windsday of Fertility week.
If made, one CHA point is regained. CHA not recovered
after a year is lost permanently.

Fever — these victims are subject to irrational acts
and unpredictable moods. Initial severity is determined
normally. Once contracted, the victim’s behavior is de-
termined by the chart below. Severity of the disease will
determine the frequency of the roll. A mild case will
require rolls every month; terminal victims will roll every
five minutes. The effect lasts for 30 minus CON of vic-
tim full turns.

1D10 effect

14  Sleep

5-7 Befuddled
89 Demoralized
10 Fanatic

Joint Rot — attacks the character's joints, slowing him
down. Each attack increases the victim's base strike ranks
by one; base strike ranks greater than twelve mean that
the character may strike only every other round—subtract
twelve from the total to determine the effective strike
rank in the next round. Victims whose base strike rank
equals 24 or more have had their joints locked, and are
helpless. Even if the disease is thrown off, the increase in
strike rank is permanent.

Creeping Crudd — only a person wearing armor will
be infected by this disease, such as adventurers constantly
encased in that hot, sweaty stuff. Having Crudd reduces
attack/parry percentages by 5% for each attack of it.
The frequency of attack is determined by the severity of
the disease. Terminal Crudd, for example, will reduce all




attacks and parries by 5% every five minutes. When a
character is reduced to zero, all ability is lost permanently.
Undertaking curative measures before then can regain
the skills lost. .

Those 1m or closer to a victim of the Crudd will notice
that the victim stinks.

To get rid of the Creeping Crudd requires full exposure
of the body to the sun and air. For each week spent not
wearing any clothing at all, 5% lost skill will be regained.

» Thunder Lung — these sneezing and coughing attacks
are violent enough to cause damage to the victim. Find
the severity of the disease by normal CON x 5% resist-
ance rolls. A mild form causes attacks with 1D6 severity;
chronic form causes 2D6 attacks; the acute form causes
3D6 attacks; terminal form causes 4D6 attacks. The fre-
quency of attacks also increases with the severity of the
form of the disease. Randomly roll the STR of each attack
and then try to overcome with that number the CON of

the afflicted character. If successful, the strength of the
attack is done as damage to the character's hit points. If
the hit points are reduced to zero as a result of Thunder
Lung, the character has burst and all creatures within 3
meters are exposed to the disease.

Brittleskin — a slow, creeping scaling of the skin. The
degree of severity determines the rate of spread. The first
contraction will affect one hit location. Successive attacks
will affect another random location. Re-roll if the loca-
tion already has been infected. When the victim is entirely
encrusted, there will be no further spread.

Cure this disease only by means of a Chalana Arroy
temple’s Cure Disease or a spirit of Healing. Mundane
Healing has so far proven ineffective.

While encrusted, each affected hit location gains 2
points of additional protection. If the skin is broken and
damage inflicted on the location, a Repair spell must first
be used before any Healing spells will work.
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Convulsions — incapacitating nervous attacks. Each
time the disease attacks, the victim will writhe an the
ground unable to perform any other action for species
maximum minus characteristic-CON-of-the-victim melee
rounds. Normal severity indicates frequency of attacks.

Slow Withers — this disease atrophies portions of the
body. Slow Withers attacks only one hit location. Each-
attack of the disease reduces the hit points of the affected
location by one. Severity of the disease determines the
speed of hit point loss, and Slow Withers will never devel-
op into the terminal form.

Hit locations reduced to zero or below through the
actions of this illness are permanently afflicted and be-
come useless. Healing spells will not regain lost hit points
from the Slow Withers. If a chest, head or abdomen hit
location reduces to zero or below, the character is dead.

Bleeding Disease - this sickness has one degree of
severity: afflicted individuals require twice as many Heal-
ing points as do unafflicted individuals. A character with
Bleeding Disease must use Healing 4 to stop bleeding,
and Healing 12 to regraft limbs. Only Cure Disease, spirit
of Healing, Divine Intervention, or Mallia Initiation will
halt these effects.

Cure Brain Fever: duration instantaneous, range rouch,
reusable, stackable, 1-point spell.

This spell will heal Brain Fever. One use of the spell
will stop the effects; more spells used at the same time
will reverse the effects and “regrow INT™ at a rate of
one point per spell used up to the original intelligence.

Cure Chills:duration instantaneous, range touch, reusable,
stackable, 1-paint spell,

This spell heals the Creeping Chills, just as the previous
spell cures Brain Fever.

Cure Shakes: duration instantaneous, range touch, reus-
able, stackable, 1-point spell,

This spell heals the Shakes, and works just as Cure
Brain Disease works.

Cure Wasting: duration instantaneous, range touch, reus-
abfe, stackable, T-point spell. :

This spell heals Wasting Disease, working just as Cure
Brain Disease does.

N THREE POINT SPELL  Hutnnuunmmmmmm

Cause Plague: duration variable, range self, non-reusable,
non-stackable, 3-point spell.

The caster will die from the effect of this spell. The
Plague is highly contagious, with severity from chronic
to terminal; there is no mild form.

Plague attacks the CON and STR. Resisting the disease
requires the exposed individual to roll below his STR
and CON total on D100. Failure to do so means that the
character loses 1D3 from both STR and CON for each
attack. Only successful Divine Intervention or Mallia Ini-
tiation will halt the Plague.

VIII. Subservient Cults

Spirits Of Reprisal

Mallia uses her diseases to punish offenders of her cult. Each
of her worshippers carries one or more diseases, and gain their
immunity through the worship of the Disease Mother. Those
worshippers who intentionally harm another worshipper or
who are responsible for the persecution of another worshipper
by non-cultists will immediately lose their immunity to the
diseases they carry. Moreover, the virulence of the carried
diseases increases to the terminal form. The bodies of dead
offenders will infect a Tkm area, causing diseases resistance
rolls for each disease present, until the body is burned, or a
shaman is convinced to cure the diseases, or a worshipper of
Arroin practices his Cure Disease skills in the area for a season.

Spirits Of Disease

Spirits of disease are spirits specially bound to the service of
the Mother of Disease, and have a special relation with Disease
Masters and have also a special type of spirit combat.

Disease Masters of Mallia need not bind their spirits into
any object, but rather bind the spirit to their service. In this
they are like shamans, and are often so to referred. The Disease
Master may use the spirit’s disease capabilities as well as its
POW and INT.

In spirit combat, the initial attack is normal. But if the spirit
of disease should succeed in an attack when the victim fails,
the spirit can try to infect the spirit of the target with any of
the diseases which it is carrying, and all diseases carried will try
to infect the victim at once. This infection requires another
roll overcoming the target’s POW, as if the spirit of disease was
trying to possess the victim. If successful, this does not force
the victim's spirit from the body but infects the victim with
the acute form of any diseases carried. If the vicmqies, the
priest of Mallia may then try to bargain with and bind the new
spirit of disease. He uses the method described in the Initiate’s
section when the first spirit of disease was bound. A Mallia
Disease Master may only have as many spirits of disease as he
has immunities to different diseases, and he must be immun-
ized against all of the diseases carried by his spirits.

If the binding is unsuccessful, then the victim's spirit will
roam the mundane plane as a spirit of the disease to which he
succumbed.

If the victim manages to defeat the spirit and drive it off or
kill it, he will gain immediate immunity to any of the diseases
carried by the spirit, for one year. Exposure to those diseases
will not affect him. He also will steal 1D3 points POW directly
from the spirit, subtracted immediately from the spirit’s char-
acteristic POW. This stolen Power will not be diseased in any
way, and adds to the former target’s characteristic POW as if a
Power Gain roll had been made. The character will be entitled
to any normal Power Gain rolls after a week's rest.

IX. Associated Cults

Primal Chaos
See the Primal Chaos cult for data.

Thed
Mallia and Thed were great friends in the Darkness, and
they often work together to further the spread of misery and



suffering. Mallia finds much worship from Thed’s children, the
broos, and they are among her most accomplished Disease
Masters.

X. Miscellaneous Notes

Plants And Disease

This paragraph supercedes the rules given on p. 67 of Cults
of Prax. For a plant to overcome and eliminate a disease, its
potency must overcome the POW of the disease, which is equal
to the normal characteristic POW of the victim. If successful,
the disease is eliminated.
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Infecting Small Areas

A Malliant can infect smaller areas in two main ways. Wells,
for example, can be contaminated with potions of disease. All
drinkers of the water from the well will then need to resist
catching any of the diseases present. Alternately, the spirits of
disease can be bound to vials of disease potions. The vials then
can be hidden in an area. Whenever another creature comes to
within 80m of the area, they will be attacked by the spirit. The
only way to clear the area is to find and destroy the vial, thus
releasing the spirit (and probably thereby catching one or
more diseases), or by defeating the spirit with another spirit or
neutralizing it with a spirit of health,

These procedures, and others like them, constitute the
Spread Disease skill.

Specific Cure General Cures

Cure Shakes spell
Cure Shakes plants

Cure Creeping Chills spell
Cure Creeping Chills plants

Cure Brain Fever spell
Cure Brain Fever plants

Cure Wasting Disease spell
Cure Wasting Disease plants

Cure Disease spell
Treat Disease skill
spirits of Healing

Cure Soul Waste spell
Cure Soul Waste plants

none Divine Intervention
natural recovery™®

none Mallia initiation

none

none

none

natural recovery through

DISEASES FROM MALLIA
Disease Severity Effect Per Attack
Shakes mild to terminal minus 1 DEX
Creeping Chills mild to terminal minus 1 CON
Brain Fever mild to terminal minus 1 INT
Wasting Disease mild to terminal minus 1 STR
Soul Waste mild to terminal minus 1 POW
Sniffles mild only continual sniffles
Sneezing mild to terminal loud sneeze
Blotches mild to terminal minus 1 CHA, red
blotches on skin
Fever mild to terminal irrational behavior
» Joint Rot mild to terminal add 1 to strike rank to
24, then joints freeze
Creeping Crudd mild to terminal minus 5% to all attacks
and parries
Thunder Lung  mild to terminal sneezing and coughing none
fits do damage to
character; may cause
explosion of character
Brittleskin mild to terminal adds 2 points armor to  none
affected hit location;
requires Repair and Cure Disease spell
| Healing to recover spirit of Healing
Convulsions mild to terminal incapacitating attacks none Divine Intervention
. . Mallia initiation
Slow Withers mild to acute loss of hit location points none
Bleeding Disease special requires twice Healing none
Plague chronic to terminal minus 1D3 STR & CON  none Divine Intervention

Mallia initiation
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BAGOG
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The Scorpion Queen

I. Mythos And History

Before Time

When the Devil led his forces into the surface World, many
other creatures also escaped to there. One such was Bagog, a
slow-witted scorpion daughter of the Darkness. Bagog scuttled
about the surface world, comfortably enjoying the carnage of
the Gods War, fighting and eating all who opposed her. Her
stinging tail was a fearsome weapon, and for a while she was
content.

Then other urges shook her, and she began to lay many eggs.
Soon they hatched into smaller versions.of herself, and while
they were mostly scorpions in form, they had been changed by
what Bagog had eaten. There were scorpion baboons, scorpion
elves, and many other types. Some were unable to live, while
others flourished. These latter ate as Bagog had, and their child-
ren gained knowledge as well. Soon the scorpion kinds formed
a rough social order, centered about the might of Bagog. They
ate each other, as well as their foes, hoping to soon acquire the
knowledge of all the species.

Since Time

The tribes have survived since the Darkness because they
lived in places that other races dreaded. The scorpion races
have made some allies, like the broos, because of the pressures
of persecution by the lawful races. Occasional scorpion men
heroes have gained much of their abilities through the worship
of chaos. Slowly the scorpion kinds have evolved to their pre-
sent cultural sophistication.

Life After Death

The cult assures its members of eternal rebirth in the glory
of Bagog. The creatures of Bagog feast upon their dead if at all
possible, for they believe that their key to perfection may be
hidden in the essence of the dead, and therefore may be ab-
sorbed by the living.

Runic Associations
Bagog is associated with the Runes of Beast, Darkness,
Chaos, and Man.

Il. Nature Of The Cult

Reason For Continued Existence .

The worship of Bagog provides the minimum culture needed
to survive among the hardships of the wilderness. The know-
ledge of the race, though long in accumulating, is passed to
successors when the proper rituals are made.

Each member of any of the scorpion races is a member of
Bagog upon hatching. Through their lives, the scorpion men
will advance through the cult of Bagog as well.

Socio-Political Position and Power

The Scorpion Queen is considered the incarnation of the
goddess, and her word is law. She holds the directuiaowedge
of the race. Directly responsible to her are the priestesses, who
take care of tribal duties.

Bagog teaches that the knowledge needed to achieve perfec-
tion is hidden within the minds and hearts of other creatures.
To attain that knowledge, those creatures should be devoured
by the proper ritual.

Advancement within the cult is similarly based. It requires
that an ambitious scorpion man defeat and eat a scorpion man
of higher cult standing. Done with the proper ritual, the vic-
tim’s battle magic and skills become the property of the eater.
Very powerful victims may be eaten by several younger scorp-
ion men to spread the available pool of knowledge, and to ex-
pand the cult.

Particular Likes And Dislikes

Worshippers of Bagog hateall order/law worshippers because
they persist in persecuting the People. The cult particularly de-
spises champions of anti-chaos sentiment, such as Storm Bull,
Zorak Zoran, or particular worshippers who distinguish them-
selves in their anti-chaos zeal.

The People are friendly with broos, for the goat-heads give
relief from wilderness diseases by means of Mallia worship, and
the scorpion kinds would rather donate their Power to the Mis-
tress of Disease than to contract her horrible illnesses. The
common oppression of the two races provides much ground
for cooperation.
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Inter-Cult Organization

Each tribe is an independent entity, each led by their separ-
ate Scorpion Queen. Tribes may band together against common
enemies, but long-term cooperation is rare, partly because of
the territorially-possessive feelings of the Queens and partly
because the distance between tribes in the wilderness is great.

Very powerful Queens have allied tribes permanently by
fighting and devouring the other Queens. Queen Gagig Twobarb,
for example, founded the Queendom of Jab near the Forest of
First Reward (as chaos folk know it) by defeating and eating
three other Queens. Since all four Queens were now incarnate
in one body, all four tribes followed Queen Gagig without
further question.

Intra-Temple Organization

The Queen of the tribe isalso its High Priestess of Bagog, and
she rules her people both spiritually and temporally. Qualified
female Rune Lords or Rune Priests may challenge her in com-
bat for her position upon occasion, though certain supernatural
signs must appear before the challenge must be accepted. In
the resulting ritual battle, the victor consumes the loser.

Center of Power, Holy Places

Each scorpion tribe has a center of power in its tribal hearth.
Most hearths are portable, after a fashion, being no more than
a square, poorly-worked stone slab, which may or may not
bear symbols and carving. The hearth is their focus of worship
to Bagog, and is necessary for the regaining of Rune Magic.
Since each tribe has only one hearth, these are jealously pro-
tected, for destruction of the hearth deprives the tribe of their
link to Bagog. Desecrators of the hearth will be hunted to the
death, for rekindling the focus requires lengthy ritual and much
Power sacrificed.

Holy Days and High Holy Days

Freezeday of lllusion week of each season serves as the holy
day for the cult. The High Holy Day is Freezeday, lllusion
week, Sea season, when the cold winter is gone and the tribes
celebrate the return of plentiful food. Frequently great raids
begin on this day, with much ritual preparation before the
hearth, and the following weeks spent readying new Initiates.
Warriors would set out on Freezeday of Death week.

IV. Lay Membership

Requirements To Join

The People of Bagog automatically are lay members by birth,
and lay membership is available only to the People. Members
of other races must undergo the Ritual of Rebirth to become a
scorpion man, and they will become a lay member when they
hatch.

Requirements To Belong

Each lay member must sacrifice 1 point of Power every holy
day to Bagog. They may keep 10% of the goods or money
they find, and must be ready at any time to defend the hearth.
All lay members will perform mundane duties for the tribe.
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Mundane Benefits

Every Bagogi cultist pledges to protect his clutch-mates.
Healing, food, room, and board will be available to any wor-
shipper if possible.

Skills

The following skills will be taught to lay members at the
normal RuneQuest rates: Chaos Speech, Club attack, Rock
Throwing, Sling attack, Spear attack, Spot Trap, Tail attack,
Tracking, and Weapon Making (to 35% only).

Battle Magic
No battle magic is taught to lay members.

V. Initiate Membership

Requirements For Initiation

When the lay member reaches maturity, or when certain
skills have been learned, the lay member is expected to attempt
to become an Initiate. A lay member must have the following
skills before trying to become an Initiate: one weapon at 50%+
attack, knowledge of Mobility or Healing 3, Tracking or Spot
Trap at 50% or better. Once the skills are known, then the lay
member must challenge and defeat another Initiate, Usually
the Initiate is of another tribe. Sometimes lay members have the
Queen’s permission to eat an elf or other sentient Initiate or
RuneMaster, (though the knowledge transferred will be
halved), and a few times a year an elder member of the tribe
may voluntarily sacrifice himself to Bagog, an act highly
honored by every scorpion tribe, and doubtless appreciated
by the challengers, who thereby gain Initiate status without
struggle.

If the challenge succeeds, then the lay member eats the
body of the Initiate and becomes a new Initiate of Bagog.
Defeat of powerful Initiates sometimes can be accomplished
by several lay members, who all may feed on the body.

Requirements To Remain Initiated

Initiates are the feeders of the tribes, and must bring to the
tribe the equivalent of 30 SIZ points of food each week. Tribal
Rune Lords will command the Initiates, whom the Initiates are
expected to obey.

Mundane Benefits

Initiates receive the same benefits as lay members, and will
be allowed to accompany the Rune Lords on wilderness expe-
ditions, on raids, and other duties.

Skills
If the lay member has eaten the loser of the Initiation com-
bat according to the rituals of Bagog, then he will always gain
+20% with one weapon known by the devoured Initiate.
Initiates receive training for half normal price in all skills
available to lay members.

Spells

In benefit for winning the Initiation Combat, the Initiate
gains for free the following spells if not already known: Binding,
Healing 1-3, Ironhand, Mobility, Protection 2.

Other spells will be taught for normal RuneQuest prices.

VI. Rune Lord Membership

General Statement

Rune Lords of Bagog are the leading warriors of the tribe.
They command the Initiates on raids against foes, and are in
charge of the defense of the tribe. Just as Rune Priests of Ba-
gog tend to be female, Rune Lords tend to be male.
Requirements For Acceptance

The candidate for Rune Lord of Bagog must be an Initiate,
and prove his ability in hunting and raiding. He must never
have stolen from clutch-mates or his tribe in general. He must
be 90+% in five of the skills taught to Initiates, two of which
must be weapon skills.

As he did to become an Initiate, so he must now do to be-
come a Rune Lord: he now must faceand defeat another Rune
Lord, devouring him if he wins. Usually the Rune Lord will be
of another tribe; occasionally by permission the Rune Lord
may be of another species. The body is eaten in any case and
the knowledge transferred.

Restrictions

Rune Lords of Bagog must celebrate their holy days with
the Initiates. They must lead Initiates on hunts and raids. At
some time in their lives they must meet and defeat a Rune Lord
of a lawful cult. This last is a prerequisite for female Rune
Lords who plan one day to challenge the Queen.

Benefits

Every new Rune Lord gains an allied spirit in the body of
an insect scorpion. If the new Rune Lord defeated one of the
same tribe, the allied spirit is that of the old Rune Lord; if in
the same tribe, the victor also gains the Initiates of the old
Rune Lord, and all of the Rune Lord'’s wives or husbands.

A Rune Lord may marry. '

A Rune Lord will also receive Darkwall, Healing 4-6;Mind-
speech, and Protection 4. :

A Rune Lord eats as he wishes of all catches made by his
Initiate following.

VI1l. Rune Priesthood

General Statement

The Rune Priests link the scorpion races to Bagog. They
wield the magical skill of the god, and often accompany
raiding parties to provide magical support. Just as most Rune
Lords are male, most Rune Priests actually are Rune Priestesses
—female. Priests of Bagog do not lose their DEX-based skills
and are expected to continue striving to achieve their highest
status.

Requirements For Acceptance

The candidate must be an Initiate or Rune Lord of the Scor-
pion Mother, must have 18+ POW, and must defeat a priest of
the same or a different cult (in the same fashion as Rune Lords).

Restrictions

The priests are expected to officiate at the tribal feasts
when the captives of the season are consumed. Those captives
who ask to become members of the scorpion races may under-
go the Ritual of Rebirth, overseen by the High Priestess.
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Benefits

The new priest or priestess will gain the allied spirit of the
former priest or priestess if the victim came from the tribe. He
also will get an automatic Power gain roll, and the battle magic
spell Spirit Screen 4.

The new priest may marry.

Priests and priestesses may select as they wish from the pris-
oners and catches eaten at feasts.

Rune Spell Compatibility

The following Rune spells are available to priests of Bagog:
Discorporation, Dismiss Elemental, Divination, Divine Inter-
vention, Extension 1-2, Matrix Creation, Mindlink, Multispell
1-2, Shield, Summon Small Shade, Warding.

Cult Special Rune Spells

HHRIAHnnnnmn ONE POINT SPELLS UMM

Sprout Legs: duration 15 minutes, range touch, reusable,
stackable, 1-point spell,

This spell causes additional legs to sprout from the
thorax of the scorpion man. This leg will be usable as a
normal appendage, and will have the same hit points as
the other legs. One leg will be created for each point of
m/pe‘fl, up to a maximum of four.

: Jabbers: duration 15 minutes, range touch, reusable, non-
stackable, 1-point spell.

This Rune spell turns one of the scorpion man’s arms
into a jabber. Jabbers are long, boney points used for
fighting. They have a base strike rank of 2, are used some-
what like spears, can impale, and do 1D8+1 damage plus
any bonus. Attack and parry percentage equals to the
target’s DEX x 5%. The jabbers have twice the arm’s hit
point and are covered with 6-point bone.

Venom Boosting: duration 15 minutes, range touch, reus-
able, stackable, 2-point spell.

Each point of this spell cast upon a scorpion man will
increase the venom potency of the tail sting by 1D6
points. The amount of increase is rolled only after the
venom penetrates a foe, and is rolled for separately for natural armor. Some may also wear external armor. This
each foe hit. This spell is stackable to 4 points only. spell is incompatible with Absorption, Reflection, Shield,
or Spirit Block.

Claws: duration 15 minutes, range touch, reusable, non-

stackable, 1-point spell. Speak To Scorpion: duration 15 minutes, range voice,
Used like the Jabber spell, this one causes the arm to reusable, non-stackable, 2-point spell.
turn into alarge, crab-like claw. The claw has a strike rank This Rune spell allows the target to converse with
of 4, and does 2D6 damage plus bonus. Attack and per- scorpions for the duration of the spell. Oratory bonuses
centage equals to the target’s DEX x 5%. The claw has 6- help if the animal needs convincing.
point skin and hit points equal to twice the arm’s.
The Claw may also crush. [ THREE POINT SPELL NI
I TWO POINT SPELLS Mt Ritual Of Rebirth: duration 4 hours, range touch, reus-

able, non-stackable, 3-point spell.
Carapace: duration 15 minutes, range touch, reusable,

non-stackable, 2-point spell. . A challenger gains knov'vledge of this spell upon .the
final defeat and consumption of the previous Scorpion
This spell increases the toughness of the exoskeleton Queen of the tribe.

of a scorpion man by 12 points, which is added to other
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During the spell’s duration, any prisoner eaten by the
Queen will be laid inan egg at the conclusion of the spell.
One season after the devouring, the egg will hatch and
the being or beings devoured under the spell will be re-
born as one of the scorpion races. The upper torso and
head will remain identical to the one devoured; the low-
er body will now be that of a scorpion. Old weapon skills
of the devoured will remain intact, as will former know-
ledge; attack percentage with the scorpion tail will equal
the character’s attack bonus plus 5%.

VIII. Subservient Cults

Spirit of Reprisal

Bagog has no spirit of reprisal.

Renegades from the cult lose their allied spirits, and their
tail shrivels and dies, falling off at one hit point of tail per day.
All cult Rune magics will be lost. Offenders will have no im-
munity to scorpion venom.

Further retribution is the duty of the tribe. If caught, those
who failed to follow cult dictates or those who have harmed
clutch-mates will be cut apart and their sections laid out to
rot. The tribe will not devour cult offenders.

IX. Associated Cults

Primal Chaos
See the separate cult description of Primal Chaos.

Thed

Since the birth of Time, the scorpion races and the broos
have found common grounds for alliances. The broos provide
valuable disease control spells, and the scorpion men provide
warriors unmatched in broo society. Melding of the two occurs
whenever a broo undergoes the Ritual Of Rebirth, creating a
scorpion broo with the disease resistance of Mallia's sons, or
when the Bagog worshipper accepts chaotic features and trans-
forms into a broo. When the latter happens to a scorpion being,
only the upper torso (the non-scorpion body) is transformed.

X. Miscellaneous Notes

Ceremonial Devouring

Properly done, the devouring of opponents may yield know-
ledge to the eater, but the skills known must be 26%+ and the
spells only will be battle magic. In eating scorpion race mem-
bers, the eater has a chance of gaining each skill or appropriate
spell by making a roll of INT + POW divided by 2, or less, on
D100. Only skills and spells which the eater does not know
at all can be transferred, and only to the first 26% of a skill.
Battle magics gained will be known entirely. Rune magic, oth-
er than Spell Teaching, cannot be learned this way.

Members of non-scorpion species may be eaten in this way,
but the roll will be INT + POW divided by 4 on D100. All other
points about transference remain the same.

Queens who ingest beings as part of the Ritual Of Rebirth
do not remember skills or spells from those beings.

The Multiple Challenge

Powerful members of Bagog's cult occasionally may find
themselves challenged by several lesser members at once. This
is allowed if the challengers are less than half as skilled as the
being who is challenged, and if the total skill percentage of the
challengers approximately equals the skill percentage of the
incumbent. The challengers have the choice of weapon. If the
challengers succeed, they all may feast on the victim's body,
and all may try to gain the benefits of devouring.

A devouring ceremony ordinarily occurs on any holy day of
the cult, or at such other times as the Queen decides.
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Mother Of The Broos

|. Mythos And History

Before Time

Prior to the Lesser Darkness, Thed was an important goddess.
She was the wife of Ragnaglar, who later was called the Mad
God, and their children were the broos, who then were untaint-
ed by chaos. Together with Ragnaglar and Mallia, she schemed
to introduce chaos into the world in the form of the Devil.
The three had found jealously and pride in themselves, and
they dreamed of usurping the functions of the world, and of
becoming its unchallenged rulers. Thed herself was the mother
of the Devil, and his malevolence twisted and distorted her in
childbirth. She participated in the wars of chaos, and her broos
aligned with her. During the war, Ragnaglar was slain by the
Storm Bull, Mallia left the conspiracy, and Kyger Litor de-
feated and skinned Thed. The Devil finally was slain by the
Storm Bull and cast to Hell, where Arachne Solara devoured
him. Thed dispersed to all the dark corners of the universe,
including Prax.

Since Time Began

The broos still honor and revere Thed, and obey her wishes.
She occasionally is called upon by Animal Nomads for aid in
raids and battles, and she grants them this for the perfunctory
worship they give her in return. At other times she wariders
about, sometimes visiting a shaman or Rune Priest with horrible
doom at some altar as they attempt to summon some other,
more benevolent spirit.

Though protected in her existence by the Great Compromise,
Thed was on the losing side, and occupies a distinctly minor
place in the vast pantheon of deities. It is probable that only
her initial role as Mother of the Broos has been effective in
maintaining her powers. That connection is also her greatest
weakness, as broo-hunts are popular activites especially among
humans, and it is likely that the broo population has been
declining for some time.

Life After Death

Thed's worshippers become demons of chaos after they die,
and spend their time hunting the souls of those unprotected
by their own deities. The demons will be scouts for the forces
of chaos in the Final Battle.

Though guaranteed an existence after death, that existence
seems to most worshippers of Thed to be so little different
than what they presently do that few care about the guarantee
in any active sense. Typically the forces of chaos presently are
limited to little more than reaction and fringe activity.

Runic Associations
The cult of Thed is associated with the Runes of Spirit and
Chaos.

Il. Nature Of The Cult

Reason For Continued Existence

The great majority of Thed’s worshipper’s are broos and
other such vile creatures. They worship her as their mother
and the source of their existence. |t is because of her that chaos
came into the world.

A few humans secretly worship Thed, but these warped
souls are mostly rebels and outcasts from their original cults
and from human society. Though they usually are intelligent
(they have to be, to survive), they also will be psychotic and
without principle in their relations.

Socio-Political Position and Power

Among broos this cult is important. Its priests have rapport
with Thed and command her will to the tribe. Among humans
and other races Thed has no power except to create fear.
Humans discovered belonging to this cult are typically slain by
their neighbors, unless the tribe is temporarily allied with Thed.

Particular Likes And Dislikes

Natural for one of the few remaining spirits of chaos, Thed
dislikes nearly every other god, recalling her old power and de-
spising those deities still powerful. The Storm Bull slew her
husband, Ragnaglar, and her children, the Devil and many
broos, and she hates him and the Air gods particularly. She
greatly dislikes the Darkness deities, who fought chaos so
fiercely and for so long. She is reasonably friendly to the
Cacodemon cult and to Mallia, her old ally. Though Mallia
has now disassociated from Thed, the beings who worship
Thed also often worship Mallia as well.



I11. Organization

Inter-Cult Organization

The temple is the highest organization for this cult; the cult
has no formal structure above the temple. Occasionally the
broos will meet in council or band together in larger numbers
than usual, for a particular purpose, and the dominant person-
alities present will arrange themselve into a grudging hierarchy,
but the process must be repeated at every such gathering, and
the bitter results never are the same.

Intra-Temple Organization

The most powerful Thed worshipper in an area is under an
obligation to Thed to form a coven. According to Thed, this
person will know who he or she is, and much of the petty his-
tory of the cult concerns the bloody struggles to prove, accord-
ing to Thed, just who is Thed's instrument in fulfilling the
obligation. Normally a Rune Priest, Rune Lord, or shaman will
lead a coven, but if none are available then an Initiate may
take command.

The head of a coven is called the covenmaster. He governs
by manipulation, bullying, threats, bribery, assault, and mur-
der as he sees necessary. |f a member of the coven has the
power to challenge the covenmaster, that member is under the
obligation of Thed to struggle for power until one recognizes
the other as leader, or is killed, or leaves to found his own coven
in another place.

The only restraint to the covenmaster’s power comes from
Thed herself, who may by visions instigate a general uprising
against a covenmaster who kills too many of the coven and
thereby cuts into her supply of Power.

Center of Power, Holy Places
There are no special places of power to Thed, though places
and items may be consecrated to her.
. The Devil's Marsh is a holy place, since there still are parts
of the Devil there.

Holy Days and High Holy Days

Holy days are at the discretion of the covenmaster, who
may call meetings as he wills; most covenmasters find it more
propitious to call meetings on wildday or godsday, particularly
during Disorder and Illusion weeks.

High Holy Days occur during the Sacred Time. It is then
that the coven meets to swear in new Initiates and Rune-level
members. The length of the meeting varies with the orgiastic
stamina of the covenmaster.

IV. Lay Membership

Requirements To Join

- Broos may join the cult of Thed without cost. Any creature
tainted with chaos, such as an ogre, scorpion man, or giant can
join by presenting the covenmaster with a small gift of some
value. Humans and the like may join only by receiving the
approval of the covenmaster.

When a human, troll, etc., applies, it must be at a meeting
of the coven. The covenmaster may carefully question him
about his backgrounds, motives, and desires. This entry test
can be abstracted for game purposes by rolling the applicant’s
CHA x 5 or less on D100. Each 100 lunars donated to the coven-
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master by the applicant will add 5 to the number which the
applicant’s roll must equal or be less than. Should the prospec-
tive member be rejected, he will be attacked by the coven,
which may be jealously guarding its identity.

Requirements To Belong

Members are expected to come at the call of the covemaster
unless they feel the obligation of Thed (see the section on Intra-
Temple Organization). Members are expected to spread abroad
those conditions most suitable to Thed, including anarchy,
famine, disaster, and cruelty.

Broo or not, every cultist of Thed has a duty to keep him-
self well-fed and free of entangling emotions.

Every Thedist lay member must sacrifice 1 point of POW to
Thed at each coven meeting.

Mundane Benefits

Cult members will be friendlier to other cult members than
they might otherwise be, unless they are on opposing sides in a
factional struggle, and therefore will provide minimal support
or a hiding place to other members on the run.

Broos belonging to Thed often belong to the dominant cult
of their tribe, with heighthened status and self-importance.

The requirements of the cult often force the member to
feed himself well before sharing any leftovers.

Lay members whose Rune Lord or Rune Priest is knowledg-
able may learn an unusual amount of weapons skills and magic
while not making a serious commitment to the cult. Fortunately
for the world such knowledgable individuals are rare.

The cult has a secret word of recognition which changes
every season. Thed bestows the word upon all cult members
during a nightmare.

Skills

Traditionally, Rune Lords of Thed teach their skills to their
followers at whatever price they wish. This price often will be
some devious act of special brutality. Covenmasters customarily
do not teach skills to those who plot against them.

Battle Magic
Rune Priests of Thed usually teach their followers any cult
spell they know, by means of Spell Teaching, for a named price.

V. Initiate Membership

Requirements For Initiation

An Initiate can be inducted only during Sacred Time. He
must be vouched for by at least two other Initiate or Rune-
level members of any established coven. When building a coven,
a covenmaster may disregard this pre-requirement as he wishes.

The prospective Initiate must bring two gifts, one for Thed
and one for the covenmaster. The gift to Thed may be such
traditional items as the severed hands from vanquished fighters
against chaos. The gift to the covenmaster may be money, a
potion, a service, or something else of value and use. Once ful-
filling the requirements. the applicant rolls D100. A result of
75 or less indicates that he has been accepted. A roll of 76-95
means that the applicant is rejected, and that he must bring
twice the gifts when he next applies, and then must make a
new roll for acceptance. Each time he is rejected, he must

double his gifts. If an applicant rolls 96-00, compromising data
has been learned about him, and the coven sacrifices him to
Thed.

Requirements To Remain Accepted.

After acceptance, the Initiate must sacrifice 2 points POW
to Thed at each meeting of the coven.

The Initiate must bringa gift to Thed (see the miscellaneous
notes at the end of this cult) on the first meeting of the coven
for each season. Outside of normal political considerations, he
need bring no more gifts to the covenmaster.

Initiates must participate in organized assaults on society,
but the covenmasters determine the details of such matters.

Mundane Benefits

Initiates of Thed may rule covensif there are no Rune-levels
available. They have high status among the lay members, and
very high status as broos among the broos. They generally will
be well-fed and well-housed by the cult, and often will be sent
on independent missions.

Skills

Rune Lords will teach their skills to Initiates for standard
RuneQuest prices, and will teach for free medium shield parry
to 50% to any Initiate. They are not obliged to teach thgse
who plot against them.

Spells

An Initiate may only learn the Rune spells unique to Thed.
A Rune Priest of Thed will teach for free to the Initiate one
Rune spell of the Initiate’s choice, and will teach any other
spell at the price the priest chooses. All Rune spells taught re-
quire their normal sacrifice of POW, of course. The Initiate
may be required to sacrifice for Rune magic before any great
task.

Battle magic available to the Initiate is the same as for the
lay member.

V1. Rune Lord Membership

General Statement

The leaders of the cult expect their Rune Lords to be strong
warriors against good, and they excel in oppressing others and
forcing unfortunates to obey their will. The Thed Rune Lord
is cruel, greedy, and rapacious by nature and by training.

Requirements For Acceptance

To be accepted as a Rune Lord of Thed, an applicant must
have a POW of 15 or more, and must have presented a High
Priest of other than his own coven with at least 12 gifts to
Thed (see miscellaneous notes) taken within the past season.
He must also have at least two fighting skills at 90% or more,
and be 90%+ in any three of the following: another fighting
skill, the making of acid/poison/blade venom at potency 10+,
any Stealth skill, Set Traps, Tracking, Hide Item, or Listen. A
Rune Lord is accepted upon a D100 roll of 01-95.

A rejected Rune Lord must wait one full year before he
reapplies.

Restriction
A Rune Lord should bring a gift to Thed (see miscellaneous
notes) every week of every season except during Sacred Time.



Non-broo Rune Lords will generally not proclaim their link to
the cult, and so they typically do not wear iron, though they
may have a full set of iron armor hidden away.

Benefits

The Rune Lord can be master of his own coven, who must
obey him and act at his beck and call. A Rune Lord can take
over any coven currently led by an Initiate, and force the Ini-
tiate to swear fealty to him, for what that is worth. The Rune
Lord is treated by any broo as if he were a broo from birth,
though he may not have been, and most intelligent chaotic be-
ings give him deference. He receives a spirit of Thed for his
allied spirit (see the section on subservient cults).

Upon acceptance he goes through a rebirth of chaos, a true
changing of self. This rebirth takes one full year to complete
from the time of acceptance, and which once completed is not
reversible, even by Divine Intervention. By becoming fully
committed to chaos through this re-birth, he takes on an aura
of chaos which most creatures of chaos can sense. But he also
becomes vulnerable to Detect Chaos abilities, as well as Rune
spells such as Defend Against Chaos, Summon Spirit of Law,
and so on.

VIl. Rune Priesthood

General Statement

Rune Priests of Thed are powerful political leaders among
the broos, especially in emergencies. Though there are no ties
between one priest and another, Rune Priests with sufficient
qualifications are called High Priests and initiate new Rune-
level candidates.

Requirements For Acceptance

High Priests only can ordinate new Rune Priests, and only
at Sacred Time. They must bring seven gifts to Thed, and need
a POW of at least 18. As with Rune Lords, the applicant is
rejected only on a D100 roll of 96-00 and must then wait a
year to reapply.

Thed cares little about knowledge and learning, and so
waives the language requirement.

Restrictions
A Rune Priest must bring a gift to Thed each week.

Benefits

Rune Priests may seize any coven from its leader (Initiate,
Rune Lord, or Rune Priest). In times of war and stress, priests
become important advisors to the broo tribal leaders. They
also go through the re-birth of chaos, as do Rune Lords, and
gain the detectable aura. A spirit of Thed (see the subservient
cults section) is given to the Rune Priest as an-allied spirit.
Their most important benefit is in their Rune magic.

Rune Spell Compatibility

~ Because she began as a non-chaotic goddess, Thed retains
has access to the following standard spells: all 1-point spells,
all Dismiss Elementals, Matrix Creation, 2-point Vision, and
2-point Multispell.

Cult Special Rune Spells
The Thed Rune Priest has access to the following special
cult spells:
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Crack: duration instantaneous, range 160m, reusable,
stackable, 1-point spell,

This spell must be cast at a non-living, non-magical
object, including a piece of armor, a weapon, or a shield.
If a spirit lives in the item, the caster's POW must over-
come the POW of the spirt in order to let the spell work.
The spell has no effect on spell matrices, cyrstals, or on
Elven bows of magical nature. It will shatter a weapon
with Bladesharp or Fireblade cast on it. This spell is
stackable, in which case more than one item on the pro-
spective victim may be shattered at once. |f the spell is
cast on an object with Rune magic, such as Truesword or
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Crush, on it, then the Crack takes effect only if it has
enough points of POW initequal to or greater than those
placed in the Rune spell. Objects carried by a character
protected by Shield or Countermagic may be destroyed
only if the Crack’s caster puts enough points of battle
magic POW behind his spell to break through the defend-
ing spell.
A Repair spell will fix a broken object.

Fumble: duration one melee round, range 160m, reusable,
stackable, 1-point spell,

This spell is targeted against an opponent. If the target
fails to resist a POW vs. POW attack by the caster, then
the victim rolls on the Fumble Table in RuneQuest. The
caster may stack this spell, in which case each additional
point causes the victim to have to roll on the Fumble
Table for one more consecutive round. A 3-point spell
would, for instance, cause the victim to fumble for three
consecutive melee rounds.

R TWO POINT SPELLS Ui

Chaos Spawn: duration 15 minutes, range 10m, reusable,
non-stackable, 2-point spell,

This spell summons a wailing, moaning void appearing
in mid-air. That flung into or otherwise entering this void
is irrevocably lost. The void is a popular way to sacrifice
to Thed. After 1D4 melee rounds the void leaves a random
chaos creature in its stead. Determine what it is with 1D10.

1 broo 6 gomp

2 scorpion man 7 1D3 assorted snakes
3 ghoul 8 dragon snail

4 skeleton 9 3-meters-tall giant

5 basilisk /cockatrice 10 nothing
All creatures have a 256% chance to hit, plus bonuses as
applicable. None of these summoned beings may use any
_ battle magic, nor will they consent to be placed in Mind-
link with the summoner or anyone else.

This spell does not create a creature. Thed sends it in
reply to the summons. At the end of the 15 minutes, the
wailing void appears, envelopes the summoned creature,
then vanishes for good after 1D4 melee rounds. If the
Thed priest throws a successful Divine Intervention as
the void coalesces, he may choose from the list above
the creature he wishes to appear, and it will have 75%
attack chance.

Reverse Chaos: duration 15 minutes, range 160m, reus-
able, non-stackable, 2-point spell.

This spell is aimed against a single victim, who receives
a chance to resist. |f he successfully resists the spell, there
is no effect. If he fails to resist, he must roll on the follow-
ing chart, and apply the effects to himself.

Thed receives this spell as a result of her peculiar posi-
tion as inside-out chaos. This spell may also be used non-
reusably, in which case the spell is treated as a one-use
spell. In this form it may only be cast upon a creature of
chaos, or a creature tainted with chaos in some way. The
creature gets a chance to resist, but if it fails, then the
spell’s effects are permanent. In this form the spell is
known as the Curse of Thed.

Reverse Chaos Random Effects Table

result effect

01-03 lose 1D6 POW
04-05 lose 2D6 POW
06 lose 3D6 POW
07-09 lose 1D6 DEX
10-11 lose 2D6 DEX

12 lose 3D6 DEX
1314 lose 2D6 STR
15 lose 4D6 STR
16-17 lose 2D6 CON
18 lose 4D6 CON

19-20 +3 to victim's strike rank for duration of spell*

21-22 may not resist any 1-point spells cast at him

2324 drenched in acid, 2D10 potency (one round only)
25-26 engulfed in flame, 3D 10 damage (one round only)
27-28 attracts magic: all 1-point attack spells cast in a 20m
’ radius automatically targets against the victim

29-30  victim becomes immune to fire damage for duration
of spell

31-32 roll equal to or below INT x 5 on D100 or stand stupe-
fied for 15 minutes

33-35 all foes have +20% chance to hit victim*

36-37 one valuable gem, magic item, or weapon in the victim's
possession is eaten by chaos and disappears forever.

38-40 takes one point of damage in random location each
melee round until spell expires*

41-42 victim befuddled for spell duration

4345 none-Rune metals do double damage to victim

46 victim is rendered incapable of physically attacking*
47-48 all foes have +30% chance to hit victim*

49-50  attacked by poison, 2D10 potency (one round only)

51-62 takes three points of damage in random location each
melee round until spell expires*

53-54 add +3 to damage of all weapons hitting the victim*

55-56 victim bound as in Binding spell

57-58 victim may not resist 1- or 2-point spells

59-60 a spirit of 3D6 POW engages in spirit combat with the
victim

61-62 explosion, 3D6 damage to all within 3 meters, as well
as to victim (one round only)

63-65 victim becomes physically indistinguishable from cast-
er of spell

66-67 victim becomes silent when moving; adds 26% perman-
ently to Move Silent ability

68-70 target becomes magic attractant for 1- and 2-point spells

71-72 add +4 to all weapon damage against the victim*

73-74 as above, but add +56*

75-76 as above, but add +6*

77 victim may use no offensive magics*

78-80  victim takes 1D6 points of damage in random location
each round until spell expires*

81-82 victim immobilized

83-84  victim goes berserk as in Fanaticism spell

85 foes have +40% chance to hit victim*

86-87 all objects on victim's body are devoured by chaos,
and victim stands naked and weaponless

88-90 victim may make no vocal sounds, including spell casts

91-92 roll CON x 5 or lose consciousness for spell duration

93-94 victim becomes Magic Attractant for all spells
95-96  victim demoralized for spell duration

97-98 lose 2D6 of SI1Z

29 roll twice

00 victim joins caster’s side for duration of spell

*The victim may attempt to resist (on the RuneQuest Resist-
ance Table) the initial casting of this effect and, if he succeeds,
the spell has no further effect on him. If he fails, he may not
resist any subsequent effect of that particular curse.
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If a successful Divine Intervention is stacked with this
spell, the priest may choose what effect he desires to in-
flict upon the victim,

If a victim’s characteristic is reduced to zero or less
by this spell, treat it as a 1. The effects that cause dam-
age in a random location may not bring the victim’s hit
points below zero in any one area.

This spell can be cast as a non-reusable spell on beings
of chaos, in which case the effects of the spell (if they
have a duration) are permanent. For example, if Glypto
the Thed Rune Priest cast this spell non-reusably at a
broo and rolled an 88, that broo would be struck dumb
permanently. Similarly, if he had rolled a 12, the broo
would lose 3D6 of his DEX permanently. However, if
Glypto had rolled a 36, the effect would be the same as
if the spell had been cast reusably. Glypto would have
wasted his spell for nothing.

This spell enables the priests of Thed to wield great
power among creatures of chaos, including those that
have undergone the re-birth of chaos.

I THREE POINT SPELL immnmmmmmnmmnmm

Rebirth Of Chaos: duration permanent, range 10m, non-
reusable, non-stackable, 3-point cost.

Cast upon lay members and Initiates of Thed, this
spell has the same effect as the natural re-birth of chaos
which all Rune-levels undergo, and in addition gives the
member a chaotic feature.

There is a danger in this. The recipient has a percent-
age chance of dying equalling 5% plus another 5% per
chaotic feature he already has. A broo already with two
chaos features stands a 15% chance of death if the spell
is cast upon him. A Divine Intervention must be cast to
remove the effects of this spell before any revivification
can proceed. It will take two Divine Interventions (one
to remove the spell and one to revive the character) or
one Divine Intervention and one Resurrection to bring
back life to the character.

This spell may be cast upon non-Thedists, but they
are allowed to resist. Only High Priests of the cult may
sacrifice for this spell. '

VII. Subservient Cults

Spirits Of Retribution

The covenmaster must slay any straying lay member or Initi-
ate, but Rune-level traitors are struck by the Curse of Thed:
roll for a random Reverse Chaos effect, and apply the effects
as permanent.

The Spirits Of Thed

Thed grants these peculiar allied spirits to her followers.
They have INT of 3D6 and POW of 4D6, and possess a random
chaotic feature from RuneQuest.

These spirits, unlike typical allied spirits, are not kept in a
weapon or familiar, but float about freely with their master,
invisible to all but him ordinarily, though they have a slight
link to the physical world and may be seen as a shadowy shape
by a particular person one percent of the time. At his com-
mand the spirit may possess him, giving him its chaotic feature
while still allowing him control over his own actions. It may be
commanded to engage a foe in spirit combat, but any points of
POW lost by the spirit in spirit combat are lost permanently,
due to their chaotic nature. These allied spirits may cast spells
while in a disembodied state.

IX. Associated Cults

Cacodemon
Cacodemon gives his grandmother the following Rune spell:

Create Ghost: duration instantaneous, range 40m, reus-
able, non-stackable, 1-point spell.

This spell binds the spirit of a victim sacrificed to Thed
into an area as a ghost, as described in RuneQuest. The
priest must successfully engage the victim's spirit in spirit
combat for one round to create this binding. The victim
need not volunteer.

Mallia
Despite Mallia’s later disassociation from chaos, Thed retains
a spell from her.

Cause Disease/Soul Waste: duration 15 minutes, range
160m, reusable, non-stackable, 2-point spell.

Unless he can resist this spell, the target will contract
acute Soul Waste as written in RuneQuest. He then must

attempt to roll CON x 5 or less, or contract chronic dis-
ease, and so on. The disease will progress normally.

Daka Fal
Before she became chaotic, the broos gave Thed ancestor
worship. This spell dates from that condition.

Summon Ancestor: duration combat or 15 minutes, range
160m, non-reusable, non-stackable, 1-point spell.

With appropriate changes of proper names, this spell
works exactly as the Thanatari Summon Guardian in this
book or the Summon Ancestor of Daka Fal in the com-
panion book, Cults of Prax, except that it is non-reusable.

X. Miscellaneous Notes

The Gifts To Thed

As briefly explained under Initiates, members of this cult
must often bring a gift to Thed. This gift must have been taken
from others and the taking must have caused the original donor
pain. Poisoning a well is an example. This gift would endanger
an entire community, which would please Thed very much.
Thed would be pleased with ears, sacred items of other cults,
limbs and members, heads, cherished personal treasures, etc.



The Duel Of Thed

If two members of Thed’s cult wish to duel, the covenmas-
ter will choose an official date for the duel at least one week in
advance. By the honor of the cult, of course, both parties will
be expected to bushwhack each other before then, and that
official date therefore represents the covenmaster’s judgment
of when the dispute must be settled. Ordinarily, the longer
away the date is set, the more important that the covenmaster
considers the dispute (and the more equally-balanced the
opponents probably are). Hiring assassins, poisoning food, and
impersonating friends are legal in this duel.
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“The words ‘chaos’ and ‘chaotic’ usually are misused and
misapplied, adding to confusions. In western Genertela, the
word Krjalki means chaos monsters, yet western manuscripts
from every Age refer to both trolls and dragonewts as krjalki,
clearly a misapplication of the term ... sometimes it seems that
anything someone fears is called chaotic....

Perhaps many creatures or beings have been maligned. In
Kralori ... [philosophy] considers all of creation a mistake, or
at least that it is a mistake to worship it or consider it real.
[There] Gbaji is known as a great psychic liberator, since
lllumination frees the person from entanglements with the
worldly.

The Kralori preference or acknowledgement of one of the
chaos gods is a dilemma which has plagued or delighted foreign
visitors. Those who wish to save the Kralori from their godless
ways are balked because the people often wholeheartedly
embrace that god yet stoutly resist all the other chaos creatures
and temptations. Most foreign exploiters claim that they are
freeing the land from its archetypal enemies, though condi-
tions will be worse for the people they rule than for those they
have not yet conquered.

..Kralori are very loyal to dragons. Dragon neutrality in the
war of law and chaos is well-known, and their constancy in

this is legendary. But in Kralorela, dragons have been known
to rise to aid the people, a unique situation which raises only
more questions.
% % # % & »
...Perhaps ‘chaotic’ really means ‘that which we do not
understand....”

* ® * # * ®

The earliest tales exalt chaos, and it is called “Mother and
Father of the World" in a Ulerian song, while an ancient Earth
song of the Sacred Time says ""there is nothing so wondrous or
so blessed as chaos, from whence we spring and are molded.”

The concepts most commonly found in the earliest stories
are those treating the state as the primal void or the emptiness
which preceded the earliest gods, or which uses chaos as the
earliest matter used in the creation of the world. Though appar-
ently diametric, the approach is similar, treating the proto-
cosmos as Beingless, possessing neither innate intelligence nor
ego. The condition is always passive and inert until acted upon
by the gods.

—portion of a private letter from a Lhankor Mhy priest,
ca. 15699 ST
trans. by Greg Stafford
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Lord Of The Undead

|. Mythos And History

Before Time

Vivamort was a Darkness spirit of the labyrinthine halls and
ways of Hell, placed there to stand eternal guard over the
Terrible Secret. But Vivamort was curious about what the
secret was, and when Eurmal crept into Hell, Vivamort betrayed
his trust to learn the secret. There they discovered Death.

Vivamort aided Eurmal again when he and Humakt came to
carry Death to the surface world, helping them past Death-
hound and Bimbaros, Hell's porter. Vivamort knew that all
those slain woul come to his realm once their souls had met
Death.

Grandfather Mortal was the first to die and the first to
come to Vivamort. He also was the first to understand Viva-
mort's soul-greedy treachery, and great hatred stood between
the two. When the Sun later came to Hell, Vivamort was burned
and had to flee, hurt and disfigured, to the now-darkened
surface. (When the Sun learned of Vivamort's role in the release
of Death, he sent curses upon him.)

Reaching the surface, Vivamort sheltered a while with
Mallia, Mother of Disease, trading secrets of Darkness and
Death. He stalked the world for Power. As he went, he learned
more of Death, and began to fear what he had unleashed, for
he recognized chaos as an extension of Death. The knowledge
froze him with terror.

Soon the Devil attacked him and wounded him. The wound
would not heal, and his Power drained out thru it to the void.
Vivamort faced not just death, but annihilation from this chaos
wound. Since he wished above all to preserve himself and his
vile deeds, he begged help from his chaos foes and made evil
pacts with them.

The Devil allowed him a hollow existence. Vivamort was
cut off from the mystic unity of the world and from the uni-
versal flow of Power, and cast apart from both life and death.
From that agreement onwards, Vivamort would need to drain
life from others and to embrace chaos. Faced with complete
annihilation or acting as an agent of active entropy, he chose
the latter out of pride and fear.

Some write that he found this new manner of existence
acceptable, because of the determination with which he took
up the cause of chaos, roaring through the Great Darkness. He

used his demonic abilities to rip Power from the harried gods,
and some he was able to destroy totally. Vivamort slowly gain-
ed allies, and he made others like himself. Once Vivamort and
his Undead allies caught Arroin and broke his spirit, but could
not kill him.

News of Vivamort and his transformation reached Hell, there
carried by spirits whom he had attacked but not annihilated.
Many there cursed him then: the Sun’s curse came in effect;
Ty Kor Tek, Queen of the Dead, was incensed when Vivamort
stole souls who were hers, and she set the Earth against him;
the River Styx heard of Vivamort's betrayal and swore he never
would cross her waters again, and to this day a drop from the
Styx will destroy any vampire it touches. All the waters of the
material world followed Styx's vow, and they remain a prime
enemy of Vivamort,

Since Time

Since the Dawning of Time, Vivamort has been hated and
feared by most, and embraced by few. These arrogant few are
vain enough and fearful enough to want to maintain their
present consciousness forever. It haslittle history in Time since
it infests the outer edges of civilization and cloaks its doings in
utter secrecy. During Time, the Hero-Priest Delecti has grown
to great power and fame in the Upland Swamps of Dragon Pass.
Additionally, some tenuous connections with a few other cults
have been made.

Life After Death

Vivamort's vampire cult offers continued awareness in the
same dead body and warped soul. If the cult member is a vam-
pire and is destroyed, he is annihilated; he does not enter the
cycle of rebirth. Since the higher aspects of his spirit, his mys-
tic essence, already has been sacrificed to become a vampire,
the vampire has willingly removed himself from the universal
cycles. Vivamort offers life eternal for the highest price—the
soul,

Runic Associations

Despite the enmity of most of the other gods of Darkness,
Vivamort retains his origin in Darkness. His Runes are Chaos,
Darkness, and Undead.



Il. Nature Of The Cult

Reason For Continued Existence

The cult exists because the cosmic duality established in the
Godtime allows it to exist, and arrogant people exploit that
chance to slake their fears of unbeing. A deadly few will always
seek out the vampire cult, with its promise of unlimited exist-
ence on the material plane, and risk quick death at the fangs of
the vampires in return for the chance of undying. Those who
live by accident near temples of the cult may aid the cult out
of fear, or find that cooperation with it gives them distinct
advantage over their fearful neighbors. So long as such weak-
ness exists in the world, the cult will have applicants.

Vivamort requires many horrors and absolute loyalty of his
worshippers. Long Initiate service is required before reaching
vampire status.

Socio-Political Position and Power

The cult holds little openly-acknolwedged position or power
in Glorantha. There is some acceptance of it in the Lunar Em-
pire (usually along a contested external border), but the cult is
detested by most peoples and governments.

For that reason, the cult locates beyond civilized areas, and
its small temples may be located anywhere, frequently operat-
ing out of chaos nests. In the Upland Marsh, Delecti and his
cult sule a wretched kingdom.

The cult operates secretly, preying upon nearby environs
and remaining hidden so long as possible.

Particular Likes and Dislikes

Vivamort is friendly to certain sub-cults of the Red Moon
(the Crimson Bat in particular) and tolerates Mallia. Daka Fal
and the associated cult Grandfather Mortal are specially hated.
Eurmal and Humakt are hated intensely, due to the dealings
they had with Vivamort in the Godtime. Vivamort always dis-
likes and fights any cult which actively fights chaos and sees
Vivamort as the harbinger of chaos.

111. Organization

Inter-Cult Organization

The various temples have little contact. A mysterious coun-
cil, composed of the oldest and most powerful heroes and
priests, is rumored, but nothing is known beyond this. A few
temples keep ties with parent temples, if the respective priests
are friendly.

Intra-Temple Organization

A Vivamort temple will have one to five Rune Priests or
Rune Lords in most cases. The most powerful Rune Priest is
the High Priest, who runs things as he wills.

Vivamort allows no direct struggles between his vampires,
but vampires are arrogant by nature, and tend to dislike even
each other, feeling cramped and confined by too many mem-
bers in a hierarchy. If too many priests especially have been
initiated, the most powerful and ambitious of the lower priests
will break with his own temple and set out to colonize a new
area and found a new Temple of Vivamort. In departing, the
priest usually takes a Rune Lord and a few Initiates to aid him.
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Center Of Power

The Vivamort center of power is the Plateau of Terror,
where Vivamort died and was reborn under the terms of his
pact with chaos, and where the first vampires came into being.
The Plateau of Terror now may be underground or on another
plane of existence—as with the god, now there may always be
a center of power “where life has failed, fear prevailed, and
chaos is seeping in.”

Holy Nights and High Holy Nights

Freeze night is the holy night for Vivamort cultists, espec-
ially in Death week of each season. The High Holy Night is the
night of Wild day, Death week, Dark season.

IV. Lay Membership

Requirements To Join

Almost anyone can be a lay member, because almost any-
one can be a scared person accidentally living near an active
Vivamort temple, giving Power to vampires in hope of avoiding
becoming a victim. Vivamortists demand secrecy, and betrayal
of their existence to civil authorities or chaos-fighting cults is
severely and swiftly punished. Only the close-mouthed lay
member’s family will be safe.

Requirements To Belong

Lay members must give 1 point of Power a week to the cult.
Offers of sentient sacrifices will gain favor and permanent lay
membership. Lay members may have to do work for the temple,
though this is rare. Vampires and lay members rarely interact,
except perhaps in the obvious way. High Priests of the vam-
pires vary in their attitudes toward the lay population: some
respect the safety of the ‘pool,’ as the flock is sometimes known,
but others regard the lay members as cattle, and do as they
wish. Any lay member betraying the existence of the temple is
punished severely and swiftly.

Mundane Benefits
Vampires usually do not victimize lay worshippers.

Skills
None.

Battle Magic
None.

V. Initiate Membership

Requirements For Initiation

Vivamort prefers to corrupt those of the lineage of Grand-
father Mortal—humans, ogres, trolls, elves, ducks, baboons, etc.
Such candidates for Initiate status must have brought victims
to the temple. If hard-working, loyal, quiet, eager, and vicious,
beings may quickly gain Initiatehood.

Initiates must swear never to betray their vampire Rune
Priests and Rune Lords. They must renounce family and clan
ties, or bring them within the cult. They must bring at least
one family member as a feast for the vampires. If they have no
family, a friend will do. In return, the hierarchy agrees to assist
the Initiate into the way of the vampire should he later achieve
the qualifications.

A person will be accepted as an Initiate by passing a test,
abstracted to the following: INT+CHA+1 per victim supplied,
divided by 2 and then multiplied by 5. Roll equal to or less
than the result of the calculation on D100. Money contributed
does not aid a prospective Initiate’s chances.

Failure to be accepted means that the candidate is a traitor
or prospective traitor, and will become the main course in the
next vampire feast. The character may be able to fight his way
free, of course, but those who fail the test and fail the escape
will be turned into zombie temple guardians.

Requirements To Remain Initiated

To remain as Initiate, a person must sacrifice 2 points of
POW and 2 hit points (blood) each holy night. Initiates must
give one-third of their gross income to the temple, and do any
work which the hierarchy requires. They must help find victims
when such are needed. An Initiate may live at the temple or
continue in some role in a nearby community.

The Initiate also must place himself at the vampires’ dispo-
sal when extra POW is required (as in an attack on a vampire
or the temple itself by an organized foe). This is done on-com-
mand at any time, via the Vampire Touch (see below). Initiates
may die from this.

Mundane Benefits :

Though vampires are not harmed by the sun, they lose all
their special magics so long as the sun shines. Initiates are there-
fore their invaluable representatives during the day, and have
much direct control of the lay population, thereby gaining
fearful respect from their former neighbors. An Initiate has
limited cult protection, and a ransom. Rune Priests and Rune
Lords of the vampires will treat their Initiates fairly, but
always know that any Initiate is ultimately expendable. As
convenient for their masters, Initiates may gain access to some
one-use Rune magic. Individual Initiates may stay at and be
supported by a temple.

Skills
The following skills are taught by the cult to Initiates for
the prices indicated:

Half Normal Cost — Hide in Shadows, Spot Hidden.
Normal Cost — Camouflage, Move Silently.
Unigue — Sword-biter.

THE SWORD-BITER

Vivamort's Initiates and RuneMasters only may learn
the special cult weapon, the sword-biter. This is a type of
light mace, treated as such in all respects except that when
parrying in combat the sword-biter can disarm an oppo-
nent if the user rolls 01-20 for his parry and the attacker
has rolled 21-95 for his attack. Treat fumbles normally.

The sword-biter is a shaped mace with a blunt fork at
its tip and a sturdy protective hilt. The vampire will try
to parry the blow of a sword with the fork, then twist his
weapon and so disarm the attacker. They generally use a
short sword in conjunction with the sword-biter, but the
capture of non-believers is much more useful to the cult.




Battle Magic
The following battle magic spells are available or otherwise
relevant to cult Initiates.

Half Normal Cost — Darkwall, Detect Life, Detection Blank.
Prohibited — Firearrow, Fireblade, Ignite, Lightwall.

The prohibited spells are prohibited to Initiates only, as being
unbecoming to their spiritual development. Rune Lords and
Rune Priests may use them normally, if judiciously.

V1. Rune Lord Membership

General Statement

The Rune Lord of Vivamort actively despoils the living to
the benefit of his dark god. He personifies the agressive, grasp-
ing rankness of the grave, which seeks forever to drain life
from the living. As importantly, however, the Rune Lord is
also the protector of the Vivamort Rune Priest, who in turn is
the genitor of further members of this Undead race. Vivamortist
Rune Lords usually will encounter no contradiction in these
twin"aims.

Requirements For Acceptance

To become a Rune Lord vampire, the applicant must have
been an Initiate for at least a year (usually for much longer)
and have at least 90% ability in Hide in Shadows and Spot Hid-
den, use two weapons at 90% or better, and be 90% or more in
one other skill of any kind. The applicant’s POW must be at
least 15. The applicant must die, throwing his soul to Viva-
mort's care,

The same abstraction of the test is used as for an Initiate.
Failure to be accepted means death.

The ceremony involves the assembly of the temple vampires,
invocation of Vivamort, and the draining of the Rune Lord
candidate of all blood and POW. The candidate dies. Vivamort
then places the now-twisted spirit of the candidate back into
the body, which must then lie in state for one full day and
night or the Rune Lord will be annihilated and never reawake.
The candidate which reawakes is now a vampire.

Restrictions

The successful candidate is now a Rune Lord of Vivamort,
a creature of the Undead, a disjointed soul in a dead body,
having the full status of vampire, and will exult in the hatred
and fear such status brings. The new Rune Lord will start to
gain a distinctive pallor of skin and sheen of hair. His promin-
ent incissors will have developed by the time he rises from the
dias, as will have accrued his now-incredible strength. The new

Rune Lord now will register on a Detect Undead spell. He will
no longer reflect from a mirror, since his soul is no longer fully
tied to the material plane.

He must lie dormant for one-third of each full day.

" The Death Rune, presented strongly by one who is tied to a
Death Rune cult (i.e., who is an Initiate or higher) has great
power against the vampires of Vivamort. A vampire may not
look directly at that presented Rune, nor may he directly
approach it. Contact with the Death Rune causes 3 points of
damage to the vampire (as in a Disruption spell), The Death
Rune also focuses Disruption spells cast against vampires. A
Disruption cast in this way automatically overcomes the POW
of the vampire (there is a 95% chance of success) no matter
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what his POW. To use these powers of the Rune, the Death
cultist must present the Rune and concentrate. This cannot be
done in any melee round in which the cultist attacks with a
weapon or casts a spell other than the Death Rune-focused
Disrupt. Focusing on the Rune will not protect a cultist from
a rear-ward attack. Any form of the Rune will be effective—
crossed sticks, Humakti sword, ritual sign, patterns on cloth,
and so on.

Vampires may call on Vivamort for Divine Intervention,
but the vampire does not sacrifice points of permanent POW—
since it has none. Instead, the vampire sacrifices to Vivamort
some of his species’ maximum capacity for POW. All the mech-
anics for Divine Intervention are the same. [Example: a human
vampire Rune Lord who gained Divine Intervention with the
‘loss’ of 4 points of POW would act thereafter as if he had a
species maximum of 17 (21 minus 4).] If the points of POW
lost take the vampire below 15, the vampire would cease to
function, going into a coma of one month for each point be-
low POW 15, Vampire Divine Interventions tend to be defen-
sive and oriented towards getting to safety in case the POW
lost precipitates such coma.

The lowered species maximum from the Divine Interven-
tion lasts for a year (one complete world cycle) and then raises
to that normal to the species. |f a vampire’s species maximum
is ever lowered to zero, the vampire is annihilated, expunged
from every plane of existence forever.

The Rune Lord will die if impaled in the heart (chest). Fire
will burn and destroy the vampire, as a consequence of the
Sun’s curse. Immersion in water annihilates vampires, as will
even one drop of the water of the River Styx.

Benefits

Above all, the vampire Rune Lord now has the terrible
ecstasy of ripping Power from the world.

Though the Rune Lord may not be of as high status or as
close to rapport with Vivamort as is a Rune Priest, he has some
distinct bonuses for dealing with the material world. His vam-
pire status gives him doubled strength. His is ageless and im-
mortal, and has vast amounts of time to develop fighting skills
and any other interests. In the interests of self-preservation,
vampires will become very skilled in many fields.

The vampire may Harmonize any person whose glance he
catches, without loss of POW to himself. The Vampire Harmon-
ize is a special version of the spell: the victim will not move as
the vampire does, instead freezing in his last position until the
effects of the gaze wear off.

A vampire can store Power drained from others, up to his
species maximum,

All vampire hit locations take twice the normal damage. If
that much damage is taken, the vampire turns into smoke at
the end of the melee round, regaining its hit points at a rate of
1 per melee round. Should the damage suddenly exceed its hit
points, even though all hit locations are intact, it will turn into
smoke. It does so at will, though it may also turn into a bat or
wolf. Vampire smoke moves at 1 movement point per melee
round.

The touch of a vampire penetrates armor and attacks the
character’s POW just as does a ghost. If the vampire wins, the
character loses POW. A victim drained to less than POW 3 will
also lose the last Rune magic spell for which he sacrificed. If
the bite of a vampire penetrates armor, it drains 1D6 in hit
points (blood) per melee round until forced from the victim or
until the victim dies.

Vampire Rune Lords receive an allied spirit. Since they are
Undead worshippers of a warped spirit, even their allied spirits
are unable to regenerate their POW. Such spirits regain their
POW in spirit combat, or they may get POW from their master.

The vampire Rune Lord is susceptible to spirit combat in
the ordinary fashion. Vampires register on Detect Undead, but
not on Detect Life spells. Vampires are not subject to disease,
nor harmed by poisons or Blade Venom.

Vampire Rune Lords may get one-use cult special Rune
spells, but usually choose to content themselves with those
spells they drain from the living. For a one-use cult special
Rune spell, the Rune Lord must sacrifice POW equal to that of
the spell every week for a year, above and beyond the POW
that he drains for himself. A Rune Lord who wanted two uses
of Raise Zombie would have to sacrifice 4 points POW to Viva-
mort each week; if he happened to drain 15 points POW in a
particular week, 4 points would have to go to Vivamort for the
spell, leaving him with 11 points.

The Vivamort Rune Lord can die by the impalement of
his heart (chest). The head must be cut off and the body burn-
ed for the annihilation of being to succeed, for if the intact
body is recovered by Vivamort worshippers, the instrument of
impalement can be removed on the next holy night, and the
vampire will rise to hunt again.

VII. Rune Priesthood

General Statement

Vampire Rune Priests must further the race of the Undead.
In doing so, the priest may accept only victims and sacrifices
who are intelligent sapients. Vampire priests consort with any
sort of being; if they are particularly pleased with a worshipper
(or even a feast victim) they may sponsor the person into the
cult. Vampire Rune Priests deal with the more spiritual levels
of charnal chaos, and their plans and schemes are longer-range,
more intricate, and more pervasive than those of Rune Lords.
Rune Priests always lead the temples.

Requirements For Acceptance

The candidate must have been an Initiate for three years,
and must have brought the temple at least 25 victims. Every
candidate must have a POW of at least 18, to show worthiness
for the new role, and each must know Hide in Shadows at not
less than 90%. Every candidate must pass tests to become a
priest; these tests are abstracted to the following calculation:
INT+CHA divided by 2 and multiplied by 5, plus 2 for each
language and knowledge skill known at more than 50%. Roll
D100 equal to or less than the result. Money donated or victims
seized do not improve the score.

The same ceremony and lying in state occurs for the Rune
Priest as for the Rune Lord.

To be turned down is to become an enemy of the cult. The
bodies of those who do not succeed become zombie guardians.

Those who do succeed awake as vampires, Undead creatures
of great power, warped souls in dead bodies.

Restrictions

Except for Hide in Shadows, the DEX-based skills of the
vampire Rune Priest are reduced to DEX x5. The priest has the
pallor of skin and the sheen of hair typical to the Undead. He



will register on a Detect Undead spell, but not on Detect Life.
He no longer reflects in a mirror. He must lie dormant for one-
third of each full day. He may nol look at or directly approach
a strongly presented Death Rune held by one consecrated to
that Power; the touch of such a Run causes 3 points damage as
a Disruption spell, and can act as a focus for Disruption spells
that automatically succeed (95% chance) regardless of the
vampire's Power.

Not having the time for continued weapons practice or other
active training, priests often hunger for such abilities and the
power they bring.

Vampire Priests get Divine Intervention from Vivamort.
The priest does not sacrifice points of permanent POW, since
he has none, but instead sacrifices some of his capacity for the
POW, lowering his species maximum for a time. If the loss of
points lowers the species maximum below POW 18, the vam-
pire goes into a coma that lasts one month for each point be-
low 18 lost in the Divine Intervention. The lowered species
maximum lasts for a year (one complete cycle), then raises to
normal. Rune Priests will be extremely cautious and defensive
with calls to Vivamort for aid. If a vampire's species maximum
lowers to zero, the vampire is annihilated.

Benefits

The Rune Priest has most of the benefits of the Rune Lord.
His strenyth doubles immediately. He may turn into a wolf,
bat, or cloud of smoke; while in smoke form he regenerates at
1 HP per melee round. He may Harmonize those whose glance
he catches, immobilizing them, without loss of POW to himself.
He no longer registers on a Detect Life spell (though he will to
Detect Undead). He gains an allied spirit incapable of regener-
ating its POW and that must gain the POW through spirit com-
bat or from its Rune Priest. His hit locations regularly have
twice the normal amount of hits; should one of his hit locations
be damaged beyond what it can take, or should the vampire be
damaged in excess of his hit points although all body locations
are intact, the vampire automatically turns into smoke.

The touch of a vampire Rune Priest will reach through
armor and attack a character's POW, just as a ghost does. If
the vampire wins, the character loses POW. If the bite of the
vampire penetrates armor, it drains 1D6 in hit points (blood)
from the victim. Vampires often hang on until the victim is
dead or the vampire destroyed.

The vampire Rune Priest may use little Rune magic, and his
approach to Rune magic differs from most priests. The vam-
pire has a warped soul and serves a god with no Higher Being.
This complicates matters (see Rune Spell Compatibility, below).
Vampire priests can use both cult special spells and spells drain-
ed from victims.

The vampire priest is not subject to diseases, nor harmed by
poison or Blade Venom. The vampire may be killed by impale-
of his heart (chest), but the attackers must cut off his head
and burn the body to prevent him from rising to walk again
on the next holy night.

The High Priest

The High Priest of each temple learns to create the Basilisk.
Only one Basilisk may be created and controlled by a High
Priest at one time. If it is destroyed, the High Priest must go
through the lengthy (one week) ritual and then wait an entire
year for the egg to hatch. In fashioning this creature, the priest
must possess the needed materials, including the rare Rooster's
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Egg. This last may be created by a vampire with alchemical
skills, or gotten through other means. The High Priest can
claim the first choice of victims, the ‘first drinking’ from them,
and the ‘last draught’ which dooms them. The vampire High
Priest is the undisputed Lord of the Undead, responsible for
the furtherance of his master, Vivamort, and the Undead.

The Basilisk characteristics are included in the miscellane-
ous notes at the end of this cult; see RuneQuest for complete
information about this unusual monster.

Rune Spell Compatibility

Vivamort has power to grant use of only the following cult
special spells to his worshippers. Each of these spells must be
sacrificed for with Power drained from victims so long as the
vampire wishes to keep the spells. The sacrifice for this Rune
magic must occur before the vampire drains any POW for
itself.

Rune Lords may gain one-use Rune magic only on Death
week, Freeze night holy nights; for each one-use spell they
must drain POW equal to the spells every week for an entire
year.

Any vampire can drain Rune magic from those Rune Priests,
Rune Lords, and Initiates who have sacrificed for and are carry-
ing Rune magic. Those drained by the vampires lose the magic
and the Power for which they had sacrificed.

Vampires must drain the victim to below 3 points POW to
drain the possessor of a Rune spell. The vampire gains the last
spell for which the victim had sacrificed, no matter what size
or type of spell. If the last sacrifice increased the Power of an
already-known spell (from Shield 3 to Shield 4, for instance),
the entire spell (all 4 points in the Shield 4 example) would be
lost to the vampire. Captives may be held and drained below
POW 3 again and again, to steal all the spells the captive knows.
If the captwes POW goes to zero or below, the captive dies,
but a spell is S still gained by the vampire.

Cult Special Rune Spells
Vivamort teaches only the following spells; other spells of
any sort must be drained from victims.
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Divination: duration permanent, range 160m, reusable,
non-stackable.

The caster may ask a question of Vivamort, who will
usually answerwith a short sentence of up to seven words,
though it may be a vision. Bound by Time, gods cannot
tell the future.

The ritual takes one hour, only to be done in a recog-
nized holy place of Vivamort.

The probability that the questioner will understand
the answer is POWx5 or less on D100. Results above that
number mean that the god does not answer. A result of
96-00 means that the answer is misleading, and the refer-
ee must attempt to mislead the questioner. The referee
makes all D100 rolls.

Each POW point of this spell used allows one question
to be asked.

Create Skeleton: duration instantaneous, range 40m, re-
usable, non-stackable, 1-point spell.

Using the bones of a victim, the caster animates the
skeleton at the victim's old level of competence (with a
limit of DEX x 5). All characteristics are exactly as given
in RuneQuest.

Summon Small Shade: duration 15 minutes, range
160m, reusable, non-stackable, 1-point spell.

A shade is a tall, cloaked human-sized figure in a pool
of darkness 3x3x3m. It engulfs characters in the pool of
darkness and attacks them with fearshock. All statistics

Ecstatic Communion: duration 30 minutes, range 160m,
re-usable, non-stackable.

This spell is cast during a temple holy night sacrifice.
It causes the loss of victim POW and hit points to be-
come the most exquisite sensual joy for both the drinker
and the victim, Persons under this spell will be unable to
respond to outside events until the spell has ended. At -
such sacrifices it operates as an area spell for all donors
at the altar. Victims may attempt a saving roll equal to
or less than their POW+INT; those who fail that roll
must make another at the same percentage, or they will
cooperate fully with the vampires in addition to feeling
the ecstasy.

This spell is commonly used at the creation of a vam-
pire, though it also may be used outside the temple, to
quiet a victim's cries or to gain power over a sybarite or
hedonist. Outside the temple this spell acts as a Rune
magic attack, and must overcome the victim's POW, |f
the spell once has been effective against a particular per-
son, that person will thence resist its influence at one-half
his or her POW.

and characteristics are as in RuneQuest.
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Create Ghost: duration instantaneous, range 40m, reus-
able, non-stackable, 2-point spell,

Binds the spirit of the victim into an area as a ghost,
as described in RuneQuest. The caster must engage suc-
cessfully for one round of spirit combat to create this
binding. The victim need not volunteer.

Create Zombie: duration instantaneous, range 40m, reus-
able, non-stackable, 2-point spell.

This spell creates a zombie out of a newly-slain victim.
The zombie is exactly as shown in RuneQuest.

Raise Ghoul: duration permanent, range 40m, reusable,
non-stackable, 2-point spell.

A vampire may cast this spell on the gravesight of any
victim that he has killed himself or was party to killing
through bite or touch, exactly one week after the victim's
death. On the next night, the doubly unfortunate victim
will claw his way out of the grave, and become a ghoul,
hungering for the flesh of the living. The caster may assign
the ghoul a task, but eventually it will wander away and
operate on its own, perhaps grouping together with other
ghouls or haunting an area singly, yet always seeking the
flesh of the living.

VII. Subservient Cults

Vivamort has no known subservient cults. A temple may
perhaps gain control over some local chaos worshippers and
force them to do as Vivamort wills, but the cult has no ties
resembling a normal subservient cult.

Nor does the cult have a spirit of reprisal. Ex-Initiates are
the responsibility of their temples, which have the most to lose
from such defections. Temples will use all power to hunt down
traitors and expunge them.

Should any vampire knowingly turn on his master, he will
find the binding of his mind and body failing, in exactly the
same fashion as if the vampire should lose all his funeral earth,
except that the failing cannot be stopped. For further infor-
mation, see the entry on the elements in the miscellaneous
notes at the end of this cult.

IX. Associated Cults

Mallia, Mother Of Disease

Vivamort maintains a connection with the being who shel-
tered him and who helped (inadvertantly, some say) destroy
him. Mallia has never shaken off these ties of old. Vampires are
immune to her form of Death, but aid her and her followers
on occasion, and they also can spread a disease given to Viva-
mort by Mallia in the Godtime.

HIRInnmmmm ONE POINT SPEL L Iunmumnimmmmmmmm

Cause Creeping Chills: duration permanent, range touch,
re-usable, non-stackable,

This spirit of disease was given to Vivamort in return
for secrets of Hell and Death which he brought with him
when he first emerged from the underworld. Some vam-
pires have become ardent spreaders of this disease.




The spell works exactly as if the victim simply had
been exposed to the disease as per the disease rules in
RuneQOuest, except that the spell is blockable by defen-
sive magics.

Once contracting the disease, the victim must be heal-
ed or die.

X. Miscellaneous Notes

The Vampire

The vampire can be created only on the holy night of the
cult, the final stage in the ordination of the Rune Lord or the
Rune Priest to be. The nascent vampire is drained of all of his
POW, which is offered to Vivamort. Vivamort is present at the
ceremony, and deigns to bind the mind of the candidate back
into the dead body. Then Initiates or victims must give POW
and hit points (blood) to the new vampire. The new vampire
lies in state for one full day and night before arising to his new
role. He takes on a pallid white skin and lustrous hair. His STR
doubles immediately, and his teeth lengthen. He may now turn
into a bat, wolf, or smoke, Harmonize without loss of POW
anyone whose glance he catches, and use all the other powers
of the vampire form.

Vampires get spirit allies which cannot regenerate their
POW (they must steal it from victims or have it given them by
their vampire masters). Vampires can use a few special cult
Rune spells. Vampires can drain magics from their victims.
Vampires, both Rune Lord and Rune Priest, can call for Divine
Intervention from Vivamort, but with possibly deadly affect if
Vivamort takes much of their Power storage from them.

Vivamort was a renegade from Death, as are many of his
followers renegades from various Death cults. Vampires are
greatly affected by the determined presentation of the Death
Rune by one consecretated (Initiate or higher) to a Death cult.
The Rune causes damage on touch and acts as a focus for a
highly effective Disrupt spell. Forceful display of the Rune
gains the individual a measure of personal protection from vam-
pires, and a method of attack also. Vampires will usually not
directly attack the presenter, but may order Initiates, allied
spirits, or available skeletons, zombies, etc., to do so.

A vampire may drink the blood of any being with an INT
of 5 or more and a POW of 5 or more. Vampires do not drink
from nonsentients.

Characteristically, Vivamortists choose dark or black cloth-
ing lined with crimson silk.

The Elements

Vampires are repugnant to the five elements. The blight of
Vivamort is unnatural, and the elements have some power
against this cancer.

Air - Air elementals can disperse the smoke form of the
vampire. The vampire cannot coalesce again for the amount of
STR of the elemental, expressed in hours. Elemental Air does
not constrain vampires as greatly as other elements, since Viva-
mort stole some of the Air's powers in the Godtime. The
Storm Gods and their worshippers despise Vivamort because
of this.
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Fire — The power of Heat and Fire is vibrant energy, totally
antagonistic to a vampire's existence. Fire was set onto Viva-
mort by the Sun’s curse from the darkness of Hell. Fire dam-
agec the vampirc terribly, in a way unregenerable until the
next vampire holy night. Either magical or normal flame will
harm the vampire in this fashion.

Earth — Every vampire carries at least a handful of his burial
earth in his coffin. This earth represents the Undead vampire’s
Stasis connection, symbolizing his victory over the grave.

The Earth Powers are not pleased with this desecration of
their element and despise the use to which Vivamort puts the
stasis principle. Should the vampire lose all his funeral earth
(he may have several coffins with earth in them), he begins to
lose his powers, one per day. The powers are lost randomly,
but the vampire will not know which one is gone until it fails
for him. Once all special vampire abilities have been lost (the
doubled strength is never lost, though), the vampire will lose
one point of POW from his species maximum per day. After
21 days the normal human vampire will be at zero POW, and
incapable of accepting POW. He ceases to function. On the
next day he ceases to exist. A vampire may reverse this process
by getting more grave earth from his burial site.

Several Earth cults have sacred burial tools, usually shovels,
that deliver unregenerable damage to vampires, in the same
manner as fire. Their use in digging graves for the dead, and
their holy place in cult funeral rites gives these tools their spec-
ial powers.

A gnome called up from the grave earth carried in a vampire
coffin would be an unholy force, since the originating earth is
infected with chaos. The gnome would be commanded by the
vampire, but would run amuck if the vampire were absent.

The Sun — The Sun forced Vivamort from Hell and cursed
him. At present the light of day does not harm the vampire,
but it strips him of all his special powers. The vampire may not
drain POW or blood, Harmonize, perform metamorphosis, etc.
The vampire keeps his skills and his doubled strength.

Water — All the waters of the world took up the vow of the
River Styx against Vivamort. Water is a prime enemy of Viva-
mort and vampires, and vampires travel by water precariously.

No vampire may cross running water except by bridge,
boat, on the back of another, etc. Immersion in running water
kills the vampire. Vampires may cross, or live in swamps and
marshes with impunity. Waha left the taint of the Devil in the
marshes of the Good River, and that taint allows the vampires
access to all such areas.

Special holy water, blessed by Rune Priests of certain water
cults, has great effect against vampires. When this pure and
holy water is sprinkled on the grave earth carried by each vam-
pire, the earth loses its potency. The vampire may not cross
this holy water, even if it is but a thin film on the ground, the
doorway, or whatever. A vial of this pure water, applied to the
vampire’s person, causes 1D6 unregenerable damage to the
vampire's body.
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THANATAR

(T T TR

The Severed God

Mythos and History

Before Time

The Devil entered the world; with him came the slimey
hordes of chaos. Foremost in his father's (the Devil's) favor
was Tien, who commanded the most powerful of the legions.
He personally directed the destruction of the god Genert. Tien
continued his terrible conquests until his forces were routed at
last by a vastly outnumbered army of order which used strategy
devised by Lhankor Mhy, the god of knowledge.

Tien was furious, and sought personal vengeance against the
god. He set an intricate trap for the sage lord, alluding to the
whereabout of Lhankor Mhy’s missing love, the Mistress of the
Light of Knowledge. Lhankor Mhy was deceived, and walked
into Tien’s black pit, and there was captured and imprisoned.
The vengeful son of the Devil prepared a ceremony to drain all
knowledge from his captive and then funnel it into himself.
The knowledge god instead found the knowledge to escape
from his bonds and flee from the chaos creature’s treacherous
tunnels. Tien became obsessed with the destruction of Lhankor
Mhy, abandoning all other activity to pursue and harry that
foe.

Lhankor Mhy, fearing another meeting with Tien, found
protection with the Lightbringers.

It was then that the Spike exploded. ,

With the fall of the Greater Darkness, Tien stalked the sacred
vestibules of the cosmic mountain, shadowing the Devil and
hunting the heart and soul of Glorantha, plotting the downfall
of his arch foe. In a golden room deep in the mountain he
came upon the shining goddess, the Mistress of the Light of
Knowledge, the true light of Lhankor Mhy's existence. In
triumph, he used a sharp garrote to capture.this magic for his
own. It became known that Tien had not merely beheaded her
—he had magicked her soul into her still-living head. He carried
this foul trophy with him, extracting her magic and skills to
supplement his own. With the Mistress went all the light of
knowledge left to the world; the Great Darkness was now
complete.

As the Lightbringers rallied the Darkened world to their
cause, events ran against chaos. With the death of the Devil,
Tien had no protection from the wrath of Storm Bull and his
sons, one of whom, Hrothmir the Horned Hero, pursued Tien
to the gates of Hell itself.

There the Death/Darkness deity easily slipped away, and
hid in the fringes of the underworld where Yelm'’s light barely
reached. In fury, Hrothmir slew himself to pass through the
barrier between life and death, and entered the underworld also,
bound by powerful oaths to destroy this thing of chaos. Again
Tien fled, now into the darkest crypts of Hell, blocking his
pursuer's path with the dead and the Dark, warping both by
the chaotic forces of the outer darkness. But all ways Tien
chose led back to the underworld’s center, for all paths of the
living end in Hell.

Trapped between the unbearable light of the sun god and
Hrothmir’s avenging axe, Tien stood firm. Swiftly came the
blade of the Horned Hero, separating the god’s ram-horned
head from his black-shrouded body. The head rolled into the
full light of Yelm's glory, and the air god’s son heard the roar
as the flesh crumbled from the bone, searing away most of
Tien's power of Darkness, leaving his living eyes to stare blindly.
At the same moment a cry of release took Hrothmir's attention:
the grisly head of a once-beautiful woman shriveled to dust
and became the ghostly form of the Mistress of the Light of
Knowledge, and then faded forever into the depths of Hell.
Thus distracted, Hrothmir failed to see the body of the severed
god come forward until the sky god’s son was enveloped in dark-
ness and fear, which dismembered and fed upon the hero’s
spirit. At last it removed Hrothmir’s head and placed it upon
its own headless shoulders.

The body of Tien had lost much in the battle. The separa-
tion and searing of its head cost it all but meager control over
Darkness; only the posession of a part of Death had prevented
it from dying. It no longer retained the powers stolen from the
Mistress of the Light of Knowledge, nor had it the ability to
devour the knowledge of others—those were lost when Hroth-
mir severed the god. By taking the hero’s head, it regained
some of its intelligence and seized a portion of the spells and
abilities possessed by Hrothmir. The dismembering of the
Devil’s son made its control over reality imperfect, and so the
spell preserving the head became imperfect. Soon the head
began to decompose, and with it went the knowledge seized
with the head. What was left of Tien needed more heads. A
frequent and terrible sight during the Darkness was the vision
of the god Than (a corruption of Tien) wandering the cata-
combs beneath nameless mountains, or prowling the fens of
Snake Pipe Hollow with something else's head balanced atop
his shoulders, yielding Than magic and knowledge for a while.



Tien's horned skull fare differently. Resting in the full light
of Yelm (who was ignorant of the chaos god’s nature), Lhankor
Mhy discovered it on his quest to Hell. He attempted to destroy
the skull but could not, nor could the skull of Tien affect the
knowledge god with his mind-stealing abilities, for Lhankor
Mhy had learned to protcct himself from that power. Thus
fate prevented any final vengeance on either side. To prevent
Tien’s skull from causing further harm, the knowledge god
carried it with him out of Hell and cast it into the Ocean. This
act displeased several water deities who swiftly caused it to be
cast up on the shore of an island. The deities have since borne
no love for the sage lord or his followers. The skull was soon
forgotten.

In spite of Yelm's burning light, this piece of Tien did not
die either. Stripped of flesh and bereft of the control of Death
and Darkness, it still retained its memory, its power to consume
knowledge, and its hatred of Lhankor Mhy. But the only vic-
tims available to it for centuries were small animals and primi-
tive islanders who enshrined it as a death god—a power over
which it had no domain.

Lhankor Mhy's ability to resist the Consume Mind spell was
passed on to all Priests and Rune Lords of Lhankor Mhy. It is
an inner secret of the cult and may not be taught to outsiders,
lay members, or even cult Initiates.

Since Time Began

Though not a major deity, many of Than's chaotic followers
survived the transition into Time and remembered the leader-
ship of the Devil's son. Along with vile-souled humans, they
formed the first bands of rapacious headhunters to terrorize
the Dawn Age. Imitating their deity, the Thanics collected the
living heads of their victims and drew limited magics and skills
from them. In the catastrophe of his severing, Than lost the
ability to grant Rune magics to his followers except for the
Create Head spells and a few Death and Darkness magics. The
Thanics needed the heads as their only source of Rune magic.
In posing so clear a threat, the worshippers of Than became
anathema to most cults and only the most vile would deal with
them.

Many faithful Thanics sought the skull of the severed head
across the mortal plane. But the head, resting in a sandy niche
of a tiny island temple, had been found by a wandering, self-
serving Priest of Lhankor Mhy who had been intrigued by it,
and who spent several years researching its origin. Once he
knew the truth, the power-hungry sage concealed the skull in
the catacombs of an unknown city in the Kralorian Empire,
and learned from it the awful knowledge-devouring spells. In
the process he founded the cult of the Horned Skull, whom he
named Atyar, Devourer of Knowledge.

Feared throughout the Empire, the cult gained in power,
attacking other temples and wresting knowledge from captives
who would be found later in alley ways and side-streets, broken
and mindless.

Constant persecution by other cults and local wars at last
forced the Atyari to flee the Empire, in a diaspora continent-
wide. Before leaving, the highest priests of the Atyari gathered,
and sealed the skull of Atyar deep beneath the catacombs in a
special place, protected by great magics. The flight from the
Kralori Empire ended in the mutual discovery and unification
in Genertela of the cults of Than anq Atyar into the cult of
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Thanatar, the Severed God. Separate worship of both Than
and Atyar continued, loosely united under the leadership of
the Thanatari High Priest.

The juncture of the cults brought the members benefits.
Atyar's hatred of Lhankor Mhy was aided by Than's head-
stealing abilities, giving the Atyar worshippers power against
the knowledge god's Priests, who were unaffected by Consume
Mind. In return, the Atyari wove the Create Major Head spell
for the worshippers of Than, perfecting the already-existing
spell.

The reunion of the two parts of the Severed God did not
reform Tien. Since each part had developed separately, the
two could not make one whole again. Since the pieces did not
knit together, the Severed God was formed, and each piece
retained its individuality.

Because of its chaotic and disgusting practices, the cult has
been heavily persecuted wherever discovered, with frequent
raids made on its underground hideouts and complexes.

Of the skull of Atyar, legends vary. Some say that the broo
Hero, Greegrog, retrieved the skull and was made immortal for
his pains. Others say that the skull still lies deep beneath the
rubble of that Kralori city, waiting to be found.

Life After Death

Since they will be safely escorted to a part of Hell known as
the Place of Waiting, followers of Thanatar do not fear death.
From there they will be drawn back to serve the living as
familiars and allied spirits in the form of human guardians. A
guardian is a cult spirit bound into the ritually-prepared body
of a human being (see the miscellaneous notes at the end of
this cult). Thus life after death is promised to all believers.

When a Thanatari lies dying, the Gatherer of Souls (one of
many subservient cult spirits) appears to the stricken cultist
and guides his or her soul to the Place of Waiting—reputedly
that part of Hell where Hrothmir separated the head and body
of Tien. After completing a term of service as a guardian, the
spirit returns to the Place of Waiting once gain to bide till the
day when the forces of chaos engage the gods in the final battle.

To aid in the defense of Thanatar temples, the bodies of
dead cultiests are turned into undead. Initiates who die are
animated as zombies on cult holy days. Lay members who die
are usually interred for a year and then animated as skeletons
on holy days.

Runic Associations

Tien originally possessed the Runes of Death, Darkness, and
Chaos. From the Mistress of the Light of Knowledge he stole
Truth. When the god was decapitated, Than lost Truth and
most of his control over Darkness, but kept Death and Chaos.
Atyar, the skull, lost the use of Death and Darkness, but did
retain Chaos and Truth. The reunion of the god created a less-
ened deity of Death, Darkness, Chaos and Truth.

Il. Nature Of The Cult

Reason For Continued Existence

As long as beings desire the gain of something for nothing,
and do not care if it is at someone’s expense, then the cult of
Thanatar will exist, for Thanatar represents the covetousness
of creatures for the abilities of their fellow creatures.

The cult has two goals: to regain Tien's power and status,
and to gain vengeance upon the gods responsible for his present
state.

Social /Political Position and Power

Among the closed societies of many chaotic creatures, the
Doom Priests and Doom Masters of Thanatar wield great
power, often second only to hereditary secular leaders and the
priests of racial deities. Thanatar remembers fondly his pre-_
eminence during the Godtime and seeks to lord it over his
fellow deities of chaos, threatening the leaders of other cults
with their gruesome knowledge-stealing abilities.

Human regions hold the cult anathema, and persecute and
ritually execute its worshippers in purification rites conducted
by priests of most cults, and usually presided over by a Sage of
Lhankor Mhy. Lay members of Thanatar may be spared if
they ritually vow to mend their ways. Most cults consider it an
honor to be part of an expedition into a Thanatar complex.
Such expeditions may prompt alliances between cults normally
hostile, such as Orlanth and Seven Mothers, but even the Than-
atar cult cannot get hereditary racial enemies like trolls and
elves to cooperate.

Particular Likes And Dislikes

This cult fears, hates, hunts, and opposes almost every
other cult. Lhankor Mhy and Storm Bull followers are specially
despised from pre-Time wrongs, nor are cults with similar
Runes (such as Humakt, Zorak Zoran, and Kyger Litor) loved.
Sun worshippers are unpopular.

While this cult mains an alliance of sorts with other chaos
cults, this too is fragile. It is hard to trust someone who may
snick off your head tomorrow.

Thanatari never use gold for anything, and will go out of
their way to spit on this sun-related metal.

I11. Organization

Inter-Cult Organization

There is little organization or contact between temples. If a
temporary unity is needed, the word of the eldest or the most
powerful High Priest of Dark Truths decides all questions. Due
to the lack of contact, temples occasionally are devoted purely
to the worship of either the aspect of Than or of Atyar.

Intra-Temple Organization

A Thanatar temple has three branches, all presided over by
a single High Priest of Dark Truths. Just beneath him is the
ranking Rune Lord, known as The Doom Lord (all other cult
Rune Lords are known as Doom Masters).

Of slightly less power are the ranking Priests of the three
branches of the cult. The branches are the Hand of Than, the
Horn of Atyar, and the Breath of Thanatar. Except in extremely
large temples or communities there will be no other full priests.

Below them in descending order of influence are the Doom
Masters (corresponding to Rune Lords), the Doomed (advanced
cult Initiates), the Doom Seekers (Initiates), and the laity.

The cult, while seeming well-organized, is based on the
successful use of brute force. The High Priest of Dark Truths
reicns heavy-handedly over his subordinates, and is shielded by
The Doom Lord and his Doom Masters, guardians and entour-
age loyal to his person. When the High Priest dies (in whatever



fashion), succession may be determined by assassination rather
than assignation, with the ranking priests of the three branches
fighting it out to the finish. The Priest of Thanatar normally is
groomed for this position and will have the backing of the.
Doom Masters. But it is not unknown for the entire hierarchy
of a temple to die during a period of succession, leaving the
temple in the hands of he who can grab it.

High Priest of Dark Truths

The Doom Lord
[——— e e s |
W L] I ﬂ
Hand of Than | | |Breath of Thanatar Horn of Atyar
Priest | Priest | Priest
1 | | 1
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| I |
The Doomed | The Doomed The Doomed
{adv. Initiates) "[ (adv. Initiates) 1| (adv. Initiates)
]
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Doom Seekers Doom Seekers Doom Seekers
(Initiates) (Initiates) (Initiates)
{
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Doom Seekers
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Center of Power and Holy Places

The cult has no center of power. Death is everywhere; dark-
ness and destruction are where you make them, Cult members
find power and comfort in being underground, but groups may
be-found in deep forests or cities. A special holy place is the
island upon which Atyar was first cast out of the sea; another
is the secret vault which holds the skull of Atyar.

Holy Days and High Holy Days

Dark season is the holiest period for Thanatari. High Holy
Days for the cult fall upon Wild day of Disorder, Death and
Truth weeks in that season. During Disorder week, cultists
celebrate both aspects of the Severed God. In Death week Than
is emphasized, as is Atyar in Truth week.

Every Wild day of each Disorder week during the rest of the
year is a holy day. Upon these days, Doom Seekers (Initiates),
the Doomed and lay members can form new cult relationships,
and new guardians are created to replace lost ones or to be given
to newly-promoted cultists.

Heads created on holy days can last up to half-again as long
as normal.

IV. Lay Membership

Requirements To Join

All races may join this cult, though non-chaotic creatures
will join at =5 CHA. Applicants must be willing, if not eager,
to be members of a chaos cult which openly decapitates intelli-
gent beings in order to seize their abilities. The attraction of
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this cult for creatures of chaos was hinted at earlier: Thanatar
frequently forms a ‘shadow-government’ in chaotic areas, and
if the advancement of an ambitious broo or scorpion man is
blocked along racial or tribal lines, he or she often gains person-
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al power by becoming Thanatari. Except in certain hideous
areas of the world, the same opportunity does not exist for
creatures of law. It would take, for instance, a human of
reasonable persistence and intelligence even to find a Thanatar
complex, and his motives for doing so would normally be
psychotic. N

Of necessity secretive and paranoid, the rulers of a Thanatar
complex will test applicants extensively. This is abstracted to
the following: non-chaotic beings must make a D100 roll
under their (CHA-5)x5%+5% for each gift of value to or
service performed for the cult. Chaotics must roll under the
average of (their STR+CON+DEX)x7%+5% for each gift of
value or service rendered.

If the character fails the roll, the priests have doubted his
sincerity. If he or she is nota chaotic creature, they will consid-
er the applicant a spy. Spies are dealt with gruesomely.

QOutsiders are not welcome at Thanatari ceremonies.

Requirements To Belong |

Lay members must attend all holy day ceremonies, and must
sacrifice 1 point of battle magic POW each such ceremony.
They must donate at least one day per week of their time in
labor for the temple--usually in mining and shoring to expand
the labyrinthine domain of the underground complex.

Lay members will know only the main entrance to the
temple.

Lay members must shun all contact with Storm Bull, Yelm,
Yelmalio, and Humakt followers, and must try to lead Initiate-
level or higher followers of Lhankor Mhy into situations where
they may be abducted.

In some cases lay members will be used as first-wave shock
troops in assaults where the defenses of a stronghold must be
worn down.

Mundane Benefits

While they are in the temple (the entirety of typically
sprawling underground Thanatari complex is considered the
temple), lay members are guaranteed the protection of the cult.
In exchange for an additional day of service per week, the laity
may live without charge in the temple.

Skills

Lay members can learn any skill except those forbidden by
the cult. ;

Any lay member immediately will want to obtain the special
talisman that protects the wearer from attack by the insane
head spirits which litter every temple complex; see the miscel-
laneous notes at the end of this cult for details.

Half Normal Price: attack and parry with short sword, parry
with medium shield, Move Silently, Hide in Cover, Dark-
tongue (Read, Write, and Speak), Garrote.

Forbidden: Ax attack and parry.

Unique: the garrote is the cult's special weapon. It is used
in the ceremonies that create the cult’s Heads.

THE GARROTE
A garrote is a thin, strong wire or band which is put
around an enemy'’s throat. At 50% or less skill with this
weapon, the wielder can choke and kill his victim; at

more than 50% ability, the victim’s head will be severed
from his body if enough damage is done. Garroting can
be performed only from the rear.

In melee, the hit location rolled must be the head or
no damage is done, but if the victim is completely un-
aware of the attacker, the head will be hit automatically.
Once hit, the garrote stays in place turn after turn, but
successful attacks must be made to do additional damage.
Give all successive attacks a +20% chance to succeed.

To dislodge the attacker, compare the STR+DEX of
the victim against that of his opponent, and make a
successful attack on the Resistance Table. If 20% of the
score needed is rolled, the garroter is thrown to the
ground. If the victim fumbles, the garroter may roll
additional damage against his victim.

STR needed — 12 DEX needed — 9

ENC -0 Base chance — 05%

Training — 200/400/800L /experience

Damage — 1D6+1 (damage ignores all armor except hood, unless
neck armor is specified.

Hit Points — 3
Length — 0

For full training prices, the cult will teach this weap-
on to anyone who could qualify as a member, whether
or not he is a member.

Battle Magic
Half Normal Price: Bludgeon, Disruption, Extinguish.
Twice Normal Price: Darkwall, Healing, Ignite, Repair.
Forbidden: Fire Arrow, Fireblade, Harmonize, Light, Light-
wall. If these spells are already known, or learned from a
severance, they will be forgotten.

V. Initiate Membership

Requirements For Initiation

Thanatar Initiates are known as Doom Seekers. To become
an Initiate, a candidate must possess a 90% ability in one of
the skills required for Doom Master (Rune Lord) status.

A candidate will be assigned a holy day when his ceremony
will be performed. During the week preceding that holy day,
the candidate also will be assigned one of the Doomed (an ‘ad-
vanced'’ Initiate), who will follow the candidate as he enacts a
very minor heroquest, imitating events of the Severed God's
mythos. These acts include decapitating a follower of Storm
Bull, Humakt, Yelm, or Yelmalio (recalling the decapitation of
Tien), setting fire to a structure known to hold at least two liv-
ing occupants (preferable Lhankor Mhy followers) and tossing
the previously-decapitated head into the flames. Thus this act
of meaningless violence is combined with the symbolic disinte-
gration of Atyar’s flesh. The skull must be retrieved so that it
can be brought to the initiation ceremony.

The ceremony itself is long and disgusting. During it, the
candidate must undergo further tests, abstracted as follows:
roll under the percentage of his second-highest ability on the
list of requirements for Doom Master + his CHA x 5 divided
by 2, on D100,

The central test is given by the cult spirit, the Voice of
Atyar, a subservient spirit summoned for the initiation. A
candidate passing the test gets a free question, which the spirit
must answer truthfully (and usually cryptically).



The new Doom Seeker is then marked with a small white
blemish, shaped like a horned human skull, normally placed on
a hidden part of the body. The presence of this mark protects
the Initiate from attack by the insane spirits which roam the
temples, and replaces the talisman the former layman carried.

Candidates who fail the test must wait two full seasons be-
fore undergoing the test again. Repetition of the hero-quest is
unnecessary.

Requirements To Remain Initiated

Once accepted into full cult membership, the Initiate must
take a random Thanatari gift and accept a random geas. The
Initiate may take only one gift, with its requisite number of
geases. The gifts and geases represent the desire of the Initiate
to follow more completely the way and ideals of Thanatar.
The Initiate now assumes the title of Doom Seeker, now must
sacrifice 2 points of temporary POW on holy days, and must
follow and enforce the cult likes and dislikes more stringently
than need any lay member.

A Doom Seeker can be required to participate in any cult-
sponsored raid or expedition. He must continue to donate of
his time in the form of supervision or instruction. Once per
season the Doom Seeker must provide a living captive for cult
use.

Mundane Benefits

A Doom Seeker may receive a weapon from the cult, usually
a garrote or a short sword. He has access to the libraries and
instructors of the Atyar cult. By benefit of the horned skull
blemish, he is immune to attacks by the decayed head spirits.
He also can see by the light cast by the cult’s special Darklight
spell.

Skills

The following skills are available from the cult at the noted
prices or modifications of prices in RuneQuest. These skills for
Initiates are in addition to those for lay members.

Free: Darktongue (Read, Write, Speak), Garrote, Hide in
Cover, Move Silently.

Half Normal Price: Alchemy Skills, Any Language (Read,
Write, Speak any known language and many dead ones),
Evaluate Treasure, Oratory.

Battle Magic
In addition to spells taught to lay members, the Initiate
may learn the following:

Half Normal Cost: Befuddle, Demoralize, Fanaticism.
Normal Cost: Healing, Ignite.

The Initiate also has access to reusable cult specialty Rune
magics, but he must choose a branch of the cult to serve, and
he must make a commitment of loyalty to that branch’s Priest.
At that point he has access to the spells as if he were a priest
of that branch. These spells, however, are available for one-
time usage through the permanent sacrifice of Power. Spells
that have a one-time usage by full priests or 3 point spells are
not available to Initiates.

The commitment to a cult branch is unimportant to the
god. Changing allegiance from one aspect to another is a pure-
ly political matter, earning the Initiate enmity or safety as the
factional struggle indicates.
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V1. Doomed Status

General Statement

The title and status of a Doomed (or The Doomed, or
Doomed One), has no exact parallel in other cults. The terms
cover Initiates who are both preparing fur Rune Lord and
Rune Priest status. Members of The Doomed usually are in
transit to another status, though many cultists are satisfied to
remain Doomed till death. Most of the time of a full-priest of
the Thanatari is spent within the temple on cult business; it is
the Doomed Ones who adventure for Thanatar, and they are
ritually free of responsibility to the priests of Thanatar’s aspects
in so far as cult political struggles are concerned. The Doomed
therefore represent dangerous wild cards in the temple hier-
archy, and as much as possible the priests prefer to keep their
Doomed performing wicked missions beyond the temple
complex if they do not quickly advance to Rune level status.

Initiate fighters who meet the requirements for The Doomed
will automatically become a Doomed One. But those Initiates
preparing for the priesthood (there are only four full priests in
a temple) must first pass a test similar to that for a priest.

Requirements For Acceptance

When an warrior Initiate reaches 60% ability in 5 of the
skills needed for Doom Master (Rune Lord) status, he may
become a Doomed One by means of a ceremony.

Initiates planning to become an adventurer-priest Doomed
One or a full priest later one must pass a test. For game pur-
poses abstract the test to POW+CHA divided by 2 x 7, giving a
number which must rolled under on D100 in order to pass the
test successfully. No bonus is gained for length of service or
gifts, but since the candidate for Doomed adventurer-priest
must have a minimum of POW 18, few will fail this test. Those
who do fail must wait to take a second test till the next Dark
season.

Passing the test, the Doomed One is then inducted into one
of the three aspects of the cult if he has not already chosen
one previously. He must not change that aspect until he be-
comes a priest, whereupon he may change aspects as he desires.

Restrictions

The warrior Doomed One has none of the restrictions and
vows of the Doom Master, though he must enforce all cult likes
and dislikes to the best of his ability. He is responsible only to
the leader of the temple, the High Priest of Dark Truths, and
to the Doom Lord of the temple. Though he may offer respect
or alliance to the other ranking Rune Priests and Rune Lords
of the temple, he owes them no fealty.

The priest-aiming Doomed One is in the same situation. In
addition he may not receive an allied spirit or be allowed the
full increased chance of POW gain. Like any Doom Priest, his
DEX-based skills cannot rise above his DEX x5; unlike the
priest, he may continue to train up to that level of ability.

Benefits

Added to the benefits he received upon becomingan Initiate,
any of The Doomed receive a guardian as a bound spirit (see
miscellaneous notes at the end of this cult). The guardian is
gained at no risk to a Doomed One. He may have other bound
spirits, but only one guardian. In accepting the guardian, the
Doomed One also accepts a second gift (and geas) from his
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THANATAR'’S GIFTS

The following are ten gifts which Thanatar usually bestows on cultists once they reach the status of Doom Seeker or higher. For each
gift, the cultist must concurrently accept the stated number of geases. Both the gifts and the geases must be determined randomly.

D100 roll Geas
01 Favored by Thanatar; no geas.
02-05 Eat only the flesh of sentient creatures.

06-08  Always eat of the flesh of each victim.

09-11 Distrust all members of the other two cult aspects.

12-14 Slay all non-Thanatari cult member chaotic beings.

15-17 Never use minted coins.

18-20  Never use an edged weapon.

21-23 Distrust everyone,

24-26 Never speak in the presence of a non-Thanatari.

27-29 Ride no animal.

30-33 Wear no head protection.

34-38 Never go into sunlight or blindness may result; roll
under 5 x CON on D100 or be permanently blinded.

39-41 Never go into torchlight or effect is as 34-38.

42-43 Never go into any non-cult light; effect is as 34-38;

see also cult Rune spell Darklight.
*This duel is always fought to the death. :

Gift (roll 1D10) Number Gift (roll 1D10) Number
of Geases of Geases
1. Increase Knowledge bonus by 10%. . . . . . .. 2 9. Increase 10% in any non-weapon-related
2. Increase Stealthbonusby 10% . ......... 2 By & 5 s R & b TR £ 3 e 1
3. Increase a raisable characteristic by 1 point , . .1 10. Special (roll 1D6 to determine)
4. Increase a non-raisable characteristic (1) Grow ram’s horns. |n two years they may be
PV-EPOMELS & o 6 wonemiatn & o a5 el e 3 used to butt like a broo for 1D6 damage. . . . . .. 1

5. Increase 10% in attack with short sword. . . . . 1 (2) Skin/fur turns pitch-black. Add 10% to Hide
6. Increase 10% in attack with garrote. . . . .. .. 1 in Cover at nightorindarkness. . . . ........ 1
7. Permanent grant of 1 point of Countermagic (3) Skin becomes like 1 added pointofarmor. . . .. .. 1

against magical attacks cast by members of (4) Cultist may selectany 1gift. . . . ........... 0

Fire/Sky-relatedcults. . . . ... ......... 3 (5) Re-roll on 1D10 gift table. The gift now has
8. Increase 10% in parry with short sword . . . . . 1 % the geas cost (%=0).

(6) Re-roll twice on regular table. At least two
gifts must be taken.
THANATAR'’S GEASES

Most rolls upon the Thanatar Gift table will indicate that a certain number of geases must be taken. These geases will make the cultist .
@ better follower of Thanatar, though they may seem mysterious to mortals. Roll D100 for each geas so indicated.

D100 roll Geas

4454 ~ Never use fire in any form, including creation of cult light.

55-62 Accept chaotic feature; 26% chance of Thed's Reverse
Chaos feature being the type gained.

6364  Always challenge Storm Bull worshippers.*

65-67 Never eat vegetables, except elves.

68-70 Never wear metals other than tarnished silver.**

71-74 Never wear leather armor.**

75-79 Never eat the flesh of cattle or bison.

80-83 Always challenge Lhankor Mhy worshippers.*

84-86 Never lie to a fellow cultist.

87-91 Never combat an undead.

9293 Never use magic on an enemy while in combat.

94-95 Never attack with a weapon.

96-98 Roll twice more.

99-00 Roll three times more,

**Roll for particular hit location to which this applies. On a roll of 20 the cultist never may wear any armor made of non-cult metal.

god, Thanatar. It is possible to refuse the guardian and the
second gift/geas at no personal penalty.

The Doomed may stand aloof from cult power struggles, or
choose individually to back any faction, regardless of the aspect
of the god currently served.

A Doomed One aiming toward the priesthood has access to
all 1- and 2-point spells available to his chosen aspect. Such
Initiates also can use available reusable 3-point spells on a one-
use basis only. Except as noted, all spells will be reusable.
When such a Doomed One is promoted to Doom Seeker (Rune
Priest) and changes aspects in the process, he loses the reusable
quality of any Rune spells not compatible with the new aspect.
Such Initiates gain a fraction of the priest’s POW gain bonus;
they subtract their current POW from their species’ maximum
POW+1.

VII. Rune Lord Membership

General Statement

With the exception of the senior-most Rune Lord in each
temple (he is The Doom Lord), Rune-level fighters are known
as Doom Masters. As with Initiates, Doom Masters may serve
whatever branch of the cult they wish—unless they are also a
Doom Priest, whereupon they are limited to one aspect of
worship. A Doom Master should represent the cohesion of
the aspects of the cult, being at once a physical fighter whose
goal is to bring death to the world, and to be a scholar whose
actions are marked by rational (if erratic) deliberation. They
must combine weapons skills with stealth and knowledge.



Requirements For Acceptance

Candidates for Doom Master must have spent at least one
season as a Doomed One, and they must have a POW of 15
The candidate may also have passed the preliminary test for
becoming a priest while a Doomed One—but note that if he
had, his DEX would have to be at least 18. If he did pass such
a test, he may continue to use any 1-point Rune spells he may
have learned. Any other spells become one-use only and may
not be relearned until he becomes a priest.

Candidates for Doom Master must have 90% ability in five
of the skills listed below. At least two skills must come from
Part One of the list, at least one skill from Part Two, and at
least two from Part Three.

PART ONE

short sword attack
short sword parry
medium shield parry

PART THREE
Read/Write Darktongue
Speak Darktongue
Read/Write other language

Garrote Speak other language
Oratory

PART TWO Evaluate Treasure

Move Silently Alchemy skill

Hide in Cover

The candidate also must know the spells Befuddle, Darkwall,
and Disruption.

Restrictions

The Doom Master accepts the normal restrictions for Rune
Lord outlined in RuneQuest. For Thanatar, he vows not to
attack a priest of the cult unless he also becomes a priest. If he
breaks this vow, the cult spirit of reprisal immediately will
attack him. Since this a most disorderly cult, there are few
other restrictions; here rule depends on the strength of the
ruler, not on laws or tradition.

Benefits

Besides the benefits accruing to a Rune Lord as defined by
the RuneQuest rules, the Doom Master must take another ran-
dom gift and geas from Thanatar. The Doom Master receives
1D3 pieces of magical tarnished silver armor or weapons, all
forged to the temper and strength of bronze. The first piece is
always a short sword. He might also receive (depending upon
the whim of the priests) 1-2 more guardians. He always will
receive an allied spirit, normally bound into a weapon but who
can be made into the more free-willed guardian if so desired.

Divine Intervention will not bring back a Doom Master
from the dead.

A Doom Master may sacrifice POW for Thanatari Rune
spells on a one-use basis unless he has passed the Doomed One
preliminary test for the priesthood.

If a Doomed One had not chosen an aspect of the god, as a

Doom Master he now must choose the combined aspect of
Thanatar. If he has chosen previously, he can keep that choice.
. A Doom Master may become either a Doomed One priest
candidate or a full priest with no loss in fighting skill if he has
a DEX of 18. Normally, in fact, the High Priest of Dark Truths
is both a Doom Master and a Doom Priest, in no small part be-
cause of the extra personal power thereby available.

The Doom Lord, the senior-most Doom Master, has access
to the cult spirit of reprisal as a one-use 3-point Rune spell.
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VIIl. Rune Priesthood

General Statement

The cult is divided into three aspects, Than, Atyar, and
Thanatar, and three factions correspond to that. There will be
a High Priest and at most three full priests in a given temple.
The three priests will be known as the Hand of Than, the Horn
or Atyar, and the Breath of Thanatar. There will be no other
full priests, though many may have passed the preliminary test
available to The Doomed.

Each branch of the cult has cult specialty spells available to
it. The Thanics have Death and some Darkness spells; the
Atyari have knowledge-devouring spells; the Thanatari draw
from the other aspects and add a spell similar to ancestor wor-
ship to summon back the guardians. While the full priests of
the cult have numerous Rune spells, they possess no basic
Rune magics—no Extension, Warding, etc. All such were lost in
the Godtime. Necessary basic Rune magics are stolen from liv-
ing heads that are taken from victims who have been ritually
prepared and decapitated.

Requirements for Acceptance

A new priest is chosen whenever a vacancy is formed in the
four-priest hierarchy, whether by death, promotion, or the
creation of a new temple. The candidate actually selected must
have been a Doomed One adventurer-priest for at least a full
year, and must have POW of 18 or greater. He must undergo a
test which is abstracted for game purposes to POW+CHA, di-
vided by 2 and multiplied by 5. A D100 roll under that result
must be made. A Doom Master qualified to become a priest
may subtract 10 from his roll, and additionally may subtract 5
more from his roll for each year that he has been Doomed. If
accepted, he becomes the new priest of the vacant branch of
the cult. If a temple has been worshipping only one aspect, it
is possible that the new priest could choose which of the other
two aspects he would represent and advocate.

A new priest can also be ordinated when it is desirable to
send him (or he desires to go) to found a new temple. He will
commonly take several Initiates of his choice.

Restrictions

The Doom Priest officiates on all holy days. He very rarely
leaves the temple complex, though he may elect to accompany
important raids when he feels that leadership by the more
cavalier Doomed Ones would be inappropriate.

He or she must sacrifice 1 point of temporary POW each
day, unless on a mission outside the temple. The Doom Priest
is subject to the Rune Priest restrictions in RuneQuest.

Benefits

Besides the benefits defined by the RuneQuest rules, the
Doom Priest must accept another random gift and geas from
Thanatar. He also may receive 1-2 additional bound spirits in
the form of guardians (see the miscellaneous notes at the end
of this cult), and he may obtain an allied spirit. This spirit
might be either the more free-willed guardian or it might be
bound into a weapon or object. The priest has full access to all
Rune magics available from his aspect of the god.

The High Priest of Dark Truths of each temple has access to
the cult spirit of reprisal as a reusable 3-point spell.
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Rune Spell Compatibility

Doom Priests, Doom Masters, The Doomed, and Doom
Seekers have no standard Rune magics except as they are stolen
from living heads made through Create Heads or wrenched
from victims via Consume Mind. No stolen spells relating to
fire or anti-chaos may be used.

No Rune magics except cult specialty spells may be taught.

Cult Special Rune Spells

The following spells are particular to this cult or have been
permanently stolen or derived from similarly Runed cults dur-
ing Godtime. The availability of a spell to a given branch of
the cult will be indicated in the parentheses following the spell
name, along with the Power points required to be expended to
learn the spell if other than listed. (Example: Darklight costs
priest of Thanand Thanatar 1 point of POW, but it costs priests
of Atyar 2 points to learn, due to Atyar’s loss of Darkness
control.)

A spell usable by a cult branch will bear that branch's name
in parentheses just after the spell name, as well.

IHBHRERRm ONE POINT SPELLS NIMmmmumununummim

Create Skeleton (Thanatar, Than, Atyar-2): duration
instantaneous, range 40m, non-stackable, reusable.

Using the bones of a deceased lay member, the priest
animates the skeleton at the victim's old level of compe-
tence (with a level of DEX x5, as RuneQuest describes).

the character does go into shock, he must make a second
roll, under his INT x5 on D100, or lose all the informa-
tion he gained from the page or scroll, and one randonly
chosen knowledge skill will be permanently lowered by
1D6 x5%.

Ingest Scroll can also absorb a single sentence of infor-
mation that has been chiseled in stone or carved in wood.

Darklight (Thanatar, Than Atyar-2): duration special,
range 10cm, non-stackable, reusable.

This spell is peculiar to the Thanatar religion. |t creates
what is known as the cult light. The spell can be cast on
any item capable of burning non-magically, and of giving
off non-magical light: torches, lamps, lanterns, braziers,
campfires, etc. The fire must then be lit by usingan Ignite
spell. The light that springs thereof will be invisible to
non-cult eyes. Laity who possess the special cult talis-
mans, Initiates, and Rune-levels all will see a purple light.
A fire so treated will give off heat, and will burn normal
fuel. As long as the fuel is within the one-meter-cube
magicked area, only darklight will be emitted, but any
flame crossing the boundaries will burn normally and be
seen normally. The duration of darklight therefore de-
pends upon the availability of fuel and the retention of
the flame within the magicked area.

Fire/fsky view this spell as a grievous perversion, and
seek to extinguish all such flames. It is particularly their
goal to smother the eternal flame flickering in each tem-
ple’s worship hall; the flames are reputed to be scions of
the first Darklight spell cast in Godtime,

Ingest Scroll (Thanatar, Than-2, Atyar): duration instan-
taneous, range touch, non-stackable, reusable.

This is an Atyar specialty spell. The priest casts the
spell on a scroll or any single page ot information that he
holds in his hands. The spell causes the information to
be transfered to and translated in the caster’s mind, de-
stroying any trace of it on the page or scroll. To prevent
shock for 1D6 turns, add INT+CON, divide by 2, multiply
by 5, and roll equal to or less than the result on D100. If

Summon Guardian (Thanatar, Than, Atyar) Duration is
combat (15 minutes or until bound into body) range
within 160m of caster, non-stackable, reusable or non-
reusable by the situation.

Guardian Summons Chart

This chart should be used whenever a Priest or Initiate used the
Summon Guardian spell. It mimics the variety of randomly avail-
able souls.

D100 roll  type Power INT {number of spells)
Rune battle magic
01 F 5D6+6 3D6 2D4 2D4+6
02 F 4D6+6 3D6 2D4 2D4+4
03 F 3D6+6 3D6 2D4 2D4+2
04 F 2D6+6 3D6 1D4 2D4
05 F 1D6+6 3D6 1D4 1D4
06-09 F b5D6+6 3D6 1D4 1D4
10-13 F 4D6+6 3D6 1 1D4
1417 F 3D6+6 3D6 1 1
18-21 F 2D6+6 3D6 0 0
22-25 F 1D6+6 3D6 0 0
26-35 N 5D6+6 3D6 1D4 1D4
36-45 N 4D6+6 3D6 1 1D4
46-55 N 3D6+6 3D6 1 1
56-65 N 2D6+6 3D6 0 1
66-75 N 1D6+6 3D6 0 0
76-79 M 5D6+6 3D6 1D4 1D4
80-83 M 4D6+6 3D6 1. 1D4
84-87 M 3D6+6 3D6 0 1
88-91 M 2D6+6 3D6 0 0
92-95 M 1D6+6 3D6 0 0
96 E 2D6 3D6 0 0
97 E 3D6 3D6 0 0
98 E 4D6 3D6 0 0
99 E 5D6 3D6 1 1D4
00 E 6D6 3D6 1D4 1D4

F (friendly) — spirit will do as summoner desires.

N (neutral) — spirit will do as summoner desires, but at a cost of
1/10 the POW of the spirit in battle magic power from the
caster. This must be expended immediately and cannot be
used by the summoner of the spirit.

M (malign) — these spirits always will attack a summoner to try
to possess them.

E (evil) — these spirits always will attack the summoner to try to
destroy him.

To determine which battle magic spells are known, roll 1D50
and consult the Basic Battle Magic chart in RuneQuest. A roll of

50 is a bonus roll, and the spirit knows whatever spell the sum-
moner wants.

To determine which Rune spells are known, roll 1D15 and
consult the Standard Rune Magic Spells table in RuneQuest. A
roll of 10, 18, or 24 (Rune power) means the spirit knows a
special cult spell. (To determine the spell, roll 2D8 and consult
the table of contents of Cults of Prax. The spirit then will know
a 1-, 2-, or 3-point Rune spell from the indicated culit.) A roll of
25 means the spirit knows the Rune spell of Spirit Block.




This spell resembles the Summon Ancestor spell used
by Prax cult Daka Fal, except that it summons a willing
spirit of a departed cult member [Tom the Place of Wait-
ing. The spirit so summoned must then be bound into
the body of a specially sacrificed victim. The summoned
spirit will have an INT of 3D6 and a POW of 3D6+6
(there is information on guardians in the miscellaneous
notes at the end of this cult). Such spirits are reusable
only when used in ceremonial situations.

The spell may also be used on a non-reusable basis to
summon a guardian to do spirit combat with a foe. The
spirit arrives with the characteristics indicated on the
chart below. After giving commands to the spirit, the
summoner rolls D100 and if 96-00 (fumble) occurs,
then the spirit misunderstands the command and turns
on the summoner. '

Guardians may be used for a spirit attack against a
foe, as ordered by the summoner. They may also use
known spells, but will deplete their Power to do so. In
either case, loss of Power to 11 or less causes the spirit
to disappear even from spirit combat and return to the
Place of Waiting.

They cannot be used to memorize spells, supply Pow-
er, or to teach the summoner. They will have available
only the spells and knowledge of the victim.

Summon Small Shade (Thanatar, Than): duration 15
minutes, range 160m, non-stackable, reusable.

This is the standard shade of RuneQuest. It has an
attack chance of 20%, is 27 cubic meters in size, has hit
points of 1D6+6, STR of 1D6+6, and is in movement
class 12.

THE DOOM OF UNDYING

Thanatari cultists are feared for their Rune magics allowing
the creation of living heads severed from ritually-prepared
victims. These heads can feel, think, and remember, though
they have no will of their own. This horror sets the Thanatari
apart from even other chaos cults, whose bretheren have reason
to fear that some day they too may dangle from the belt of a
headhunter—fully aware and unable to act.

The two spells following this section relate the the use of
the magics.

When Tien was severed by Hrothmir, the god lost the ability
to give all but his own special magics to his followers. The two
head-creating spells let Thanatari draw upon the magic and
knowledge of a victim so long as the independent head of the
_ victim survives. There are two spells. Create Minor Head pre-
serves the victim'’s living head for one week: it places the caster
in Mind Link with the head, allows the use of the head's battle
and Rune magics, and gives use of portions of the victim’s
Knowledge-based and other skills. The other, more insidious
spell is Create Major Head, gives the caster greater control over
the magics and abilities of the preserved head.
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Under either spell, the head may not resist the exploitation
of its abilities. No caster ever learns magic from a head. Heads
never learn magics or skills, or go up in POW.

Each spell must be cast by the person who will use the
head, and requires that much time be spent in preparation. One
spell creates one head. The ceremony involves the ritual clean-
sing and purification of the victim, often involving some use of
Darklight fire and torture, followed by a two-day- to one-week-
long ritual (depending on the spell cast), and the final behead-
ing of the victim with a silver garrote and the accompanying
casting of the required spell or spells.

Heads must be carried by the Doomed One or Doom Priest
who cast the spell, or by one of his bound guardians. The total
number of heads with which the caster can be in mental con-
tact is limited to the result of the caster’s INT divided by 3,
rounding down to eliminate fractions.

A caster’s allied spirit may make use of the knowledge and
spells contained by the head.

Every humanoid head has an encumbrance of 2, up to SIZ
21. Find the encumbrance of larger creatures by dividing their
SIZ by 10 (round remainders of less than 5 downward, and
more than or equal to 5 upward: thus a creature with SIZ 26
has a head with an encumbrance of 3). Heads of small creatures,
such as pixies and ducks will have encumbrances of 1.

Though heads will have the hit points they had in life for
that location, wounded heads will not heal without magic. In
the case of Minor Heads, they will not heal at all. Any healed
head always has one less hit point than it had before being
damage. A head with 5 hit points which is damaged and then
healed will have only 4 hit points after that; if damaged again,
it will heal only to 3 hit points, etc. Heads without hit points
are dead; no magic or procedure will bring them back.

Heads need no sleep or food. Heads do not speak, though
they do open their mouths, grimace, open and close their eyes,
etc.

When a head dies or is destroyed, rapid decay occurs, and it
turns to a stinking mass in a few hours. All magics in it are
then lost forever, though even death does not free the spirit
therein from the magic which bound it to its head. The spirit
remains trapped in the head, becoming an insane ghost that
attacks any living being not protected by special Thanatari
talismans or blemishes. Such ghosts have a range of 20m from
their heads. '

Thanatari cultists use cast-off heads as boundary markers,
watchdogs, and guards. Masses of them often will be found
stacked together, a sight discouraging to improperly-protected
intruders.

If the caster dies, his heads die with him, though they still
are not unbound.

Two ways exist to free Thanatari head ghosts. The Daka Fal
Rune spell, Free Ghost, will do the job. More commonly, a
Lhankor Mhy ritual is used. Priests of Lhankor Mhy teach the
ritual without cost to any who wish to learn. The intonations
necessary to the ritual require a week to learn correctly. The
words of the ritual follow.

In the name of Full Knowiedge

1 rip this tool from Thanatar,

To confound his presence

In the scheme of being

And to hasten the end of chaos.
Go, spirit, to the fate of your willl
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A chanter needs ten strike ranks to recite this. He then crushes
the head, living or dead, with his feet. Living heads must take
their full hit points before dying; for effectiveness, treat crush-
ing as a kick. Once he has crushed the head, he then compares
his POW against that of the ghost in a Resistance Table roll. A
successful roll means that the ghost is freed. If not succeeding,
the crusher may try again, but as if he had lost a point of POW.
Meanwhile, the mad ghost can continue to attack the person.
A head can be crushed even if part or most of it has crumbled
to powder.

The skulls of victims often are mortared deep within mason-
ry walls.

A non-Thanatari might imagine it wise for owners to crush
his discarded heads, preventing the effectiveness of the Lhank-
or Mhy ceremony. But this is not done. Such heads are sacred
representations of the Severed God. Crushing a head not only
invites immediate retribution from the cult’s spirit of reprisal,
but also risks that the spirit of the head waits for the Initiate
or Rune Priest in the afterworld. ;

The creation of the living heads violates the tendencies of
the natural world enough that the universe itself may try to
repel the vile creature performing such an act. The first-time
user of either of these spells will have a 5% chance of gaining a
chaotic feature, a chance increasing 5% each time such a spell
is cast until such a feature is gained. Only one feature will be
so acquired. The chaotic feature will not necessarily be a favor-
able feature—there is a large chance that the feature will be
taken from the broo goddess Thed's 2-point Rune spell Reverse
Chaos (see the cult of Thed). To determine the feature, roll
D100 and consult the following table.

01-26 standard chaotic feature
26-49  standard chaotic feature plus Reverse Chaos feature
50-00 Reverse Chaos feature

roll D100 on the appropriate table(s)

There is a non-cumulative 03% chance per use of the spell that
further Reverse Chaos features will be gained.

Gaining a favorable chaotic feature may be a blessing to a
creature of chaos, but it may not be so to a human. Most
humans object to neighbors who are marked with chaos, view-
ing them much as they would a broo, Jack O'Bear, or gorp.
This will cause the cultist to lose popularity, and probably his
life. Anti-chaos cults feel obliged to remove such tainted people
from the face of the earth, even if any Thanatari connection is
unknown,

Create Minor Head (Thanatar, Than, Atyar-2): duration
one week, range touch, non-stackable, reusable.

Create Minor Head is a Than specialty spell, creating
limited versions of the heads which the Thanatari use
for magical knowledge and power. The spell requires a
two-day-long ritual in which a single living victim is
decapitated with the ritual silver garrote and his spirit
trapped within the severed, living head with all know-
ledge and magics intact. The spell places the hoad a a
limited form of Mindlink with the priest, and he draws
out magics as he requires.

Any spell the victim knows is usable by the priest,
and that includes all compatible Rune magics. But no

new spells may be brought to mind—the head cannot
learn, and cannot store new material. Rune magic is cast
on a one-use basis; battle magics are reusable as long as
the head lives.

Though the caster must supply his own POW, the use
of a Rune spell from the head temporarily drains from
the head four times the POW normally sacrificed to gain
the spell originally. Thus a 1-point Rune spell would
drain four points of POW from the head, and so on. After
each use, the cumulative POW lost is compared against
the head’s remaining POW and a roll on the Resistance
Table (in RuneQuest) is made. A successful roll means
that the head dies and decay begins. The head is useless
immediately. If the head is not overcome, it regains the
POW at one-quarter the normal rate.

Create Minor Head normally lasts a week. If the final
day of the ritual fell on a cult holy day, the spell will last
ten days. The head will have the hit points it had in life,
but will not heal and will not be healed if damaged in
any way. When the spell fails, rapid decay sets in. The
head swiftly becomes a fetid, stinking mass. Any magics
remaining in the head are lost.

Besides magic, a priest may withdraw knowledge and
skills from his victim, but such attributes will be tempor-
ary and last only as long as the head is alive. All know-
ledge based skills possessed by a head may be used by a
priest at a level equal to half the head’s ability. Other
skills improve differently, since their functioning stems
only partly from knowledge.

Manipulation, Perception, Stealth, and combat skills
are all gained as follows:

victim'’s former skill level bonus gained
0-49% no bonus

50-74% 05%

75-89% 10%

90%+ 15%

For a skill bonus to be gained, the priest’s own skill must
be at least 25 lower than that of the head’s. Thus, if a
head formerly had a 65% ability in picking locks, the
priest would have to have an ability in that area of less
than 40% to gain the 5% bonus. The bonus may take the
priest over his maximum required skill level, but an abil-
ity in a DEX-based skill never may exceed the priest's
DEX xb.

tHiuniam TWO POINT SPELLS mimiummaiuunnmm

Create Major Head (Thanatar, Than, Atyar—3): Duration
until destroyed, range touch, non-stackable, reusable.

The cult is truly infamous for this disgusting power.
The spell must be stacked with the 1-point spell Create
Minor Head (which remains reusable). Like the Create
Minor Head spell, this spell also requires a lengthy cere-
mony in which the head of the victim is removed with a
silver garrote. The ceremony requires 8 hours a day for
an entire week to prepare the victim and the priest.

This spell creates a more permanent living head which
lasts until it is destroyed, giving the priest much more
control over his collection.
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As in Create Minor Head, the priest is in Mind Link
with the head and may draw upon the victim's magics,
including all battle magics and compatible Rune magics,
but the control differs from the less spell.

Rune magics taken from a bound head are reusable if
the spell is already reusable, but Create Major Head forces
the caster to choose one and only one Rune spell to use.
To gain additional Rune magic from the head, the priest
must permanently sacrifice POW to Thanatar, as per the
RuneQuest rules. Further, using Rune magic subtracts
battle magic POW from the head equal to the points of
the spells. This drain is temporary and can be regained,
but it also taxes the head and may kill it. Reflect this
chance by subtracting the head’s POW after casting the
Rune spell from the head’s current POW, then compare
the result against the head's current full POW on the
Resistance Table. A successful roll indicates that head is
dead and rapidly decomposing.

The priest also can use and reuse the battle magics of
the victim, and can use the head’s own POW to cast
them if the priest wishes. POW so used (it is drained
from Rune magic use) returns at one-fourth the normal
rate of 6 points every 24 hours.

A head down to 1 point of POW loses consciousness
and the priest temporarily loses the use of its spells,
knowledge, and skills. A head at zero POW is dead, and
such a death keeps a head from becoming an insane
ghost—no spirit, no ghost. When a head dies, all magics
are lost.

Magic cannot be learned from a bound head.

Besides spells, the summoner also may gain knowledge
from his victim. All Knowledge-based skills may be used
at a level up to or gqual to the priest's INTx5. Other
skills are improved differently, since knowledge only
plays a part in their functioning. To determine the bonus-
in Manipulation, Stealth, Perception, and combat
skills, see Create Minor Head for details.

In contrast to magic, knowledge and skills can be
learned with Create Major Head. Each season that a priest
possesses a head, he may choose to permanently improve
by 5% in one area of knowledge or skill possessed by
each of his heads, due to long and continued contact
with them. This gain is limited to up to three-fourths of
the head’s ability in the case of knowledge-based abilities
and up to 15% in the case of all other abilities, depend-
ing on the former ability of tie head, as per skills tempor-
arily gained from a head. See Create Minor Head.

mind. The caster must roll less than his CON+INT dividea
by 2 multiplied by 5, on D100, or he goes into shock
for 1-6 hours, staring blankly into space. If the roll is
failed, make a second roll of INTx5 or less on D100. If
the second roll is failed, all knowledge absorbed from
the book was lost when the shock set in, and 1D3 Know-
ledge skills are permanently lowered by 1D10x5%. The
spell, regardless of success, will do 5 points of damage to
a character’s hit points much like poison, and can be
healed only like systemic poison.

A book so absorbed is left with completely blank
pages. Devour Book also can absorb one page (approxi-
mate length) of information that is chiseled in stone or
carved in wood.

Create Zombie (Thanatar—3, Than): duration instantane-
ous, range 40m, non-stackable, reusable. -

This spell creates a zombie out of a recently dead
Initiate. The zombie is as shown in RuneQuest. Preserving
flesh and applying Strength and Vigor spells forces this
to be a 2-point spell.

Devour Book (Thanatar—3, Atyar): duration instantane-
ous, range touch, non-stackable, reusable.

This spell of Atyar is the next step up from Ingest
Scroll. When cast, the spell causes all knowledge within a
the book clutched by the priest to be absorbed into his

Summon Specific Guardian (Thanatar, ‘atyar—.?}: dura-
tion combat (15 minutes or until bound into body), range
160m, non-stackable, reusable.

This spell resembles the Daka Fal spell, Summon Spe-
cific Ancestor. |t must be stacked with a 1-point Summon
Guardian spell. It is the nearest approximation to a resur-
rection ability that the cult has. The spell calls back the
spirit of a specific deceased cult member from the Place
of Waiting. The being summoned will be dealt with as if
it had undergone Resurrection (see the Chalana Arroy
cult in Cults of Prax), losing abilities as dictated. Normally
this spell is used only in ceremonial situations.

The deceased must have died by wounds, poisons, or
other physical damage. The spell will not work on beingi
slain in spirit combat, Soul Waste, or magically-oriented ™
Power-draining death. Since a special sacrifice has been
made, the body of the sacrificed victim does not need
special healing, since this is part of the ceremony.

Once using the spell, the priest or allied spirit must
engage in spirit combat with the specific ancestor, and if
succeeding in the first round of combat, then the spirit
is bound into the prepared body. If the soul of the depart-
ed wins the round, it returns to the Place of Waiting.

Deterioration Caused by Loss of Time

If one or more full days passed before Summon Specific An-
cestor was attempted, the spirit may have lost some abilities and
magics. Use the chart to determine the loss, subtracting the stated
percentage from each ability.

Magic losses accrete: a specific guardian returning on the
third day after death will have lost the fifth point of all his vari-
able spells as well as the fourth point. Lost abilities are exclusive:
the stated percentage is the total percentage lost in each ability.
Abilities do not go below zero.

The spell performed in less than one full day keeps all skills
and all spells (including Rune spells) intact.

full battle magic Rune magic all skills
days losses losses percent loss
dead
1 6th point of
all variable spells none 15%
2 5th point of
all variable spells none 30%
3 4th point of
all variable spells;
ALL 4-point spells none 45%
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4 3rd point of
all variable spells:
ALL 3-point spells none 60%
5 2nd point of all,
all variable spells;  including
ALL 2-point spells 1-use 75%
6 ALL 1-point spells none 20%
7 ooopsl

This spell also may be used to summon a specific
guardian to do combat with a foe. Then the Summon
Specific Guardian spell remains reusable, but Summon
Guardian is lost as a one-use spell. Used in this manner it
is exactly like the Daka Fal Summon Specific Ancestor.
All rules apply. The Summon Guardian spell and the
Guardian Summons Chart contain the needed data.

For more about guardians, see the miscellaneous notes
at the end of this cult.

The probability that the priest or Initiate correctly
reads the vision or message is POWx5 or less on D100.
And, since no one is perfect, there is always a 5% chance
(96-00 on D100) that the character will read the signs
wrong. The referee must then make up an answer pur-
posely misleading.

The Voice of Thanatar has the following attributes:

INT25 POW30 CON16 SIZ1 DEX 20

Defense 30% Hit Points 18

Armor 6 points

SPELLS — Befuddle, Disruption, Multispell 2, Protection 3. It
also has 2 points of Divine Intervention, and one each of the
cult specialty Rune spellsavailable to a Doom Priast of Atyar.

niimmmn THREE POINT SPELLS immninumsuimisn

Summon Spirit of Teaching (Thanatar—3, Atyar): dura-
tion 1 day, range 160m, non-stackable, non-reusable.

This spell must be stacked with both Summon Guard-
ian and Summon Specific Guardian, and it must be cast
from within a Warding spell or the spirit summoned is
tréated as malign. The spell summons back the spirit of
Treack Markhor, the traiterous priest of Lhankor Mhy
who founded the Atyar cult. He is a neutral spirit and
will immediately demand the sacrifice of battle magic
POW equal to a tenth of his current POW. He will teach
Lhankor Mhy Rune magic via rapid teaching. Twice the
POW required for the spell must be permanently sacri-
ficed to him. He knows all Lhankor Mhy Rune spells.

Treack Markhor: INT 23 POW 6D6+6

Summon Voice of Atyar (Thanatar—3, Atyar): duration
15 min./3 questions, range 10m, non-stackable, reusable.

This spell is usable only on cult holy days by priests
of Atyar or Thanatar. |t summons the subservient cult
spirit known as the Voice of Atyar. There is a 35% chance
that the spirit will appear ordinarily, but if the summoner
is the temple’s High Priest of Dark Truths, the chance of
success raises to 76%. The summoner must prepare for a
full week.

When it appears, the spirit has the corporeal form of a
shimmering silver ram’s skull, with horns and brightly
glowing eyes. The Voice of Atyar tests Initiate candidates
and answers in a truthful but cryptical way up to three
questions per summoning. A priest who summons the
spirit may ask of it three questions, which must be
answered. The ritual of the questioning conforms with
the procedures for Divination. A priest may summon the
spirit for his own purposes but once a year. A second at-
tempt to call on the spirit within a year for personal
purposes will cause the Voice to attack the caller if the
ritual succeeds. _

The answer to a question may be a vision or no more
than seven questions. Being bound by Time, the Voice
cannot forsee the future. The ritual takes an hour to per-
form and must be done in a temple or other recognized
holy place sacred to Thanatar.

Consume Mind (Atyar): duration instantaneous, range
10m, non-stackable, reusable.

The third and most powerfully dangerous of the Atyar
specialty spells. This is the only way that a priest may
gain permanent use of a victim's Rune magic. This spell
does not work against Lhankor Mhy Rune Priests and
Rune Lords. When this spell is cast upon a victim, the
totality of the being’s memory is drained from it, and is
transferred to the caster’s mind, leaving the victim a
mental vegetable. This spell can be cast only during Dis-
order week, and requires the entire week to perform.
Because of the concentration he needs to cast this spell,
the priest often secludes himself into the safest area of
the temple; he is almost defenseless while casting this
vile magic.

To succeed in the spell, the priest must succeed in a
POW vs. POW attack upon his victim. Failure at this point
means the ritual is unsuccessful and may not be cast for
another season.

If successful, the priest then is liable to catatonic
shock. A roll under his CON+INT divided by 2 and multi-
plied by 5 lets him evade this result. If he fails the roll,
he is in shock for 1D6 days and must further roll on the
fumble table below. He will also have to make a D100
roll of less than his INTx5, or lose all information that
he gained from the victim’s mind, AND he will have 1D6
Knowledge skills permanently lowered by 1D10x5%.

Regardless of success or failure, this powerful spell
does 1D6+4 points damage to the caster, and heals like
systemic poison.

Three points of Reflection cause Consume Mind to go
back on the attacker. If Reflection succeeds, treat the
result as a fumble. ‘

Successful use of Consume Mind allows the caster to
gain 1D10 randomly chosen points of battle magic. Treat
in all ways as though the caster had learned them in a
normal fashion. The caster also gains 1 point of Rune
magic, which he may select at will. Additional points of
Rune magic may be withdrawn simultaneously if 1 point
of Divine Intervention is stacked with the spell for each
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Fumble Table
Roll once with 1D10.

1 caster permanently loses 1D3 points of INT.

2 caster’s memories are lost and replaced by those of the victim.
In effect, the victim has become the caster; the mind of the
original caster no longer exists,

3 caster goes insane; sits in corner and gibbers.

4 spirit of victim immediately attacks the caster.

5 caster permanently loses all knowledge of 1D10 battle magic
spells.

6 caster p;;rmansntlv loses all knowledge of 1D4 Rune magic
spells.

7 caster loses the ability to use Consume Mind ever again.

8 the catatonic shock state lasts 1D6 weeks.

9 the catatonic shock state lasts 1D6 weeks. Roll again.

10 roll twice more, ignoring rolls over 9. Re-roll duplications.

point of magic to be gained. Any spells so stolen must
be cult-compatible. All spells so gained are reusable, in-
cluding cult specialty magics.

Knowledge skills known by the victim can be gained
at a rate of 5% per week in each skill. To improve, a
priest must mkae a roll as though he were learning by
experience. |f the experience gain roll is once missed in a
certain skill, the priest may gain no further expertise in
that area from that victim. Knowledge skills gained in
this manner may rise to equal the priest’s INTx5, but
not exceed the victim's former skill level. All DEX-based
skills may be gained up to 15% additional ability. See
the Prologue to/and the Create Heads spells.

Like a Create Head, this ability causes the user to gain
a chaotic feature or a reverse chaotic feature. The feature
will be gained by the directions in the Prologue to the
Create Head spells.

Sever Spirit (Than): Duration instantaneous, range 160m,
non-stackable, non-reusable,

This spell strikes like a garrote to slice the spirit of a
character from his body. The caster must make a success-
ful POW vs. POW roll. If succeeding, the victim dies. If
not, the victim takes 1D6 to his CON, the effects being
similar to poison.

Summon Spirit of Reprisal (Thanatar special): duration
15 min. against non-cultists or till mission is accomplish-
ed, range 160m, non-stackable, non-reusable (Doom
Lord), reusable (High Priest of Dark Truths).

The High Priest of Dark Truths and the Doom Lord
of each temple have access to this spell. It allows the
caster to summon a powerful cult spirit either to punish
wayward cultists to save the temple or to personally de-
fend them (see IX., Subservient Cults, for a description).

IX. Subservient Cults

The Spirit of Reprisal

This spirit has no name. It appears as a shimmering silver
skull with ram’s horns and glowing eyes, floating over the
headless shoulders of a large humanoid shrouded in ink-black

robes, as though a combination of the Voice at Atyar and of
the Gatherer of Souls. Either a temple's Doom Lord or its
High Priest of Dark Truths can summon the spirit. Each must
use a 3-point Rune spell. The duration of the spirit depends
upon the function to which it is summoned. If called upon to
enact retribution upon a certain cult member who has trans-
gressed (by crushing a head, betraying a temple, attacking a
priest while he was under vow, etc.), the spirit will accomplish
its task and return to the spirit plane upon completion. The
retribution against a cult member usually consists of at least
three rounds of spirit combat in which the spirit drains INT, a
round of shade attack, and a successful physical attack. This
usually leaves victims alive, but destroyed mentally.

If called upon to attack non-cultists, it will remain for
the duration of the spell (15 minutes), or longer if stacked
with the appropriate Extention spell.

If the spirit must defend the persons of the High Priest or
the Doom Lord, and not simply the sanctity of the temple, it
immediately demands payment of 1D10 battle magic POW
points.

The Spirit of Reprisal

STR 24 SIZ 3x6x3* INT 18 POW 30 DEX 20

Move 12 Hit Points 24
Attack 40%

*SI1Z when attacking as a shade; otherwise about 21.

The spirit can attack in three different, but not simultaneous,
ways: as a spirit, POW vs. POW (permanently draining INT,
not POW); it can attack as a medium shade, making a fear-
shock attack; or it can attack physically, with a 40% attack
doing 1D6+2D4 damage.

A spirit of reprisal may summon a Gatherer of Souls to iIS\
aid and cause the Gatherer to attack its opponent.

The Gatherer Of Souls

This headless man in flowing black and silver robes appears
to and beckons dying cultists. He is @ minor physical mani-
festation of the god-aspect Than.

He safely guides the Thanatar dead to the Place of Waiting,
where they are added to the pool of spirits who can join the
ranks of Thanatari guardians. There are many of these spirits;
the Thanatari rely on them to protect their souls from the
beings who wait in Hell to prey on the unguarded souls of
chaotic cultists.

The Gatherer of Souls appears to any dying Thanatar
worshipper who possesses either the layman’s protective
talisman or who bears the Thanatar blemish. The Gatherer also
appears to any being dying inside the temple complex—if the
being is unmarked or without a talisman, the Gatherer of Souls
attacks him immediately. ‘Dying’ is defined as having 3 or less
hit points or as being in shock from massive body damage.

Normally the spirit is visible only to the dying, but if Detect
Spirit is cast upon it, the spirit becomes visible for the dura-
tion of the spell. Also, if it chooses to attack as a shade, it will
become visible for the duration of the attack. It is itself a
combination of a normal spirit and a small shade—similar to
the spirit of reprisal but much less powerful.

The Gatherer of Souls

STR 1D6+6 SIZ 3x3x3m* INT 3D6 POW 3D6+6 DEX 20
Move 12 Hit Points 1D6+6

*SIZ when attacking as a small shade; otherwise SIZ 2D6+6.



The Gatherer of Souls waits patiently for cultists to die

completely before guiding their spirits to their new home.
Ag a gpirit, it attacke a creature by normal epirit combat. If

it succeeds, it will drain 1D4+1 hit points instead of POW
(remember, it usually attack dying beings). Take the points
directly from the being's CON.

It also attacks just as do normal small shades. If the Gather-
er is destroyed physically, that particular portion of the mani-
festation is merely dispersed for a week or so.

Lurking Gatherers (Gatherers within 30m of the point in
question) diminish by half all healing spells, potions, and herbs.
Thus a 2-point spell does but 1 point of value, a 3-point spell
rounds down to 1, and so on. Only by dispersing or driving
back the Gatherer may the wounded be properly healed.

As mentioned, there are many Gatherers in the world.
Though many will be in existence at any given time, only one
will appear to any given person.

The Voice Of Atyar
For information about this spirit, see the 2-point spell
Summon the Voice of Atyar.

Treack Markhor

This is the spirit of the founder of the Atyar cult. He is a
former priest of Atyar's enemy, Lhankor Mhy. For more
information on this spirit, see the 2-point spell Summon the
Spirit of Teaching.

X. Associated Cults

There are no associated cults. Some of the other chaotic
cults such as Vivamort, Mallia, and Thed allow Thanatar cultists
to join, but usually at —b6 to —10 CHA. Those who do join
may learn skills and battle magic, but any Thanatari above lay-
level are bound within the confines of their god's abilities. It is
impossible for them to learn Rune magic by other methods.
Members of other cults may join the Thanatar cult, but may
not progress higher than Doom Seeker as long as they are bound
beyond lay-level to another deity.

XI. Miscellaneous Notes

Temples

The temple/living areas of this cult are usually labyrinthine
subterranean complexes. Often they may link to chaotic com-
munites of varying size. The worship hall will be large, pillared,
and lit only by Darklight lanterns. In a room beHfd the altar
is a lamp which is guarded always. It holds the cult’s eternal
flame, rumored to have been lit by the first casting of Darklight,
and passed on to every temple of Thanatar.

Every temple will have one or more libraries. There will be
large prisons in which sacrificial victims and captive priests are
kept. These captives will not be mistreated, since their bodies
and heads will be used to supplement the ranks of guardians
and to provide magic for the ever-needful Thanatari.

Temples of this foul deity are virtually small slices of chaotic
Hell. Most areas are guarded by living cult members, skeletons,
zombies, and the ghosts of rotted heads. Almost any chaotic
creature conceivable can be present in these hell-holes.

Thanatar 71
Worshippers
Chaotic creatures, such as ogres, broos, Jack O'Bears, scor-
pion men. and goblins usually follow thic gnd Hiimane, with
increasing frequency, are finding their way into this cult. In a
few vile areas, humans compose entire temples.

Guardians

Guardians are the familiars of the Thanatar cult. They are
human beings whose spirits have been replaced by those of
deceased Thanatari.

On holy days, unwilling non-cultists are forced into spirit
combat with the cult’s spirit of reprisal until the victims' INT
is devoured, and they die. Using the Summon Guardian spell,
a priest then calls a spirit from the Place of Waiting. A ritually-
prepared Doomed One engages the summoned spirit in combat
and binds it into the body as if it were a familiar. A spirit so
bound becomes a guardian.

Treat a guardian as both a bound spirit and as a non-player-
character. The binder may draw upon the guardian's POW and
spell-storage capacities, as per a normal familiar. All normal
rules concerning bound spirits in familiars apply. However, the
guardian may use any of its spells to fight for and defend its
master. When a guardian or its binder dies, the spirit once again
returns to the Place of Waiting, to bide there till the forces of
chaos engage the gods in the final battle of the world.

Protective Talismans

Because of the special blemish which they all bear, Thana-
tari of Initiate level or higher are immune to the attacks of the
rotted-head ghosts. Lay members of the cult obtain similar
protection by have a charm created for them. Such a talisman
is constructed from a human finger bone, human hair, and a
shard of tarnished silver (often in the form of a horned skull).
At the time of creation, the lay member sacrifices a point of
POW into it; that point of POW is lost until the talisman no
longer contacts the wearer's body. At that moment the charm
breaks, and the POW is regained in six hours. The charm norm-
ally hangs around the neck, secreted under clothing.

Pronounciation Notes

Pronounce the name of the original god, Tien, as TEE-yen.
The “th"" in Than issaidas it is in "‘thee’'—fully voiced; the "‘a"
is short, as in “at”. Say Atyar as AT-yar; the second syllable
rhymes with “far”. Pronounce Thanatar as THAN-i-tar, once
again fully voicing the “th" as you would in the normal English
word ""than”,

Hit Locations
A person carrying a living head has a special hit location
chart:

Right Leg  01-04
Left Leg 05-08
Abdomen 09-10
Carried Head 11

Chest 12

Right Arm 13-15
Left Arm 16-18
Head 19-20

For non-humanoid creatures carrying living heads, use some
abdomen or hindquarters number as a hit location for the car-
ried head. Randomly determine which head is struck if more
than one is carried. Heads may be armored. Armor on a head
adds to the encumbrance of the head, usually only one point
per such head.
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THE CRIMSON BAT
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Steed of the Red Goddess -

I. Mythos And History

Before Time

The Crimson Bat once was a natural animal, but was horribly
mutated by the flood of chaos which infected the world after
the War of the Gods. It grew to a tremendous size, and glowed
with chaotic forces. The glow was the Glowspot, and it was a
source of chaotic power.

To feed these energies, the Bat consumed enormous amounts
of food and for survival required the Power from intelligent
beings.

Since Time

During the First Age, the Crimson Bat roamed the world
without restraint. It descended upon towns and cities without
warning, devouring the people. The early hero Arkat met the
beast in battle, withstood it, and managed to banish it from
the mundane plane. It did not reappear in the Second Age.

In the Third Age, the Red Goddess was born in Peloria. She
brought new and radical ideas and beliefs about the powers of
the world to her people, and they joined in her worship. Filled
with her inspiration, they conquered and converted the lands
around them to the words of the goddess. The goddess left the
world for a time to forge her place within the pantheons of the
elder gods. While she was on this heroquest, powerful enemy
lords took the opportunity to strike. So strong was their hate
of the Red Goddess that they reached and beseiged her capital
before she returned.

She returned riding the great monstrosity of the Crimson
Bat. Enemy forces knew great terror, and died in regiments as
the Bat made war. Many survivors went mad. Lunar historians
refer to this battle as the First Battle of Chaos, and use that
day, Freezeday, as the feeding day for the Bat.

Life After Death
The cult promises nothing about life after death, except

that loyal and lucky cultists will be spared the eternal agony of
boing caten by the Bat.

Runic Associations

The Crimson Bat is identified with the Runes of Chaos and
Death. Since its binding by the Red Goddess, it has been allied
with the Lunar Rune.

I1. Nature Of The Cult

Reason For Continued Existence

The cult was formed by the goddess to care for and to feed
the Bat. In binding the demon, she gained some control over
the beast’s hunger, finding a low maintenance level so that the
Bat could stay on the mundane plane without the sacrifice of
thousands of people each week.

The cult is responsible only to the Red Emperor, and the
Bat is an arm of his power, though he may temporarily assign
command of the use of the Bat to a particular general or n\ﬂ‘H\
tary district governor.

In times of peace, the cult must maintain the Bat at its
minimum level. It is fed an average of 25 intelligent beings once
per week. Its feeding requirements are exact, and covered com-
pletely in the miscellaneous notes at the end of this cult. If the
Bat is not properly fed, it will fade from the mundane plare,
requiring many sacrifices and great magics to bring it back.

In wartime the cult membership grows, and the Bat's hunger
increases for the demon is used regularly in attacks. The food
consumption increases by a factor of ten, and the bat then
must be fed twice weekly.

The Lunar Empire finds the Bat useful. The chaos light it
emits acts in all ways as a miniature Glowline, and all Lunar
magicians within that area cast their magic as if the red moon
were in its Full state. This area about the bat is called the
Glowspot, and it varies 4-20km in diameter depending upon
the feedinglevel of the Bat.

The Bat is a great deterrant to uprisings in the borderlands.
With its chaotic cries, it can chase away all animal life from
wide areas and make the life of a nomad impossible, and with
its great attacks it can defeat and devour any settlement or
tribal citadel. By imperial decree, the Bat has not been seen for
years in the Heartland Sultanates, confined to client states,
such as Tarsh, as a gruesome reminder of the might of the Red
Moon.

Though not directly mandated by the goddess, the Red
Emperor has declared that Rune Prieste and Ruine | ords of the
cult shall not be more than lay members in any other cult.

Socio-Political Position and Power
Most Lunar citizens consider the Bat and its cult a necessary
evil, and try to avoid contact with it. Since the cult is responsi-



ble directly to the Emperor, the civil and military authorities
usually cooperate fully with it.
Cultists constantly watch for food suitable for the Bat. The

food must be intelligent, and bands of cultists search the streets
and alleys for criminals, runiaway slaves, and adventurers 1o use

as food. Peasants will be used only when other food types are
insufficient. This rarely happens.

111. Organization

Inter-Cult Organization

There is only one temple to the Crimson Bat, the Bat itself.
Rune Priests, Rune Lords, and Initiates can sacrifice and gain
cult Rune magic while within the Glowspot, and the Bat acts
in all ways as a témple for the sacrifice of Power on holy days
and for regaining Rune magic.

Intra-Temple Organization

In peacetime the cult has about 25 constant members,
though this will vary. The High Priest has four assistant priests,
two of whom will always be at 90% or more in Bat Mastery.
The five Rune Lords supervise the sweeps for Bat food, and an
assistant priest will often accompany such a hunt. The Initiates
number 15-40, and five or so always will accompany a Rune
Lord on his sacred mission. The number of lay members will
change constantly as the Bat moves from place to place.

Center of Power, Holy Places
The Crimson Bat is the center of power, and the holy place
is the glowspot.

Holy Days

The Dark Moon day, Freezeday, is the holy day for the cult.
At maintenance level, the Bat will be fed his 25 human sacri-
fices on this day.

IV. Lay Membership

Requirements To Join

To join the cult, the prospective member must acknowledge
the power and might of the Crimson Bat and of the Lunar Em-
pire and donate at least 50 lunars to the cult. Captives may
join the cult as lay members to try to avoid becoming Bat food.

Requirements To Belong .

Laymen do not continue in this cult. The cult must be re-
joined each week, and that is possible only in the proximity of
the Bat, which moves regularly. Lay members are expected to
fully aid the collection of food for the Bat. =~ -

Mundane Benefits
Lay members will be eaten by the Bat only after all non-
cultists have been devoured.

Skills
The cult offers no skills to lay members at any price.

Battle Magic
The cult offers the following battle magic spells to laymen:

Half Normal Price — Binding.

Crimson Bat 73
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V. Initiate Membership

Requirements For Initiation

To be accepted as an Initiate, the candidate must present
himself to a priest of the cult. If there is room for a new Initiate
the candidate must then attend the next feeding of the Bat,
and temporarily offer the Bat all but one point of his Power,
and at least 150 lunars. There is a 99% chance that the Bat will
accept the Initiate. One percent of the time the Bat rejects the
candidate by taking all of his Power and eating his body.

Requirements To Remain Initiated

Initiates must obey the commands of their priests and Rune
Lords and work always to keep the Bat fed. Initiates must
worship the Bat on holy days, and offer themselves as food if
the Bat's supply is insufficient (this is imaginable only if the
Bat was among Lunar forces suffering a disasterous defeat). All
spirits bound by Initiates must be fed to the Bat, and every Ini-
tiate is required to donate 90% of any earnings to the cult.

Mundane Benefits

Initiates will not be fed to the Bat unless there is an extreme
shortage of Bat food. Any available non-cultists and all lay
members will be eaten by the Bat before the first Initiate is. If
Initiates become food, the most junior Initiate is taken first,
and the most senior Initiate taken last.

While attending the Bat, initiates have their food provided
for them by the cult; the cult pays for all needs and expenses.

Favored Initiates may ride on the Bat with the Rune Priests
and Rune Lords when the Bat flies to new feeding grounds.

Initiates may join associate cults of the Crimson Bat, but
this will disqualify the Initiate for priesthood with the Crim-
son Bat.

Skills

Initiates will be taught almost any skill that a current priest
or Rune Lord of the cult has mastered, at half the normal cost
and at twice the normal time to learn the skill. The Crimson
Bat promotes no skill over another, believing that even the
most esoteric skill may be useful in bringing back the Bat food.

Spells

In addition to the normal one-use Rune spells available to
most cults, this cult also sells battle magic to Initiates on the
same basis as the skills its Runemasters know.

Divine Intervention is not available to Initiates of this cult

VI. Rune Lord Membership

General Statement

Rune Lords of the cult are known as Feeders They enable
and assist the mundance functions necessary to the regular
feeding of the Bat, and accompany and guard cult priests who
must venture into unfriendly territory.

Requirements For Aecoptance

There are only five Rune Lords in peacetime, so the referee
must decide if the cult has room for another. There may be an
indefinite number during a war.

Feeders must meet normal requirements for Rune Lords
(POW 156+ and five skills at 90%+). Of the five skills, at least

two must be combat skills, and one of those must be with a
sickle-shaped weapon such as the scimitar. The applicant may
not be an Initiate in any other cult. An applicant can apply for
Rune Lord status once per year; an applicant must have been a
cult Initiate for at least one full year.

The percentage chance on D100 of acceptance equals the
applicant’s POW + CHA, plus the total number of intelligent
beings he or she personally captured and fed to the Bat. A
fumble on the acceptance roll means that the Bat ate the
applicant.

Restrictions .

Crimson Bat Rune Lords have few restrictions. They must
obey the commands of the High Priest and they must work
very hard to keep the Bat well fed. If they elect to have an
allied spirit, they must satisfy its appetite as well (see the asso-
ciated cults section below). Rune Lords may keep 30% of any
earning, to provide for any Initiate followers.

Benefits

The Rune Lords of this cult get few benefits beyond those
normally available such masters; food, lodging, and expenses
are paid by the cult. The junior-most Rune Lord will not be
fed to the Bat until all Initiates of the cult have marched into
its jaws.

Upon acceptance as a Rune Lord, each receives one com-
plete set of iron equipment, including armor, shield, and two
weapons. The individual Rune Lord may choose his own type
of armor and his own weapons.

Rune Lords desiring it may choose to have an allied spirit..

All Rune Lords may ride upon the Crimson Bat when it
flies to new feeding grounds.

VIl. Rune Priesthood

General Statement

Rune Priests have responsibility for the care and feeding of
the Bat. All their actions will be directed to that goal. Though
they may be found adventuring in areas distant from the Bat,
they only will be so found on specific missions assigned by the
High Priest. Most of their time is spent feeding the bat or ob-
taining and guarding the Bat's food.

Requirement For Acceptance

In addition to the normal requirements for priesthood in
RuneQuest, priests of the Crimson Bat must Read/Write New
Pelorian (the Lunar official language) at 85% or better. To be
accepted for priesthood, they must pass the same test as do
Rune Lords. There are only four assistant priests at any one
time. To be a priest, they must not have been Initiated to any
other deity.

Restrictions

Priests of this cult are restricted to the neighborhood of the
Bat; they may go out on their own only with specific permis-
sion of their High Priest.

Benefits
Each priest of this cult is a personal Glowspot. No matter
where or when, their spellsalways work as if it were Full Moon.
The priest may decide to receive an allied spirit (see the
associated cults).
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When the High Priest decides to leave an area and fly the Bat -

1o a new location, the priests may ride atop the Bat to the new
feeding ground.

Priests will start to learn the Bat Mastery skill from the

Hiah Priest.

BAT MASTERY

Successful use of this skill brings the Bat back under
the control of the cult should the Bat ever break the
Binding spell wrought by the Red Goddess. The Bat
must be satiated with food and Power before the skill
will work. If the Bat should go berserk from hunger, the
priests can control it once it has completed its feeding.
See the miscellaneous notes of this cult for information
about guiding the Bat.

Bat Mastery may be learned from experience (though
the local population will not cheer the student when he
misses), but it is taught only to 90%. A priest will learn
5% in the skill for every four weeks he studies; he must
accompany the Bat in order to study.

Bat Mastery is a Knowledge skill with a base of 0%.

Rune Spell Compatlbillty

Rune Priests of the Bat are able to use the following stand-
ard Rune spells: Absorption, Concealment, Discorporation,
Dismiss Elemental 1, 2, and 3, Extension 1 and 2, Mind Link,
Multispell 1, Shield, Spell Teaching, and Warding. This version
of the Absorption spell diverts the POW directly to the Crimson
Bat.

Cult Special Rune Spells

The cult will teach the following cult special Rune spells for
the price the teacher wishes to charge.

I ONE POINT SPELLS nummummmmmmimm

Bat Wings: duration 15 minutes, range touch reusable
non-stackable, 1-point spell,

This spell works only on Initiates and Runemasters of
the cult of the Crimson Bat. It causes a pair of large bat
wings to grow out of the back of its subject. These crim-
son wings enable their possessor to fly at a movement
rate of 12 for the duration of the spell.

The wings are, for all purposes, part of their posses-
sor’s body. They have 3-point armor skin, and they take
the same number of hit points as their possessor’s arms.
Use the Wind Children hit location table in RuneQuest.

Although physical damage does disable the wings, any
damage they sustain does not come off the character's
total hit points.

Fangs: duration 15 minutes, range touch, reusable, non-
stackable, 1-point spell.

This spell works only on Initiates and Runemasters of
the Crimson Bat. It causes the growth of huge red fangs
from the mouth of its subject. Attacking with these
fangs, the user has a base chance of 50% (plus any attack
bonus) to hit, and does base damage of 2D6 (plus any
damage bonus). Furthermore, the fangs secrete an acid
of potency equalling their user's CON, but to which the
user is immune while the spell lasts.

IR TWO POINT SPELL  Itumummmmmmm

Power Drain: duration 15 minutes, range touch, reusable,
non-stackable, 2-point spell,

With this spell the caster has the same ability to drain
Power as does a vampire. His touch will reach through an
opponent’s armor, attacking him POW vs. POW in the
same fashion as a ghost. Unlike a vampire, the priest can
not keep the Power; it flows through him directly to the
Crimson Bat.

URIHRINn THREE POINT SPELL MMM

Glow Spot: duration 15 minutes, range 20m, reusable,
non-stackable, 3-point spell.

This spell causes the subject to act as a Glowspot with
a radius of 20 meters. Inside that area all Lunar magic
functions as it does on the day of the full moon. For this
effect to work on targeted spells, both the caster and
target must be within the radius of this or another
Glowspot.

VIII. Subservient Cults

The Little Bats
Those Rune Priests and Rune Lords wishing to receive an
allied spirit may have one from the sub-cult of the Little Bats.
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These spirits look like small red bats, and they function in all
respects as normal allied spirits except that they, too, have an
appetite to be fed. Once each Freezeday they must engage an
opponent in spirit combat and completely annihilate them. Of
the Power they eat in this combat, half goes to the Crimson
Bat while the rest maintains the physical body of the little bat.
Little bats attack opponents in spirit combat by landing on
their head and gripping hard with their claws. In the course of
the combat, they pulse bright red. If a little bat is not fed for
two consecutive weeks, it loses patience and attacks its master.

A little bat has INT of 2D6+1 and POW of 3D6+6. In phys-
ical combat they have one hit location with 2 points of armor
and 2D3 hit points. If one is killed physically, it will reform its
body and return to its master on the next full moon.

These bats also serve as the cult spirit of reprisal. Any Initi-
ate or Runemaster who deserts the cult will be attacked once
by 2D3 of little bats.

IX. Associated Cults
The Seven Mothers

The Seven Mothers grant the Crimson Bat the use of the
following spell:

NG TWO POINT SPELL Hutmmnmmnumsnmummm

Mind Blast: duration variable, range 160m, reusable,
non-stackable, 2-point spell.

This spell must overcome the POW of the target to be
successful. If successful, it destroys the INT of the vic-
tim for a number of days equal to one-half the attacker’s
POW. A roll of 01-05 always succeeds and also does

1D642 damage to the target’s head.

Primal Chaos

The Emperor’s decree against initiation in other cults is
largely based on an understanding of the potential of chaos.
Misuse of its abilities is frowned upon. No priest or Rune Lord
of the Crimson Bat may have chaotic features, for if control of
the Bat fell into the hands of a chaotic, the devastation could
be immense.

Philosophically, however, the Emperor allows the individ-
ual to choose.The cult of Primal Chaos is available to Initiates
of the Crimson Bat, but joining the cult will void any chance
of an Initiate's advancement to Rune level in the Crimson Bat,
being restricted to Initiate forever.

Initiates of the Crimson Bat gain access to the following
spell through the worship of primal chaos:

Ha RN THREE POINT SPELL i

Chaos Feature: duration permanent, range touch, one-
use, non-stackable, 3-paint spell.

At the instant that the caster sacrifices Power for the
functioning of thie epoll, the eacrificer ie marked with
the Touch of Chaos—he gains a permanent chaotic feature.
Cast any die: an odd roll indicates that the caster rolls
for the chaotic feature on the Curse of Thed chart given

in the cult of Thed write-up. An even roll means that the
standard chaotic features chart in RuneQuest is used.

Each chaotic feature taken results in a cumulative
10% of the caster permanently changing into a broo. The
change roll is made immediately after assuming a new
chaotic feature.

X. Miscellaneoys Notes

Feeding The Bat

The Crimson Bat must be fed each week, on Freezeday. If
it is not fed, its requirements double each day that passes. |f
still not fed its new requirement, the Bat will fade and disap-
pear from the mundane plane on the following Godday. The
Bat, therefore, must be fed regularly and on time.

Both the body and spirit of the Bat must be fed. At its
maintenance level its body requires 250 total SIZ points (an
average of 25 creatures of SIZ 10) for food each week. The
Bat will not quibble about the type of meat so long as it is fresh
— not more than one or two days dead.

In feeding the spirit, the Bat will devour only the spirits of
intelligent beings (those with INT 6+). The spirits of enough
beings to give it a minimum of 250 points POW each week are
needed (this is an average of 25 creatures of POW 10 for food
each week).

The Surrounding Population

The Crimson Bat roams the borders of the Lunar Empire,
stopping every week or so in a new area. It has not been in the
Heartland of the Lunar Empire for years, by imperial ‘decree.

When the bat enters an area, the people react in one of four
ways. (1) They flee immediately and return when the Bat has
departed; they often return to find their property confiscated
or destroyed. (2) They hide, but the cult has become expert at
tracking down and finding people. (3) If captured, they join
the cult as lay members, and betray non-cultists; since the Bat
will eat lay members when needed, this tactic is of uncertain
benefit if the population is small or if everyone joins. (4) Some
will fight the cult: unfortuantely the cult is very strong com-
pared to their normal foes, and always has with it the awesome
trump of the Crimson Bat itself.

The people are usually convinced that assisting the cult will
cause the least damage. They round up undesirables, traders
from other countries, minor cultists, and such, and hope that
the offering is adequate.

Guiding The Bat

Bound by the Red Goddess, the Crimson Bat is obliged to
fallaw the instructions of the High Priest or any order given
correctly via the Bat Mastery skill. But if the Bat is not properly
fed, it has a percentage chance equal to one-tenth the Power
due it of becoming uncontrolled. In this state, the Bat will de-
vour whole towns to satisfy itself. If it cannot feed to satiation,
it will vanish from the mundane plane on the next Godday.



The Glowspot Effect

The Bat exerts a force which acts in all ways as the Lunar
Glowline for Lunar magicians. All Lunar magicians within the
Glowspot of the Bat act as if the Red Moon were full.

At full ability, the Glowspot of the Bat extends for some
20km or so. At minimum ability, the Glowspot covers an area
with a radius of approximately 4km.

When seen, the entire area within the Glowspot is filled
with a bright red light emanating from the Bat. The light is vis-
ible day and night.

THE CRIMSON BAT, chaos demon bound to the service of
the Red Goddess and the Lunar Empire.

STR 250 CON 120 SIZ180 Right Leg (01-02) 85/51
INT 13 POW var. DEX 150 Left Leg (03-04) 85/51
CHA see below Body (05-08) 85/52
Right Wing (09-12) 85/50
Mov 12  Hit Points 162 Left Wing (13-16) 85/50
Head (17-20) 85/51

Bite (1D10+26D6) 750% SR 5

Breath (3D6+10 acid damage, in the exact shape and range as
dream dragons’ breath) 750% SR 1

Tongue-1 (3D6+10 acid damage plus 12D6 constriction) 750%
SR 2 (range 10m, 30 hit points)

Tongue-2 (3D6+10 acid damage plus 12D6 constriction) 750%
SR 3 (range 20m, 25 hit points)

Tongue-3 (3D6+10 acid damage plus 12D6 constriction) 750%
SR 4 (range 30m, 20 hit points)

Chaos Scream (see note 1)

Eye Spit (see note 2)

Wing Buffet (see note 3)

SKILLS: Flying 500%.
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NOTES

1. The Bat can emit a horrible, madly chaotic keening affecting all cre-
atures within 4km, except for Initiates, Rune Lords, and Rune Priests
of the cult. All unintelligent, uncontrolled animals will flee the area, and
all intelligent creatures will become demoralized for 1D10 days,

2. Two of the Bat's five eyes on his head can eject chaotic blood from
the Dat every uther melee round, to a range of 80m. This blood can be
removed only through successful Divine | ntervention. (Note: because of
the extremely chaotic nature of the Bat, Divining for blood removal
may be attempted as often as needed; no god would let a worshipper be
affected in this way without hope.) Each melee round that an individual
is covered with the blood, no matter how much, he loses one point of
cast Rune magic. Once all cast Rune magic is eliminated, the victim will
then begin to lose the knowledge of any Rune magic sacrificed traded
for, at the rate of one point per 5 melee rounds. Traded magic will be
devoured first. When all Rune magic has been absorbed by the blood, it
will dry and crumble off. Once free of the blood, Rune magic again
may be sacrificed for as normal.

3. The wings of the Bat can create a wind with a strength of 100.
4. The Bat never can be surprised.

5. Any creature of SIZ less than 50 will be swallowed on a successful
bite attack.

6. The current POW of the Bat is equal to the number of POW points
sacrificed to it since its last feeding day.

7. The Bat’s body host a number of very large (SIZ 4) ticks. Anyone
not at least an Initiate of the Crimson Bat who tries to ride the Bat will
be attacked by 4D6 ticks. Each carries the disease Soul Waste. These
ticks are smaller than those in the Gateway Bestiary.

attack 50% damage 2D6 8 hit points 3 points armor

8. The Bat will absorb all the battle magic cast or in effect within the
Glowspot. Priests and Rune Lords of the Bat will be unaffected.

9. All discorporate or unbound spirits (except fetches) which come
within the Glowspot will be absorbed instantly by the Bat.

10.The Bat absorbs all magic, battle or Rune, cast at it.

11.The Bat regenerates up to 20 hit points per location each melee
round.

12, The bat may unhinge its jaw to swallow unimaginably large things.
On a special bite roll, the Bat can swallow whole anything up to half its
current size.
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KRARSHT
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The Hungry One

I. Mythos And History

Before Time

The endless bickerings and jealousies between the gods
weakened and finally tore the fabric of the world during the
early Gods' Wars. Through the tears oozed illogical horrors
which intensified the fear and terror of the conflict. One such
creature, whose true name is still unknown, was called Krarsht.
Also known as the Waiting Mouth, the Hungry One, and the
Devouring Mother, Krarsht survived by feeding on what she
perceived as the refuse of Glorantha.

It is thought that Larnste, patron of Change, once saw the
squirming being of Krarsht and sought to eliminate that chaos
evil from the world. When he tried to step on the foulness, how-
ever, Krarsht sprang to kite the god, breaking his divine skin
and infecting the wound immediately. Where the god bled,
there rose up a foul and evil forest, a perfect nesting ground
for all things chaotic. The wood was later named Foulblood
Wood and has remained a bastion of chaos.

In the Great Dearkness, Krarsht reigned unchallenged for a
while, but at last had to face Storm Bull and his followers. That
god seriously wounded the Devourer in a number of violent
battles. Each time Storm Bull could corner her, Storm Bull
was able to cut off another part of her being, most of which
died, while Krarsht bit at and tore great wounds in the mighty
sky-bull, By tasting his blood, the Waiting Mouth learned some
of Storm Bull's secrets, modified them, and took them for her
own. Finally the valiant bull drove Krarsht from the surface
world, and she was forced to eat holes in the world in which to
hide. At first the Storm Bull followed her into these caves, but
the Devouring Mother was more clever than the other chaos
gods: some of her amputated parts grew into minor versions of
her, the Krarshtkids. Following her underground, they began
eating other, diversionary tunnels. Soon it became impossible
for the Storm Bull to follow her without being in danger of be-
ing lost, and so she escaped annihilation.

Since Time Began

During the ages to follow, Krarsht grew comfortable in her
underground domain. Save for errant Mostali miners, her rivals
were few and, unmolested in her labyrinth, she recovered some
of her former strength. She attracted some followers from those
who admired her tenacity. Her losses in direct confrontation

with the forces of Order taught her the usefulness of patience
and the satisfaction of vengeance, and she became known as
the Waiting Mouth to those few who still knew she existed.
Throughout Time, Krarsht has never tried to hold surface
kingdoms, since she owns much of the world beneath. Instead
her forces operate against individuals of the surface, those in
responsible positions who are ambitious and temptable, or the
honorable men who oppose the unprincipled. In fact, Krarsht
may be the ultimate tool, if not the cause, of the decay and
ultimate evilness of many mundane empires which began with—
bright promise. But the cult keeps no written records; only
Krarsht herself knows the true bounds of her deeds. The cult
tunnels through society as she tunnels through the earth.

Life After Death

Krarsht promises that every loyal follower of her in life shall
become her in death, and will learn her every secret and have
available her every Power. This shall be true for every follower,
even though there shall always be only one Krarsht. Philosoph-
ers who have studied the question declare that Krarsht's pro-
mised Many Into One is illusion, and that while Krarsht may
indeed store a worshipper's ego in some unimaginable way, the
dead worshipper will have no will—that all functioning of the
god remain hers alone, and the worshipper merely dreams his
presence. It is believed that Krarsht plans a special use, perhaps
tnousands of years in the future, for the myriad worshipper
identities she has stored, but no one has guessed its meaning.

Runic Associations
The cult is associated with the Runes of Mobility, Stasis,
and Death.

I1. Nature Of The Cult

Reason For Continued Existence
Since the Dawning, worship of the Waiting Mouth has in-
fested many civilizations. This religion appeals to bureaucrats,

conmen, unscrupulous traders, and those in general whose fore-
most desire is to be on the side of power always; the cult of

Krarsht teaches many skills and rationales that the ambitious
find useful. The cult can conveniently do away with rivals and
enemies, as the Mouth needs occasional sacrifices, but not so



many that the wrath (or even the curiosity) of the public is
aroused. Cult lay members are expected to be or to try to be
active in local economies and politics. Others may find success
in underworld dealings. Frequently cult members will serve as
a clandestine network making any service or item available at a
profitable price.

Socio-Political Position and Power

This cult always attempts to be obscure or unknown, even
in the few areas where major portions of the population are
worshippers. The name of Krarsht may be unknown to those
who worship her. This is satisfactory to her, for Krarsht is
patient. The cult emphasizes secrecy, and its operatives know
only so much as they need to function effectively. Only an
Initiate or higher-ranking cult member ever enters acult temple,
Lay members rarely see priests, and then only during induction
of new members and at occasional ceremonies. Lay members
never knowingly see Rune Lords of Krarsht; even Initiates may
not see a Rune Lord for years at a time.

Particular Likes And Dislikes

Worshippers of the Storm Bull are this cult’s first hate,
because of the damage he did to the Devouring Mother during
the Gods’ War. From those great wounds she never recovered.
Cultists fear the Humakti, who have proven adept at spoiling
many of the cult contracts with their Sense Assassin ability.
Krarsht always encourages lay brethren and Initiates to report
immediately the presence of RuneMasters of these cults.

Former Initiates or Rune-levels of Krarsht are few. Such of
those who violate cult dictates immediately will be attacked
by the minor spirit-mouths of the cult, the Krarshtides. Each
night for a week the former worshipper will be attacked by
one of these monsters, who will eat his Power and attempt to
drive him mad. Should the offender survive these assaults, oth-
er cult members will hunt him until they get him.

I11. Organization

Inter-Cult Organization

Through the unity of Krarsht, the regional temples maintain
a reliable flow of information. While direct communication be-
tween the far-flung temples is impossible, very important infor-
mation can be told to a sacrifice just before the ceremony of
sacrifice, and that information (as the sacrifice understood it)
will be made known in a vision to all of the High Priests of
Krarsht after the victim has been devoured. In times of the
greatest crisis, a cult member will volunteer to be told the
information and then be sacrificed: a cultist is more likely to
understand and convey cult information accurately than is an
ordinary sacrifice paralyzed with fear. “

Intra-Temple Organization

Each temple of Krarsht may control a region 50-200km
across, with small satellite shrines to the goddess controlled by
far-flung Initiates of that temple. The groups of lay members
worshipping at the shrines are called Drools. Rune Priests of
the cult regularly ride a circuit of 10-15 Drools, stopping for a
short time at each in order to perform a few services and to in-
duct new lay members.

Rune Priests (called Tongues) remain at the temple and
coordinate cult activities when they are not riding between the
Drools.
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Rune Lords (called Jaws) are the master craftsmen of the
cult. They always perform the most sensitive or dangerous tasks
for the Mouth. They do not work often, but train frequently.
Their clients never see them, know their identies, or have any
knowledge of them except their intent. The only way to con-
tact a Jaw of Krarsht is through an Initiate of the cult.

Center of Power, Holy Places

The centers of power for Krarsht are her regional temples
and local shrines. Her temples are vast underground labyrinths
carved by Krarsht's children. Each will have several disguised
or camouflaged openings to the surface world, usually a cave
hidden by brush. The land surrounding the opening will always
be controlled by an Initiate or lay member of the cult.

The local shrines are given by Krarsht to worthy Initiates so
that they may form their own Drool. A shrine is good for the
sacrifice of Power to the Maw, but good for nothing else. Rune
magic can only be regained at a temple, etc. Sometimes these
shrines are great idols, and sometimes small, easily carried altars
when the Initiate is first recruiting his Drool. The shrine may
be shrouded with black silk. If a shrine can be seen, the image
of Krarsht will be roughly circular and flat, with six legs about
the perimeter of the body, and a large central mouth.

The great holy place of the cult is south of Dragon Pass, in
the Holy Country, where Larnste first saw Krarsht and failed
to kill her, and where Krarsht's first feeding took place. Where
Larnste tried to crush the Maw is still his giant footprint.
About the toes of the footprint collected the infected blood
from Krarsht's bite. This blood fed chaos, and from that area
sprang the foulness which cultists know as the Forest of First
Reward, and decent folk call Foulblood Wood. It continues to
be a center of chaotic activity.

Holy Days and High Holy Days

The cult deliberately aligned its ceremonial days to conflict
with those of the Storm Bull. Thus its holy days are during
Stasis week of each season: on Freezeday in Sea season, on
Waterday in Fire season, on Clayday in Earth season, on Winds-
day in Dark season, and Fireday in Storm season.

The cult High Holy Day for the year also is Wildday, Stasis
week, Storm season.

IV. Lay Membership

Requirements To Join

Members of the cult are rewarded for bringing in reliable
new members, and punished for suggesting fools and traitors.
The applicant will be questioned thoroughly by a group of lay
members, then scanned by a concealed Initiate with Sense
Order. There will be a later interview with the Initiate of the
local shrine. If the applicant is accepted for probationary
membership, he will have to prove worthy of it by ambition
and deed. A Rune Priest permanently inducts the applicant into
the cult after satisfying his own sense of the worthiness of the
probationer. It is up to the Initiate to decide when the new
probationer might be ready for permanent status.

Applicants found to be Initiates or Rune-levels of any cult
of ordor, and particularly culte of Truth, will never leave the
guestioning session. However, the cult encourages lay members
of other cults to continue their observance of the rituals of the
other cults, and in general welcomes any. being with discipline,
ambition, and greed.

Requirement To Belong

Lay members must donate 5% of their earnings to the cult
and attend each service. Every lay member must vow complete
secrecy about the existence of the cult and all matters concern-
ing the cult.

Lay members must accomplish the majority of recruitment
of new worshippers, and are relied on to pass on all news,
rumors, and other useful local information to the Initiate.
They often make the initial contact with potential clients. Many
of the street urchins infesting every sizable town will be lay
members of the cult.

The lay member must provide one intelligent being as a
sacrifice each season, and sacrifice 1 point POW each service.

Mundane Benefits

Each person recruited by a lay member who becomes a
permanent lay member is worth a reward of 10 lunars to the
recruiter. If a recruiter brings in a member who eventually be-
comes an Initiate, the recruiter receives 100 lunars from the
cult.

Lay members will be found in all cults and occupations.
They often help each other find lucrative positions, and will
make emergency loans.

The cult will relocate lay members who are under suspicion
by local authorities, but even in emergencies will not admit a
lay member to a temple. If a lay member has performed with
conspicuous incompetence, he will be fed to the Hungry One.
The cult can provide Healing for members, with payment to
be settled when the member is able.

Skills
Krarsht lay members receive training in the following skills:

Half Normal Price — Hide in Cover, Move Quietly, Listen,
Shortsword attack only.

Prohibited — The Peaceful Cut.

Unique — a lay member may begin training in the cult spec-
ial skills, Hurl Pratzim and Net Attack/Parry:

HURL PRATZIM

Initiates brew this disgusting liquid from the saliva of
the Krarshtkids. It is cohesive and viscous. The user
reaches into a pouch holding several handsful of the stuff.
He then casts 1 point temporary POW into it, and throws
it at a target. Casting this stuff demands skill, because
when it leaves the hands it begins to expand and form a
conical web about 3m in diameter. |f the throw succeeds,
the saliva binds and entangles the target. Victims hit by
pratzim must make an STR vs. STR roll to escape. The
pratzim is always STR 15. A missed roll means that the
victim is bound, may not fight with any weapon, and
may hop, if still standing, at a movement rate of 2. A
fumble roll means that the victim is hopelessly entangled
and will strangle to death in CON + 5 rounds unless freed.

The beginning skill at Hurl Pratzim is 0%. The skill is
learned at the rate of 300/600/1200/EXP for members
of the cult, and 600/1200/2400/EXP for non-members.

Edach handful can be hurled only once. Lay members will
have ten handsful per season.




Battle Magic

The cult teaches all the battle magic spells in that section of
RuneQuest. In addition, lay members may learn a cult special
spell, True Net.

THIIHHnmnn ONE POINT SPELL Hunmmmnmmmmmm

True Net: temporal, passive, range 80m, 1-point spell.

This focused spell affects only nets and handsful of
pratzim, increasing the chance to hit by 5% per point of
spell, and increasing the strength of net or pratzim by
one point. This spell is stackable to 4 points, and is not
compatible with other weapon-improving spells.

IV. Initiate Membership

Requirements For Initiation

The prospective Initiate must have been a lay member for
at least a year, and must know Hide in Cover, Move Silently,
and Net attack/parry at 50% or more. He must then convince
the Initiate under whom he worships to sponsor him the next
time that a Rune Priest officiates at ceremonies. Abstract this
as aroll of D100 of POW+CHA plus 1 for each 1000 lunars
given to the cult and 1 for each worshipper recruited for the
cult by the applicant and then divide the total by three and
multiply it by five. A roll equal to or less than the result on
D100 means success. Applicants who fail the roll must wait for
another season. Applicants who fail twice have lost the trust of
Krarsht and are fed to her children.

Requirements To Remain Initiated

The new Initiate is called a Lip. Once accepted, he must re-
state his vows to the Waiting Mouth and his complete loyalty
to the cult. The new vow is of utmost seriousness, and Initiates
will be warned (once) that they now never will be allowed to
leave the cult alive.

A Lip must sacrifice 2 points POW each week to Krarsht. If
this sacrifice is not performed, a Krarshtide spirit will hunt
down the offender and hound him until either he is driven
mad or dies, or until he returns to explain to his Drool or his
temple.

Lips must provide two sacrifices to Krarsht per season.

Mundane Benefits

Initiates in good standing who have been in a temple for
three years or more and who have followed cult dictates may
be provided with their own Drool or be sgnt out along with a
Rune Priest to establish one or more new Drools. They also
will receive a small shrine to Krarsht.

All Initiates have better access to training than do lay mem-
bers, since they have proved their devotion.

Skills
The following skills will be available at every temple:

Half Normal Price -- Acid Brewing, Camouflage, Climbing,
Composite Bow, Dart Throwing, Jumping, Light Cross-
bow attack, Lock Picking, Poison Brewing, Spot Hidden,
Spot Trap, Thrown Dagger, Trap Set/Disarm, and Weapon
Making.
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Lips will be trained in the following cult special skills:

BRIBERY

The knowledge skill Bribery may be taught to a per-
son up to his Oratory percentage or to 50%, whichever is
lower. Bribery is taught to Initiates and RuneMasters for
free; it is also taught occasionally to non-cultists for
500/1000/EXP. A D100 roll equal to or less than the
Bribery skill successfully bribes the target; a critical hit
bribes the target without leaving him knowing that he
has been bribed: the bribery will not show up quickly if
the target is questioned. It will show up by Divination.

Base chance for Bribery is 5%.




82

SENSE ORDER

This ability is first learned to 5% ability plus percep-
tion bonus, and rises only through experience. Success in
this skill allows the user to sense the presence of concen-
trated Order; it does not trigger for the background radi-
ation of the natural world, but does alert the user in the
presence of special magical items of Order or of Initiates
and Rune-levels of such cults. This skill is effective toa
range of 15m. Successful users will receive a vague sense
of unease and the knowledge that Order is near.

Cost: time. Available only to cultists.

BREW PRATZIM

This knowledge skill successfully used allows the user
to brew five handsful of pratzim for each person partici-
pating in the process. The brewing takes four hours, and
requires a SIZ 3 amount of blood for each participant. A
Rune Priest must provide the necessary Krarshtkid spittle
as the base for the potion.

Cost: time. Available only to cultists.

TEETH OF KRARSHT

These special cult throwing weapons are designed to
administer poisons from a distance. They are disc-like,
with six sharp points arranged equally around the perim-
eter (each representing one of the Devourer’s legs). The
weapon does 1D4 damage plus the effect of the poison.
Basic skill is 0% plus any attack bonus. The training cost
for this weapon is 100/300/900/EXP for cultists; non-
cultists will be taught only to 25% for a flat sum of 1800
lunars. Teeth of Krarsht can be made by any worshipper
with 25%+ Weapon Making skill.

V1. Rune Lord Membership

General Statement

The Rune Lord of Krarsht is called a Jaw, and is responsible
for successful completion of cult contracts. A contract to
Krarsht occurs whenever any worshipper of Krarsht interacts
with the world, for the worshipper in accepting the way of the
Hungry One has agreed to further the power of Krarsht beth
during and after life. More narrowly, the cult undertakes deeds
for non-cultists which those ambitious, jealous, or greedy souls
may be too squeamish or too much under suspicion to per-
form for themselves. This might be an assassination or murder,
a kidnapping, (rarely) a theft, the spread of rumor or gossip,
and so on. The cult will undertake to perform these contracts
to its utmost power, because it knows that evéery such contract
paves the way for more chaos in the world.

A contract will either be ‘one-legged’ or six-legged.” For a
negotiated price, the cult will attempt to complete a one-legged
contract once and only once. For six times the price, the cult
will agree to a six-legged contract, to be attempted until

successful. The cult will never decline any contract which it
porooivos will furthor tho will and domain of Krareht and of

chaos generally.

A Jaw is contacted through the local shrine Initiates. The
client or contractee will never meet the Jaw. Once the veracity
of the client has been established, the Initiate will arrange an

interview at a safe place, and there question the client by using
a long and constantly improved list of questions. A scribe may
copy the client’s answers, or the Jaw actually may be listening
from behind a partition. Once the list of gquestions is ended
and satisfactory payment made (50% in advance, 50% upon
completion), the client never is seen again.

Jaws sometimes are required by the cult to maintain a pub-
lic identity, though never in regions dominated by Storm Bull
worshippers. The public cover permits a Jaw to be intimately
acquainted with religious, political, and economic conditions
in an area, and it isr said that experienced Jaws know years in
advance just who their clients will be. The Jaw never makes
any contact with a prospective client, though a layman may
well do so. Just as with the Waiting Mouth, the Jaw is patient.

Entire political structures may be infested with Krarsht
worshippers; even then, none will know the Jaws.

Requirements For Acceptance

Krarsht requires her Jaws to have 90% ability in one missile
weapon, Move Quietly, Camouflage, Trap Set/Disarm, and
Hide in Cover. They must be able to brew a potion or-acid to
at least POT 10, and have 15+ POW.

When the requirements are met, the temple priest will
assemble a quorum of their number to examine the applicant.
There will also be 4D6 Krarshtkind present. The applicant must
then convince them of his worthiness, abstracted for game
purposes as a roll of D100 equal to or less than POW + CHA
divided by 2 plus 1 per contract previously brought to the
temple by the applicant. If the roll is not successful, then the
applicant waits at least one season before trying again. If the
second attempt does not succeed, the applicant will be devour-
ed by the assembled mass of Krarshtkind.

Restrictions

Jaws may marry only within the cult, and then only with
someone of Lip status or greater. They must fulfill or be work-
ing at all contracts to which they have committed the cult, and
must make at least one contract per season should their work-
load fall below a level determined by the High Priest of the
temple. Most Jaws will live a disguised life in a community;
they will not be able to absent on long journeys and special
missions; for that reasons some Jaws will always remain at the
temple, both to guard it and to act as a reserve.

Benefits

Jaws have the normal Rune Lord benefits of Power Support
and Divine Intervention. Instead of the normal allied spirit,
they may ally a Krarshtide (see the associated cults section).

For each weapon skill mastered, Jaws receive one iron wea- -
pon of that type (or five iron arrows/quarrels/darts, etc.). Jaws
keep 40% of their livelihood profits and incidental monies (not
cult contract money) for the purpose of keeping paid inform-
ants and supporting an occasional Initiate aide.

Skills

The following skills are available to both Rune Lords and
Rune Priests:

ACTING

This is a knowledge skill. It costs 500/1000/3000/EXP
to learn from its masters; Jaws and Tongues may learn it




for half price. When the skill is successfully used, the
persona portrayed will seem real and natural to all who

see the user. It may be combined with the Disguise skill.

DISGUISE

This knowledge skill costs 200/400/800/1600. The
successful use means that the character has altered his
appearance to all viewers.

Battle Magic

A Rune Lord or Rune Priest of Krarsht may learn this battle
magic spell for 500 lunars; it may be taught to non-cultists for
1000 lunars.

nnunnnmnm TWO POINT SPELL nummmmimmimmunimm
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Rune Spell Compatibility

Rune Priests of Krarsht have access to all 1-point Rune spells
listed in the RuneQuest book. They cannot summon Small
Elementals, but they can call up a Krarshtkid who will act as
an elemental would (see the assoclated cults section).

Tongues may use the following cult special spells:

e ONE POINT SPELLS HImmmmimmnmnimm

Defend Against Law: duration 15 minutes, range 160m,
reusable, non-stackable, 1-point spell.

This spell adds 30% to the defense (as does the Shim-
mer battle magic spell in RuneQugst) of one being who
is fighting against one or more followers of law/order.
This spell will not work against chaotic beings.

Image Creation: unfocused, temporal, passive, range 80m,
2-point spell.

This spell creates an image of a humanoid figure, the
actions of which will be the actions of the caster of the
spell. The image may look different, as when the caster
is stranded in the middle of a band of trolls and really
wants to look like a troll until he can get away. The image
may be cast over the caster, or on any other target with-
in the 80m range of the spell.

If the image is intentionally jostled or attacked, it will
go away. During the round the enemy took to hit the
image and dispel it, the image will provide the target
with a 5% additional Defense-add per point of SIZ dif-
ference between the image and the target. The maximum
image SIZ is 21. Casting the spell requires no motion
which would give away the fact that the character is
casting a spell.

- Face Law: duration 15 minutes, range 160m, reusable,
non-stackable, 1-point spell.

This spell will affect only lay members of Krarsht.
The target will stand his ground and fight the lawful foe
he faces, even if he would ordinarily run,

VIIl. Rune Priests

General Statement

The Rune Priests, called Tongues, run the cult. They over-
see the feeding of sacrifices to the Waiting Mouth, oversee the
shrines, and induct new members. Fighters and magicians from
the Order cults have rarely invaded the temples of Krarsht
with any success.

Requirements For Acceptance

The prospective Tongue must have been an Initiate of four
or more years' good standing, must Sense Order at 90% or
more, Read/Write the local language at 90% or more, and have
a POW of 18+.

Restrictions

Tongues may marry only from within the cult, to worship-
pers who are at least Lips (Initiates). They are restricted to
DEX x 5% in advancing all DEX-based mundane skills. Priests
do not need to personally bring sacrifices to Krarsht.

Benefits

Priests live at the regional temple when they are not travel-
ling on cult business. When there they receive free room and
board.




Chomping: duration 15 minutes, range touch, reusable,
stackable, 1-point spell.

For each point of POW up to four put into the spell,
the target will do an additional 1D6 damage with a bite
and increase his attack chance 10%. The target's teeth will
grow longer and sharper, and the chomper will be able to
impale as per the RuneQuest rules. This spell often is
used in conjunction with Venom Bite.

IR TWO POINT SPELLS Hlmmmnmmmmmm

Tongue: duration 15 minutes, range voice, reusable, non-
stackable, 2-point spell.

This spell allows the target's tongue to be used as a
weapon. The tongue has a range of 3m, and will have an
attack chance of the target's DEX x 5 to succeed. If so
succeeding, the attacker’s POW must overcome the POW
of the defender. If succeeding, the defender takes 4D3 in
Disruption-like damage.

Sweat Acid: duration 15 minutes, range touch, reusable,
non-stackable, 2-point spell.

A successful cast causes the target's skin to secrete an
acid whose potency equals the caster's POW. The target
or the items he carries or wears will not be affected by
the acid, but beings or foreign items who touch the tar-
get will suffer the effect of the acid.

Venom Bite: duration 15 minutes, range touch, reusable,
non-stackable, 2-point spell.

The target of this spell injects a poison of potency
equal to the caster's POW on a successful bite attack
which does damage. The target will be temporarily im-

mune to the poison's effects for the duration of the spell.

VIII. Subservient Cults

Spirit Of Reprisal

Krarshtides appear as shadowy, palely luminous images of
the Mother Mouth, identical in form to the Krarshtkids below.
Each spirit has a POW of 2D6+12. In use, these spirit attack by
means of spirit combat. If they succeed in an attack and their
victim does not, they may attempt to drive the victim insane.
To do this they must make another POW vs. POW attack, just
as in spirit combat. If they again succeed, thoughts and terrors
of chaos devour the victim’s mind, driving him insane. Those
who go insane traditionally kill themselves, but they are in any
event no longer a threat to the Maw.

A Krarshtide has 3D6 INT. A Jaw of Krarsht may choose to
to use one of these spirits as an allied spirit. |f they do not suc-
ceed, they will be subject to the spirit’s insanity attack.

Krarshtkids

Mrom the parts of the Mother hacked off by Storm Bull in
the Great Darkness grew the Krarshtkids. Resembling (but
much smaller) the Waiting Mouth, a Krarshtkid has a central
body 1m in diameter with six legs jutting out around its perim-
eter at roughtly equal spacings. These creatures can eat any-
thing but favor loam, clay, sand, and limestone. They are the

primary builders of the underground Krarsht temples. As they
eat, mature Krarshtkids make individual 3m-diameter tunnels,
turning the earth they munch (through their digestive tracts)
to a form of stone with which they line their tunnel walls. A
younger Krarshtkid may eat a tunnel as small as Tm in diameter.
Tongues frequently choose Krarshtkids as allied spirits, in
which case use the INT + POW stats for the Krarshtides.

Characteristics Average Hit Locations (1D20)

STR 2D6+6 13 FrontLeg (01-02) 3/4

CON 3D6 1011 R. Front Leg (03-04) 3/4

INT 3D6 10-11 R. Rear Leg (05-06) 3/4

POW 2D6+12 19 Back Leg  (07-08) 3/4

DEX 3D6+6 16-17 L. Rear Leg (09-10) 3/4

S1Z7 L. Front Leg (11-12) 3/4
Body (13-20) 7/6

Mov 3 Hit Points 11

Weapon SR Attack Damage Parry Points

Fang ? 50% 2D6* - =

Tongue 6 75% et

Spit 1 80% sen i LRI

HrilseiAa

*Fangs — when a successful bite does damage to the target, the pot-
ency of the poison (equalling the CON of the Krarshtkid) will
try to overcome the CON of the target. If successful, the target
will be paralyzed for 20-minus-CON days.

**Tongue — a hit by the tongue will then attack the POW of the
target. If successful, the target will take 4D3 damage as in a Dis-
ruption spell.

eeeSpit — the spit of the Krarshtkid is the pratzim base which the
Initiate learns to brew. This will entangle the victim if successful.

IX. Associated Cults

Primal Chaos
See the separate cult write-up for Primal Chaos.

Black Fang Brotherhood

The brothers of the Black Fang found much to admire
about Krarsht, and they occasionally appear at local shrine
services. Many Black Fang schemes require sub-contracting
particular skills or contacts from the Hungry One. In return
for profitable cooperation with a probably continent-wide
organization, the Brotherhood provides these two spells
drawn from RuneQuest:
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Concealment: duration 15 minutes, 160m, reusable, non-
stackable, 2-point spell.

This spell combines Invisibility and Silence, and makes
the Invisibility passive. |f the character protected by this
spell attacks with missile, melee, or magic, he becomes
visible in the firststrike rank of the melee round in which
he attacks and will disappear after the last strike rank of
that round unless engaged in melee. In any round the
character disengages from melee, he will disappear again
at the end of the round of disengagement.




Vision: duration 15 minutes, range 160m, reusable, non-
stackable, 2-point spell.

Thie epell gives a mobile viewpoint up to 240m away
from the spirit of the recipient of the spell, as described
in RuneQuest.

X. Miscellaneous Notes

Building A Temple

When a Tongue of Krarsht has satisfied himself that a new
temple is needed, and has secured a surface area proper for the
comings and goings of the cult, he consecrates the site in a brief
ceremony. The consecration notifies Krarsht that a new temple
is needed. For months thereafter, Krarshtkids will tunnel to-
ward the temple-to-be’s location, and then start on its con-
struction without further prompting by the Tongue. Krarsht
will reveal the completion of the complex and its only-then-
existing entrance in a vision to the consecrating priest.

A temple of Krarsht is built to Krarsht's specifications,
which always change in arrangement. There are quarters for
the RuneMasters of the temple, the ceremonial halls, and the
feeding pits for the Krarshtkids, and many labyrinthine con-
necting tunnels, and tunnels which go nowhere. Pits open with-
out warning, and streams occasionally break through in unex-
pected places. The first exploration of a Krarsht temple is both
a sacred thrill and a mortal terror for the consecrating Tongue.

Divine Intervention

Krarsht is proud, and wants no worshipper to avoid becom-
ing her when that is his destiny. But she is willing to help a
mission occasionally. She does not provide normal Divine Inter-
vention for followers. If a follower asks for her intervention
and she deigns to give it, she will send 2D3 Krarshtkids and
1D3 Krarshtides to her worshipper. For 15 minutes he will
have nominal control of the beings, as a member of another
cult might control an elemental. After that time, the beings
return to whence they came.

The Halls Of Krarsht

Some say, though none but Krarsht will know, that all of
the subsurface world is honeycombed by the servants of the
Hungry One, and it is in fact likely that at least some major
river valleys of Glorantha are criss-crossed by her underground
ways. The dwarves, though loath to talk of their own affairs,
have a few times encountered the Krarshtkids, if not their
worldy masters or other-worldly Mistress. It is known, though,
that the dwarves prefer granite, marble, and basalt as structural
elements, while the Krarshtkids find such' hard materials to
impede the Mobility component of their make-up.

Philosophers point out that lack of ventilation in the great
lateral connecting tunnels surely makes impossible all physical
and underground movement between the temples by any but
the Krarshtkids. Others are not so sure. If the connectors do
not serve a purpose now, may they not in the future? Is Krarsht
not merely a surviving chaos god, but the chaotic parallel to
Arachne Solara herself? And will Krarsht's webs of nothingness
be shown to bind all Glorantha in some unimaginable way at
the end of Time? Stories are told of tunnels which open the
ways to Hell, and other tunnels which open to strange places
without gods. More is said, but it is fanciful.
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Black Fang Relations

Though relations with the Brotherhood are nominally cor-
dial, Krarsht worshippers find the membership of this great
crime ring undisciplined and never axpnee any innor cocrote to
it. It will sell skills to selected members of the Brotherhood,
but reserves the right to reject any such application without
comment. Skills are sold at ordinary rates.

The few Black Fang members who actually know of Krarsht
see the cult as admirably performing what seem to be incom-
prehensibly long-range actions. Individuals of the cult never
enjoy the fruits of crime, and have about them an austerity
which borders on the disgusting.

Since Krarsht practices little organized crime (such as per-
week levies, disposal of stolen goods, prostitution, etc.) and
Black Fang practices little else, the two cults rarely collide on
questions of policy or execution.
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The Bright One / The Deceiver

I. Mythos And History

Before Time

This deity first was known as Rashoran, and he either was
the last of the gods born, or was the first chaos deity created.
He is known to have been killed by the god of entropy some-
time during the Great Darkness.

Since Time Began

Near the end of the First Age, the mortal races successfully
built a new god, Nysalor, ““The Bright One” or “The Perfect
One.” By those titles he was (and still is) worshipped reverent-
ly by the peoples of Peloria.

In western Genertela, where the priests of the cult went be-
yond the control of their god in Dorastor, the cult came to be
called Gbaji, a vulgar word meaning ‘“The Deceiver.” The name
seems well-deserved in that region.

The cult prophets of Nysalor originally had spread their
word far and wide, but met great resistance in the west from
the Malkioni, who had their own cosmic secrets. The prophets
discovered that they could secretly introduce plague and disease
into an area, present themselves as healers, then proceed to
cure the infection. Their popularity rose rapidly in Ralios and
Seshnela, but that new power tempted the prophets of the cult,
and they fell prey to the vanity of such strength. More and
more of them chose the easy ‘dark side’ of the cult, which said
that the lllumined need care only for themselves. Some areas
widely supported such dark prophets, and the people took up
the secrets of this new faith. In this way terrifying cities of un-
dead grew, whose living population merely masked the exist-
ence of their vampire lords. Ancient horrors were discovered
and re-established, such as the Thanatar complex in Ralios.
Everywhere people cheerfully sprouted chaotic features and
became krijalki.

Arkat Humaktson, ““The Liberator,” led the heroic clean-
sing of the land, spending three generations in the task, and in
the end leaving a trail of cinders across the continent before
the final victory. Though its temporal power wags broken, and
its god now lay dead, the cult could not be completely eradi-
cated because it required no temples or priesthood. The survi-
vors of the Gbaji Wars hid themselves, and many deliberately
forgot their riddles to protect themselves.

The Red Goddess woke the cult. She undertook a great path
and in her journey sought passage beyond an empty shadow
on the Spirit Plane. She engaged it, defeated it, and thereby
became llluminated by the god Nysalor. With his knowledge,
she went to deeper places and freed the Crimson Bat from its
eternal bondage. Returning home with it, she confirmed her
mighty empire. Since then, the beliefs of the cult of Nysalor
have become integral to the cult of the Red Goddess. Through
Nysalor the Lunars have access to chaotic abilities and powers
unreachable by normal deities.

Life After Death
The cult offers no promise or hint about life after death,
nor has any requirement for burial. Local custom prevails.

Runic Association
The cult is associated with the Runes of Chaos, Light, and
Mastery.

I1. Nature Of The Cult

Reason For Existence

The realities of the world always are in question, and there
always are new revelations and perceptions which may alter
any being's outlook on the universe. The cult will continue to
exist until all questions have been asked and answered. '

Socio-Political Position and Power

The cult exercises little or no actual power, and even at its
height seemed to do so only because of the personal actions of
prophets operating in its name.

The cult continues to exist because sapients cannot refrain
from asking questions about the nature of existence.

Particular Likes And Dislikes

The cult has no particular likes or dislikes. Cultists will tend
to shrink from performing or advocating extreme actions of
any sort, but the definition of extreme action is left to the indi-
vidual cultist.



I11. Organization

Inter-Cult Organization
The cult has no normal cult or temple operations at all, and
SO cannot have inter-cult organizations either.

Intra-Temple Organization
The cult has no regular temples and needs none. Sometimes
worshippers will form schools, but these have no cult standing.

Center of Power, Holy Places

The land of Dorastor, to the northwest of Dragon Pass, was
the former center of power of the historical cult. Arkat the
Liberator razed that land; it has since grown into a nightmare
realm, perhaps because the balance of civilization was lost. Its
peasant population consists of chaotic ghosts, nations of rene-
gade elves, psychotics, raging lunatics, and fugitive werefolk.
The monsters of Dorastor are unspeakable and unique. Only a
few have traversed it since its razing; only the boldest will now
attempt its dangers.

The places where the sections of Nysalor’s body are buried
might be considered holy places, though there are no special
effects from them nor do worshippers gather at the sites. All
the known sites are in Dorastor.

Holy Days and High Holy Days
The cult has no set holy days.

IV. Lay Membership

The cult has no lay membership, since the cult has no actual
structure to it. It is impossible to be a casual member of this
cultif you are initin all.

V. Initiate Membership

General Statement

Initiates are the backbone of the cult, for it has no other
hierarchy except for whatever respect a many-questioned riddler
may evoke from those he questions. The cult poses no stand-
ards for questions or questioners.

An Initiate is one who has been Illuminated by Nysalor's
Light. In this consciousness-awakening, the individual breaks
the mold of fear and mortality within which he has been con-
fined, and gains special insight into the relation of chaos and
the world. This insight completely alters the individual's per-
ceptions and powers thereafter.

Requirements To Join

To become an Initiate, the being must be llluminated. The
being will be Illuminated by making a successful |llumination
skill roll, automatically done once per year during the Sacred
Time.

To attain the Illumination skill, a person must successfully
answer Nysalor Riddles. A Riddle is a bizarre question about
facets of everyday life, with an unusual answer capable of
shocking a person to some very unusual realizations about the
world in which they live. A Nysalor Riddle exists which corre-
sponds to each of the skills listed in RuneQuest; there are sep-
arate Riddles for attacks and parries of weapon skills.
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When a character is asked a Nysalor Riddle, he must attempt
to make his percentage with the corresponding skill on D100.
This will not require use of the skill, merely the roll of the dice.
If a roll is made equal to or less than the skill percentage, then
the question was answered correctly.

Each correct answer to a Nysalor Riddle equals a 1% chance
of success for Illumination in the following Sacred Time. The
points are cumulative and cannot be removed or forgotten in
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any way. A person can be asked the same Riddle many times
until it is answered correctly. A particular Riddle adds 1% only
the first time it is correctly answered; after that it has no effect.
Character sheets should note which skill-Riddles have been
answered correctly, as well as the total number of correctly an-
swered Riddles.

EXAMPLE: Pericippus the Priest hears a Nysalor Riddler say some-
thing unusual, like “What is the difference between a Silent Movement?"
This is the Move Quietly Riddle of Nysalor, and Pericippus is 70% at
Move Quietly. His player rolls a 48, and Pericippus replies, somewhat
surprised at himself, “The sound of a man dying.” He feels a bit odd.
He has succeeded in gaining another 1% chance of being llluminated.
The following Sacred Time, in the midst of his normal sacrifices,
Pericippus’ player rolls 14 on D100. Since Pericippus’ character sheet
shows a total of 17 Nysalor Riddles answered, the priest has been
llluminated. He is almost overcome by a swoon, but succeeds in finish-
ing the rites.

Benefits Of Initiation

An llluminate immediately gains six kinds of benefits.

Ability To Sense Illumination — once the person is [llumin-
ated, he always will recognize other Illuminates. This is not a
skill or sense; rather the Illuminate’s special knowledge permits
him to deduce the presence of another |Huminate from physic-
al evidence, gesture, intonation, etc., which non-illuminated
persons would not have cause or way to understand.

Immunity to Detect Chaos/Law Skills — an llluminate will
not register to either type of sense.

Immunity to His Spirits of Reprisal — an |lluminated person
will never be attacked by any spirit of reprisal of a cult in which
he is an Initiate or RuneMaster, even if he has disobeyed cult
rules, quit the cult, or encounters the spirit on the Spirit Plane.

Immunity to Detect Chaos/Law Spells — an illuminated
person will not register on either type of spell.

Secret Knowledge — the illuminated one will know as truth
that chaos is, in itself, neither evil nor inimical. This secret
knowledge is the source of the other five benefits of Initiation.
It makes the person of law free from automatic fear of chaos
and the obsession to destroy it. Likewise, it frees creatures of
chaos from their twisted convictions and offers them the chance
to rid themselves of the hate which rules their lives.

[llumination will give the realization, but it is not necessary
that an individual change his life if he has other, stronger be-
liefs which intervene. lllumination conveys much the same
information present in the fragment from Salonar Tamaskil's
book, but teaches by emotional experience rather than intel-
lectual argument.

The Ability to Learn Nysalor Riddles — Only the llluminated
may ask Nysalor Riddles, and they ask only those which they
know. Learning a Riddle requires sacrificing 1 point of per-
manent characteristic POW during the Sacred Time for each
Riddle.

Besides being asked Riddles, |lluminated beings may try to
discover the answers to Riddles through. meditation. For each
season spent concentrating on any specific Riddle, one who is
Illuminated can attempt to roll D100 equal to or less than INT
x 1%. Success indicates that the answer was found, and now 1
point POW can be sacrificed to learn the Riddle.

Restrictions

Many know the stories of Nysalor and Gbaji, and distrust
those who ask strange questions. It generally will be impossible
for them to tell what is or is not a Riddle, since Riddles will be
ordinary sentences, and they well may not know that they
have been Riddled.

Several cults have taken upon themselves the destruction of
chaos and things chaotic, and they often count Nysalor wor-
shippers among their foes. Some of their specialized tools in
this fight may not work against the llluminated (such as Storm
Bull’s Sense Chaos), but if some cultists recognize, suspect, or
receive reports of people asking odd questions or acting in a
socratic manner, they may strike out-of-hand to destroy the
incipient chaos before it spreads.

It is very dangerous to exploit this cult's indetectability by
joining many different religions and learning their special cult
spells. Members of the religions involved will find it question-
able and distasteful, say, for a Fire priest to raise zombies, show
vampiric powers, or to use strong Darkness spells. People know
of this tempting cult, and know also that members of it can be
tempted by the ease of its dark side applications.



VI. Rune Lord Membership

The cult of Nysalor has no Rune Lords.

VIl. Rune Priesthood

The cult of Nysalor has no Rune Priests.

VIII. Subservient Cults

The cult of Nysalor has no subservient cults.

I1X. Associated Cults

Though they are rare in central Genertela outside the Lunar
Empire, the cult of Nysalor has good reputation with a num-
ber of other cults, and in those places temples may contain a
shrine to the god set up, and acknowledge it as a place where
Riddlers are welcome. This is normal in Lunar territories, where
Nysalor is popular. Occasionally ashrine to Nysalor will appear
in light or elf temples, or in temples to localized deities. Nysalor
is also associated with Primal Chaos.

Since Nysalor is now only a shadow on the Spirit Plane, his
Initiates neither get nor receive spells and skills from associated
cults without joining those cults.

X. Miscellaneous Notes

The Lunar Connection

The Red Goddess encountered the god Nysalor during her
heroguest for apotheosis. Nysalor, long dead in Glorantha, was
still attainable on the God Plane, and when the Red Goddess
attained Illumination, it was her final release to godhood. She
experimented with her contacts with chaos, first summoning
and controlling the Crimson Bat during the First Battle of
Chaos. Since then many worshippers have followed her path,
and many in the Empire can balance the powers of chaos with
their responsibilities to the world.

Worshippers of the Red Moon need not be members of
Nysalor or participate in anything tainted with chaos. Fearful
peoples outside the Empire treat the cult and the state as a
single entity, but this is not accurate: their fear of chaos blinds
them to the many facets of the Lunar way.

The Dark Side

The dark side of Nysalor is not, as one might expect, mere-
ly alignment with chaos. It is a more subtle temptation. Once
a being has realized that there is no final difference between
chaos and law, he may later make a similar but false parallel
between his personal ethics and his personal desires, reasoning
that since there is no ultimate division to the former, neither is
there any final difference between the latter. The parallel is
not consistent, however, since both law and chaos create in
different ways, and all creativity rests upon cooperation be-
tween elements of existence. He who operates solely from
personal desire will not cooperate, since the childish core of
any being's personality knows no constraint. Without cooper-
ation and creativity, the being is a parasite, living off of or
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stealing the products of others without exchange. Nothing he

can do or make can add to the sum of his species or culture. In
this sense, fully lawful beings can be as much agents of the
dark side as was the worst Gbaji prophet.

Arkat The Destroyer

The ultimate irony of the struggle between Arkat and his
archfoe Gbaji is that Arkat was Illuminated while still a youth
under the tutelage of the elves of Brithos. This secret was
known only to the highest of the Arkat cult’s leaders.

The Arkat cult maintains a strict watch on itself and the
rest of the world. As llluminates, they can detect lllumination
in others. Their strict moral code is clearly within the bounds
of acceptable non-chaotic behavior, and their great duty is to
maintain order and stamp out chaos, and they know no limit
in pursuing that duty. They have developed special skills and
abilities to deal with chaos, especially the Gbaji worshippers.

An Arkat will never accept the use of chaotic magic. They
never will deal fairly or honestly with any chaotic being or
thing. Now that their heroquesting abilities have been dispersed
through all cults, they aim only to destroy chaos, and will not
rest till they have done so.

The cultists of Arkat consider themselves the epitome of
the Light Side of Nysalor, and condemn without hesitation he
who is prey to the Dark Side. As exemplars, they pride them-
selves in their steadfastness, taking great pains to perform good
deeds in the world and protect the good name of their hero
god, who suffered so much and who paid the ultimate price
for his inner knowledge.

s
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APPEND
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A. Cult Compatibility

By myth and through history, certain deities and their cults
acquired prescribed behavior relative to one another. Individu-
als learn these responses, cult myth, ritual, and legend reflect
them, and religious activities reinforce them. When strangers
meet, whether on cult business or matters otherwise committed
to their religious cause, in neutral territory, they can be expect-
ed to act as indicated on the chart below.

L

Enemy Cults

These cults know no compromise. Members will fight “if
they think they can win, or flee if they fear they will lose. No
one expects or will give mercy.

Hostile Cults

Relations are strained, and the historic tension precludes
peaceful dealings. There will be difficult moments when hostile
cults meet.

This table combines the cults featured in
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Daka Fal - " ¥ 211 414
Storm Bull 2 -~ & 1 2 2 4 2
Waha 2 4 - 2 2 2 2 2 2
Eiritha 2 44 22 2 14
Humakt 2 2 2 2 2 2 12
Seven Mothers 3 2 3 3 3 2 13
Pavis 212 -33 14
Yelmalio 2 2 2 3 -2 0 4
Issaries 333 33 - 222
Chalana Arroy 3 4 3 334 214
LhankorMhy 2 2 2 2 2 4 2 2
Orlanth 2 32 32 4 1 21
Kyger Litor 4 3 2 211 a1
Zorak Zoran 2 4 2 11 2 -0
Aldrya 4 2 2 4 4 2 | .
PrimelChaos 2 0 O 000 0 2
Mallia 32 3223 2 3
Bagog 201 21 2 0 2

Thed 401 2 11 0

Vivamort 00 1 211 1

Thanatar 2 n 1 2 1 1 1
Crimson Bat 30 2 2 2 2 2 0

Krarsht 211 21 2 ; 2 1

Nysalor 333 3 28 11

Primal Chaos

Mallia

Cults of Prax with the cults of this book.
Further research demonstrated inaccuracies
in the original chart; this chart supercedes
the previous compatibility chart.

When determining a cultist’s attitude
toward another cult, read the horizontal
line corresponding to the cultist’s affilia-
tion across to the vertical column for the
| other cult. THIS IS NOT A MIRROR-
| IMAGE CHART: for instance, the prose-

Iytizing Seven Mothers are determinedly
friendly to Waha, but Waha nomad are hos-
tile to Seven Mothers. Many chaos cults
are neutral to the lightbringer cults, but
lightbringers are enemies to all chaos cults.

Unless a potential lay member is a
member of a hostile or enemy cult in the
eyes of the cult he wishes to join, the lay
member of one cult may usually become a
lay member of another cult.

As stated in RuneQuest, an Initiate or
priest of one cult may become a priest or
Initiate of another by making the same
roll he made to become an initiate of the
first cult, for both cults. Generally this is
a matter of adding the character’s POW
and CHA to a quantity equal to 1 for every
100 lunars contributed to the cult, divid-
ing the result by three, and multiplying by
5 to find the percentage chance of being
accepted.

This chart also supplants that method.
Now the player of the prospective multi-
cult character must multiply first by his
cult’s reaction to the potential new cult. If
that rall ie surcessful. he must multioly
then by the other cult’s reaction to his
first cult.

Nysalor llluminants do not use this
chart except as it pertains to other cults to
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Neutral Cults

Such cults act according to present circumstance. Trouble
may occur, but the spark must be deliberate, not caused by
minor squabbles.

Friendly Cults

Even without formal arrangements these groups will find
each other supportive and agreeable. Meetings are likely to be
pleasant.

Associate Cults
Associate cults share much in common—myths, rituals, and
spells. There is no religious hostility; worshippers can be trusted.

Non-Cult Business
When not on cult missions, individual members may be able
to overcome cult prejudice. Of course, those willing to exploit
their enemy or associated cults may use those prejudices as an
excuse for a fight, a free meal, an introduction, or quick help.
Referees should tailor prejudice to circumstance.

Applying The Mechanics

EXAMPLE: Oskander Oddfellow is currently an Issaries
Initiate and wishes to join the Storm Bull cult. He gathers all
his worldly goods and first goes to see his current Issaries
priest. As seen on the Cult Compatibility Chart, Issaries’ atti-
tude towards Storm Bull is a 3, friendly. To find Oskandar’s
chance to gain permission from his priest, use the RuneQuest
formula of POW + CHA + donated money, divided by 3, then
multiplied by the reaction number given by the chart (a 3 in
this example). Oskander donates 500 |unars: the example
formula is 13 + 11 + 5, divided by 3, then multiplied by 3,
equalling a 27% chance to gain approval. He makes his roll
with a 13.

Now Oskandar approaches the Storm Bull temple. He do-
nates 2500 lunars, a sum intended to offset the priest's natural
resentment of traders: Storm Bull is neutral towards Issaries,
giving a reaction number of 2. The example formula thus
stands at 13 + 11 + 25, divided by 3, then multiplied by 2,
equalling a 32% chance of acceptance. Poor Oskandar rolls an
89, and is rejected by the stinking priest. His money goes to
the temple anyway.

Oskandar retains Issaries’ permission to try to join Storm
Bull and will not need new permission. He may try another
time in the next season if he wishes, or travel to the next
Storm Bull temple or priest and try again.

Bl' &irits Of Health I

These great Healing spirits are available to shamans and
priestesses of Chalana Arroy. A spirit of health can rid an in-
fected person of his disease in just the same manner as a spirit
of disease gave it. The spirit of health must engage the disease
in combat. The strength of the disease equals the victim’s char-
acteristic POW. If the spirit of health succeeds in ‘possessing’
the disease, it will drive the sickness from the victim's body.

If a spirit of disease and a spirit of health meet in spirit com-
bat, the first to overcome and ‘possess’ the other will perman-
ently neutralize the other’s abilities. |f, for example, a POW 16
spirit of health engaged a POW 14 spirit of disease, both would
be able to attack the other. If the spirit of disease succeeds in
its attack, and the spirit of health misses its attack, the disease
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spirit then can attempt to neutralize the health spirit. If it im-
mediately overcomes the spirit of health’s POW again, the
health spirit will lose its disease-curing properties, and it be-
comes a normal disembodied spirit.

Cl N e W R un e s NI

These new Runes are not the most ancient known, but ful-
fill particular needs and are commonly accepted.

The Undead Rune combines Life and Death; it is a Form
Rune. The other four Runes are pairs of modifications each of
the Fire and Darkness Runes. Light and Heat are components
of Fire, yet often found separately. Cold is a component of
Darkness. Ice is claimed as a separate element by some north-
ern peoples. These latter four are all modified Element Runes.

Cold o ’
Undead m

D. Thanatar Notes wwum

Cult Symbols

Cult colors are black and silver. Cult Rune metal is tarnished
silver. The cult stone is flint. The cult phyla is man, which it
uses for its magic and familiars.

Silver possessed by this cult for more than one year becomes
permanently tarnished. Nothing short of Divine Intervention
will untarnish Thanatar silver. No decent merchant will accept
such coinage.

Cult Garb

Rune levels of the cult wear black robes trimmed with silver,
Initiates wear untrimmed black clothing. Rune levels prefer
to wear silver armor. If iron armor and weapons are available,
they will be plated with silver before use. All cult warriors will
wear ram-horned helmets if possible. The High Priest will affect
a ram-horned skull mask of polished (but tarnished!) silver; it
often will be trimmed with gems and may be evaluated as heir-
loom jewelry.
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Skill
Acting**

Bat Mastery*

Brew Pratzim
Bribery**

Disguise**

Garrotte

Hurl Pratzim

Identify Disease

Net Attack/Parry**
Net Making**

Prepare Disease Potion

Sense Order**

Spread Disease
Sword Biter
Teeth of Krarsht

Treat Disease

*These skills are rarely available to non-cultists except in special circumstances.

Cult(s)
Krarsht

Crimson Bat

Krarsht

Krarsht

Krarsht
Thanatar
Krarsht

Mallia, Arroin
Krarsht, various
various

Mallia

Krarsht

Mallia
Vivamort
Krarsht

Mallia, Chalana Arroy

Lay Member Cost
unavailable

unavailable

unavailable
unavailable
unavailable
200/400/800/exp
300/600/1200/exp
unavailable
400/800/1000/exp
300/600/900/exp
unavailable

unavailable

unavailable
unavailable
unavailable

unavailable

Initiate Cost
200/500/1500/exp

for priests only @
5% per 4 weeks; free

free

free

200/400/800/exp
free

same as lay member
200/400/800/1600
same as lay member
varies by cult
400/800/1600/2400

learn 5% in first week;
the rest by experience

300/600/1200/2000
400/800/1200/exp
100/300/900/exp
400/800/1600/2000

**These skills may be available through other cults not described in this book or in Cults of Prax.

All costs are in Lunars.

Outsider Cost
500/1000/3000/exp

unavailable

400/800/1600/3200*
500/1000/exp
200/400/800/1600**
unavailable
600/1200/2400/exp™
unavailable

same as lay member |
same as lay member
unavailable

unavailable

unavailable
unavailable
1800 for 25%/exp

unavailable
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Spell Points Cult Lay Member Cost Initiate Cost Outsider Cost
Image Creation . 2 Krarsht 2000 free 2000

Sneeze 2 Mallia unavailable 500 1500

True Net variable Krarsht. regular 500 per point regular

All costs are in Lunars.

Gl N e t S T T T T T T T

Part of every culture in Glorantha, and in any other world,
is the net. A net is usually a set of lines knotted together into a
grid pattern, made to catch objects too big to fit through the
holes of the grid. The mesh of a net can be small, for catching

small fish, or large, for snaring larger prey, such as men.

For game purposes there are three nets of interest: fishing
nets, trapping nets, and combat nets. Their many similarities
include their manner of construction.



NETMAKING

Netmaking is a manipulation skill. While a netmaker
may specialize in one of the three net forms (fishing.
trapping, or combat), he can make any of the three types.
This skill is common to foresters, fishers, and mariners.
Its basic chance is 15%; its nominal cost to learn is 300/
600/900/EXP.

The netmaker’s player rolls once upon completion of
the net to see if it always works. If not, each time the
net is stressed, the character’s netmaking percentage at
the time he made the net must be rolled equal to or less
on D100. If the roll is not successful, the net will break,
unravel, or fall apart in some fashion.

Common Attributes Of Nets

For game purposes, all nets have two attributes, SIZ and
STR/hit points.

SIZ is the size (area) of the net. Combat nets rarely are larger
than SIZ 20, the maximum size usable by a man with one
harid: Fishing and trapping nets may be of any size, but require
one man per 20 points SIZ if the entire net is to be manipulated
at once. Any net must have a larger SIZ than its intended target
or it cannot fully entrap that target.

Nets commonly have a strength of 4D6+18 (an average of
32), and the STR also counts as its hit points in any one area.
A being has three options to quickly emerge from an ensnaring
net: ripping it open, cutting it open, or burning it open.

Ripping Open a Net — The character must match his STR
versus the net’s STR on the resistance table in RuneQuest. A
successful roll means that the net now has a hole in it large
enough to crawl through. A second successful roll lets the rip-
per walk through the hole. This assumes that the ripper has
not been trussed up in the net and can still move his arms and
hands, perhaps getting some leverage with his feet. Even a com-
mon net usually will be strong enough to hold a man, but those
wanting to trap great trolls get stronger nets made.

Cutting Open a Net — Only edged weapons work against
nets. |If the enmeshed being has an easily reached sheathed knife,
he may be able to pull it out and cut with it. Edged weapons
already in hand might also work in the referee’s judgment, but
such weapons in such a case will do only the damage of a dag-
ger, because of problems of |leverage and the unusual awkward-
ness of the cutting angle. Damage bonuses and Bladesharp will
add the the cutting power. For the victim to escape the net,
he must destroy the entire hit points of the net (they are the
same as the STR of the net). The full hit points are present in
every area of the net, and should one part of the net be cut
open, other parts will have the same hit points.

Burning Open a Net — Nets usually are flammable, and will
take full damage from a torch or Fireblade. Unless excessively
dry, though, a net will notcatch fire, so that the flaming object
must be held against the net each turn until the hit points are
burned away. '

Combined Attacks — A net could be cut and burned at the
same time to reduce its hit points, which also reduces its STR,
and then the victim could apply his STR versus the weakened
STR of the net and rip his way out.

Fighting With Nets
Only combat nets are meant to be used in battle. Other nets
usually are too big, and are weightgd differently to fulfill their
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primary function. Any warrior trained in fighting with a net
will use a fishing or trapping net at half his normal ability with
the combat net.

Fighting with a net 1s a unique combat skill. It requires a
specially-made combat net. There are two combat nets, the
normal net and the large net. Each has a basic chance of 05%,
costs 100 lunars to make, and has a nominal price to learn of
400/800/1600/E XP. The normal combat net has an ENC of 2,
a STR of 15, and a strike rank of 2; the large combat net has
an ENC of 3, a STR of 20, and with a strike rank of 1.
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A combat net can be snapped with (doing 1D4 damage),
much as children do with wet towels, or it can ensnare an
opponent. Fighters normally carry nets on the left arm, and in
that position the net can be used as a shield. In absorbing blows
from edged weapons, its hit points will be destroyed just as
would be a regular weapon’s. Trainees in Net Fighting learn
both attack and parry.

Attacking to Ensnare — a successful attack which is not
parried allows the attacker a roll orra special hit location table.

01-10 legs caught, cannot move; arms, upper torso, and head
are free.

11-12 arms caught; legs and head are free.

1315 right arm and head caught.

16-18 left arm and head caught.

19-20 head caught, vision obscurred, attack/parry halved.

The areas caught must be freed by ripping, cutting, or burning,
as outlined above. |f there is no tension on the net, the victim
can simply unwind the net from himself. A D100 roll equal to
or less than the victim's DEX as a percentage will accomplish
the unwinding. Make the roll once per melee round. If the char-
acter's armed are pinned, he cannot unwind without help.

Defending Against Nets — A net may be parried. The shield
used to parry a netis caught in the net, immobilizing the shield
arm, unless the parrier rolls his DEX or less on D100. A weapon
used to parry a net will be caught unless the parrying character
makes a roll of DEX times 5 or less on D100. If the attacker’s
weapon is caught in the net, it immobilizes his weapon arm un-
less he lets go of the weapaon.

A fishing or trapping net dropping upon a victim from above
cannot be parried, though the victim may be able to dodge it.

—Steve Perrin

H New Rune &ells LT T T T T T

NEW 1-POINT RUNE SPELLS

Spell Primary Cult Assoc./Secondary
Bat Wings Crimson Bat none
Cause Brain Fever Mallia none
Cause Chills Mallia Vivamort
Cause Shakes Mallia none
Cause Wasting Disease  Mallia Thed
Chomping Krarsht none
Claws Bagog none
Crack Thed none
Create Ghost Cacodemon Thed
Create Minor Head Thanatar none
Create Skeleton Vmort, Thanatar  none
Cure Brain Fever Mallia none
Cure Chills Mallia none
Cure Shakes Mallia none
Cure Wasting Disease Mallia none
Darklight Thanatar none
Defend Against Law Krarsht none
Face Law Krarsht none
Fangs Crimson Bat none
Fumble Thed none
Ingest Scroll Thanatar none
Jabbers Bagog none
Minor Infection Mallia none
Sprout Legs Bagog none
Summon Guardian Thanatar none
Venom Boosting Bagog none

NEW 2-POINT RUNE SPELLS

Spell Primary Cult Assoc./Secondary
Carapace Bagog none

Chaos Spawn Thed none

Create Ghost Vmort, Thanatar  none

Create Major Head Thanatar none

Create Zombie Vivamort none

Devour Book Thanatﬁr none

Ecstatic Communion Vivamort none

Power Drain Crimson Bat none

Raise Ghoul Vivamort none

Reverse Chaos Thed none

Speak to Scorpion Bagog none

Sum. Specific Guardian Thanatar . none

Sum. Spirit of Teaching Thanatar none

Sum. Voice of Atyar Thanatar none

NEW 3-POINT RUNE SPELLS

Spell Primary Cult Assoc./Secondary
Cause Plague Mallia none

Chaos Feature Primal Chaos all chaos cults
Consume Mind Thanatar none

Glow Spot Crimson Bat none

Rebirth of Chaos Thed none

Ritual of Rebirth Bagog none

Sum. Spirit of Reprisal Thanatar none

In Other GI or an th an Mat er i al IIIlIIIIIIIIIIIlII!IIIIIIIIIIIIIIIIIIIIIIIIIlIIlIIIIIIIIIIlIIlIIIlIIIlIIlIIIIIIIIIIIIIIIIIII}

Glorantha is the discovery of Greg Stafford, who has accum-
ulated that universe’s myths, histgries, legends, and lore since
1966. He has recarded well over @ million manuscript words
on the subject. Some material appeared previously in fanzines,
but they now are out of print and no longer available. Other
material has appeared since 1975 in Chaosium publications.
This appendix is a guide to those sources.

PUBLISHED SOURCES

Dragon Pass (formerly White Bear & Red Moon) — This game
started it all. It is a boardgame based on Dragon Pass and

the wars fought between Prince Argrath and the Lunar
Empire. Besides the rules, it includes short histories of the
many human and non-human nations and races in Dragon
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Pass, and of the heroes and superheroes of the age. By Bob
Corbett and Greg Stafford.

Nomad Gods — The second boardgame published, it extends
to the east the map in Dragon Pass, dealing with the Animal
Nomads of Prax. It is compatible with Dragon Pass, and in
its new boxed version all game mechanics are transferable,
so that a double-sized version with Dragon Pass is playable.
By Bob Corbett and Greg Stafford.

RuneQuest — This is the fantasy role-playing game for the uni-
verse of Glorantha. It holds light background material con-
cerning that place. By Steve Perrin, Ray Turney, Steve Hen-
derson, Warren James, and Greg Stafford.

Cults of Prax — Extensive mythical, magical, and social notes
about the religios cults of Prax and Pavis. A close look at
the lifestyles of some of Glorantha's more primitive resi-
dents, with narrative notes by Biturian Varosh. By Steve
Perrin and Greg Stafford.

Griffin Mountain — A very large scenario pack about the lands
of the Balazarings, to the north of Dragon Pass. Large maps
link to'the Dragon Pass map at the same scale. Citadels,
giants, water creatures, chaos nests, griffins, wind swords,
traders, ambushes, all inter-tied and cross-referenced for
hundreds of possible adventures. By Paul Jaquays, Rudy
Kraft, and Greg Stafford.

Snake Pipe Hollow — Dense scenario pack for stronger charac-
ters in this Dragon Pass adventure set. Underground adven-
tures and overland encounters. By Rudy Kraft and Greg
Stafford.

Apple Lane — This scenario pack is for beginning characters
and/or referees. It has two scenarios, much background
detail and many NPC statistics. By Greg Stafford.

RuneMasters — This companion to Cults of Prax gives com-
plete statistics for a very strong Initiate, Rune Lord, and
Rune Priest for each.of the 15 cults in Cults of Prax. Has
also a full commentary on the growth, care, retinue, and
the fighting formations that a Rune-level party will use. By
William R. Keyes.

Plunder — individualized booty for RuneQuest parties.Includes
minor historical notes and references. By Rudy Kraft.

Foes — Contains 1200 indivualized statistics for over 60 types
of Gloranthan human, other sapient, or monster. Interior
cover size comparison chart. Saves much time in setting up
RuneQuest adventures. By David Forthoffer.

The Wyrms Footnotes — This is now the official RuneQuest
magazine, and has undergone a general upgrading in appear-
ance, care, and presentation. Frequent materials dealing
directly with Glorantha. Edited by Charlie Krank.

Different Worlds — A general FRP magazine which will include
Gloranthan data such as new cults and designers’ notes.
Edited by Tadashi Ehara.

The following works are planned, but have no set date of
publication. Titles are tentative.

Lords of Fate (formerly Masters of Luck and Death) — The
third boardgame of Dragon Pass. A heroguest to become
the ruling deity on the board. Covers the Holy Country to
the south of Dragon Pass. By Greg Stafford.

Men of the West — the humanist knights and wizards of Brithos
and how their society interacts with the theists of central
Genertela and Dragon Pass particularly. By Charlie Krank.

HeroQuest — A new FRP game compatible with but distinct
from RuneQuest. The mighty of Glorantha enter the lands
of myth and legend, penetrating the immortal stories to -
fight in the Gods War, to crusade against chaos, or to aid
the Lightbringers. A revolutionary concept and approach to
myth, magic, and gaming. By Greg Stafford.

The Pavis Campaign — Maps, personalities, scenarios, cults, and
other background material bearing on the city of New Pavis
and the vast ruins of the Big Rubble (Old Pavis). Material is
drawn from the campaign led by Steve Perrin.

The Dorastor Campaign
The nastiest place in Glorantha, Dorastor has ruins, poison
forests, demonic spirits, mutant elves, chaos heroes, un-
speakable monsters, hideous geography, and other good
reasons to avoid it. Recommended for the bravest, boldest,
and most foolish.

Others — The Dark Troll Campaigns, The EIf Campaigns, The
Mostali Campaigns, The Lunar Cults, The Grazelanders, The
Sartar Campaign, The Hero Wars, Ships and Islands, more.

If you are interested in published materials or titles yet to
come, please send your name and address to Chaosium, P.O.
Box 6302, Albany CA 94706.

WHAT ABOUT YOUR CULT?

Future books may have other cults. Chaosium will publish
the religions of Dragon Pass; the cults of the Lunar Empire are
certainly worthy of a book. RQ cults appear regularly in the
magazine Different Worlds; Wyrms Footnotes is the official
RuneQuest magazine. We also want to publish non-Gloranthan
cults which use the mechanics of RuneQuest.

If you wish to write a cult for us, please query first. Sorry,
only letters including a self-addressed stamped envelope can be
sure of a reply. Write to Chaosium Inc., P.O. Box 6302, Albany
CA 94706.



The bad guys of Glorantha: nine cults of the cruel and unusual, destined 1o

enliven every campaign. Cults include PRIMAL CHAOS, MALLIA, BAGOG,

: : o THED, VIVAMORT, THANATAR, THE CRIMSON BAT, KRARSHT, and

5 : NYSALOR/GBAJI. Each cult has described cult myths, history, require-

ments for lay, Initiate, and RuneMaster membership, subservient and asso-
ciate cults, and miscellaneous notes. There are new Rune spells, battle magics,
skills, five new Runes, an expanded cult compatibility chart, full rules for

‘and exciting mythical and historical essays by Greg Stafford. This book is.

- used for any fantasy role-playing system. Similar to Cults of Prax.

nets, a pronunciation guide, the adventures of Lunar Initiate Paulis Longvale,

fully compatible with RuneQuest; the concepts and descriptions in it canbe
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