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15 years ! (since these folders have been written)

For all these long years | have kept not only aycopthe Best of AOL files, but also th
integral copy of the folders #1 to #31. Two yeags §2009) | have decided to carry on f{
work of Tal Meta and | have formatted and turned updf the “Best of” folders #11 and #]
that only existed as raw text files.

The “Best of AOL” files #1 to #12 are available oy websitehttp://www.greyhawk.frthat
contains a mix of English and French resources.

Two events occurred recently that gave me the ratbdm to continue the work g
compilation started by Nathan E. Irving so manyrgeago. The first is that all those fil
have recently been (re)uploaded in Canonfire, hedsecond reason is that my hard drive
just crashed and | have lost most of my backupseoy old files related to Greyhaw
(Compuserve and rec.games.frp.dnd discussionsegagfi the original websites of son
Greyhawk “Gurus” and Greyhawk Exchange Networksfitlated from 1988 to 1995) amig
this total wreckage the Best of AOL survived.

| have started following the AOL TSR Greyhawk Q&#stlin early 1996, my firs
contributions are within folder #10 (under 1005Z3.@compuserve, then under the pse
Belvor_x) and most of my contributions concern Tidun and Furyondy. In folder #12,
had posted a contribution directly in French largguand | had nearly been banned from
forum. Coincidentally, the translated version (insamewhat shortened form) of th
contribution had been published in this very fol#&B.
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Folder #12 contained two series of articles of tatdging quality, and | feel that they
shadowed those shorter articles.

1. Elven Migrations (Elves of the Test)

By TSR Roger, with additional by JOHN JOHN
2. Suhfang Kingdom (Oerik's Oriental realms)

By Iquander
3. Greyhawk Novels (Source of inspiration)

By Iquander, with additional by TSR Roger

Folder #1 - The beginning of this folder is fillegt the flamewar started in folder #12 about
sexism in Greyhawk and also by comments on theattgqeublished Oerth Journal #3 and
Greyhawk Index. By the half of the folder somerdmuiions by Tamerlain have given a new
inspiration.

4. India on Oerth
By TSR Roger

5. Furyondy
By Belvor_x (aka Armenfrast)

6. What makes Greyhawk, Greyhawk ?
By TSR Roger & Tamerlain

7. About Gods (Ascendency)
By Iquander & Tamerlain
including
Wastri / Zuoken / luz / Zagyg by lquander
Johydee / Tuerny / Kelanen by Tamerlain

8. About Gods (Worship and Divine power)
By Tamerlain & lquander

9. Vatun
By DTorsiello

10. Kelanen
By SEPieper

ADVANCED DUNGEONS & DRAGONS, AD&D, AL-QADIM, CHRONOMANCHERR, RAVENLOFT, PLANESCAPE,
ORIENTAL ADVENTURES, BIRTHRIGHT, GREYHAWK, and WORLD OF REYHAWK are registered trademarks
owned by TSR, Inc. All TSR characters, character samed distinctive likenesses thereof are tradesnavkned by TSR,
Inc. Any reproduction or transmission of this metiewithout the expressed consent of TSR, Inc. &edauthors of the work
is a violation of international copyright law. Uskenoted, all individual contributions copyrightth@ir respective authors.
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ELVEN MIGRATIONS
(Elves of the Test)

Subj: Elven Migrations
Date: 96-03-13 14:14:14 EST
From: TSR Roger

BTW, in the process of working on a FORGOTTEN REAS&Mroject, | began to notice the overall similasti
in having the elves of the Realms flee westwar@termeet and the elves of the Flanaess (or sonteptre
Flanaess, anyway) flee eastward toward Lendoredslim missing some GREYHAWK materials, but is it
noted anywhere why the elves are taking over Lentiland? Is this the new Evermeet, and if not, hosvthey
different?

Subj: Re:Elven Migrations
Date: 96-03-13 16:26:54 EST
From: JOHN JOHN

Evermeet started as the place where the elvesgeémng to avoid extinction or something like thagrgonally |

think whoever came up with the idea read too mualkign especially the part about the "undying lardsme

of the elves. There is no mass elven migration i@yBawk that I'm aware of. | know that in newer darcts it

talks about some test that elves go through (natety talks about this under some elven NPC dp8oris) and
that test is said to take place on Lendore Isldartkre is no mass immigration going on there thoegén

though the islands are being taken over by theselvhink this is more to keep information abdw tests quite
than it is because they think many more of thei#thmen are going to come and stay with them.

Subj: Re:Elven Migrations
Date: 96-03-13 23:09:17 EST
From: Lefto

In FTA's Atlas, under Lendore Isles, it states:

"When elves leave the mortal world, they have tlwin secret places of safe passage and departude, a
Lendore is the most important of these within tlenkess."

In the Campaign Book, describing Oakvein on p.istates:
"Wood elves of other clans do not come here untesis need is great, or unless they seek The Lgadvin
In the Marklands, on p. 39 in the entry for Cergpeit states:

"The cataracts are developments of the 'moonbovehnippeared in his eyes 30 years past, a summdnaing
the goddess Sehanine to him to leave the mortdtdwdr

Clearly there is a Tolkien-esque migration takitgcp, very slowly even for elves, but steady noeless. As
for Lendore, and in keeping with the Tolkien conigam, Lendore wouldn't be the Undying Lands (or
Evermeet), but more like the Grey Havens.

The entry in the Atlas "...Lendore is the most imaot of these within the Flanaess." might implgtthll these
departure points lead to the same location, regasddf which plane you depart (WoG, FR, etc.).

Where might some of the other departure pointsitiké Flanaess?
Lefto

Subj: Re:Elven Migrations

Date: 96-03-13 23:39:17 EST

From: JOHN JOHN

We might want to keep elven migrations down to aimum. Let’s learn from experience. I've been regdhe
Forgotten realms folder and the major thread tieem:n destroying Evermeet so the elves can comile toaER



proper. The problem with elves leaving is that witegy leave then obviously they aren't there teraatt with

or be PC's or NPC's etc. Personally | don't like ithea of a people wandering off and separatingnsiedves
anyway. It's much better to stay put and deal wihr problems.

I much prefer the idea of the elves taking overdter isle to protect their test thing. | don't waahten
migrations there.

PS. | was comparing Evermeet to Tolkiens "undyiagds" not Lendore island(s). The small amount of
migrations if any that are taking place on Oerthrawthing compared to the wholesale departure in FR

Subj: Re:Elven Migrations
Date: 96-03-14 00:17:02 EST
From: QSamantha

| agree with John John. | don't want them to gorhtlter that they stay.

There is such a thing as too much Tolkien. How ttiegl with their problems, instead of running awan be
fascinating, look at Birthright for one examplepdrsonally favor the ideas of the elves harkeniackko their
ancient civilizations that predate human habitaiiothe Flanaess.

QSamantha

SUHFANG KINGDOM
(Oerik's Oriental realms)

Subj: Re:SuHfang Kingdom!
Date: 96-03-14 15:43:53 EST
From: Iquander

In a week or so, I'll write up a post describingddlthe off the map facts that we know from Gygaficttion,
both of the Sagard and Gord variety. For now, hareM! tell you all that | know off the top of migead about
the Suhfang Kingdom.

It's in the Far West, and is as close to an Asidtue as WoG has. All we know of it comes fromhars story
called "The Five Dragon Bowl," written by Gary Gyg@vho more or less created AD&D and Greyhawk) and
published by his company, New Infinities, a few ngeafter Gary left TSR. The extract is found in ght
Arrant,” a collection of other shorts that feat@ary's hero, Gord the Rogue, who also starred in"official”
TSR novels, "Saga of Old City," and "Artifact of iEV

All we know of Suhfang comes from the words of sitair to the City of Greyhawk named Magus Yeo (tiou
he contested that he was also a prince). Suhfary is a "kingdom," but there is ample evidencggssting
that it is also an empire, as the westerners ciinmt'imperial” dragons among their cultural icomaghy. Like
the cultures described in the Oriental Adventurasddack, the people of Suhfang see the world mgeof five
elements, rather than the four awknowledged iretist.

If Yeo is any indicator, the Suhfang Kingdom is mohice place, and has some alarming ties to Nerbky
technically pay homage to their ancestors, and Metwself traveled with the reanimated corpses offtyigner
relatives.

There is ample evidence that the Sufhang Kingdoomia different continent, as Yeo comments on nét the
backwardness of the Flanaess, but also Oerik iergénStill, however, this could have just beerigure of
speech, and the smart money has Suhfang in thewestern region of greater Oerik (shown on pagefli8e
Glossography). In this way, other lands mentiong@lgax, such as Sa'han, Behow and Tsing-Chu ttmeefr
two frm "Sea of Death," the latter from "The Firemon," a Sagard book) might be former (or evenert)r
vassal states of the Imperial Suhfang.

Unfortunately, that's about all we know about tlaéion and culture, but it's enough to seed mora thdew
historical tidbits, in my opinion.

Iquander



Subj: Oerik's Oriental realms
Date: 96-03-15 00:47:26 EST
From: TSR Roger

I, for one, don't think it's a shame that the Realgot Kara-Tur. The GREYHAWK campaign now has a
standard against which other creations can be medsand the Far West of Oerik can be made *diyinc
different* from Kara-Tur. | would hesitate to maktee Far West evil, but *different* it can certairibg. | like
the idea of dragons ruling a sort of Celestial Buaracy or Celestial Empire, and smaller statasestecadent
and some advanced, would be welcome.

GREYHAWK NOVELS
(Source of inspiration)

The previous mail (about Suhfang Kingdom) from hglea started a discussion on the “quality” of the
Greyhawk Novels written by E.G. Gygax, after aaesicriticism by Arial3, lquander describes whatfubess
he has found in those novels. After this answer ttiiead derived on a very long debate between @Stra
and Iquander about sexism and mysoginism in E.Go&els.

Date: 96-03-17 05:38:42 EST
From: Iquander

Aria,

Forgive me for suggesting this, but | think youmméssed the point on the whole Greyhawk novel is¥oi
state that Gygax is a terrible writer (which, to kmowledge, has never been contested here), ahthére is
very little utility in the books. Well, as I've ed all of the novels at least once and as marfguadimes, I've
been able to get by a lot of the junk and justayalie exposition.

_That_is where | find useful little nuggets:

Gygax's description of Innsp#n the first book, for instance, was inspiringydal've incorporated it into my
game. Likewise, his three page useless to thedastription of Tenser's Citadahd the forces that live there
were equally useful for me. The bit featuring theai$et Brotherhoodand their conflict in the Pomarj in the
opening chapters of Artifact of Evil was also highkeful.

As the books go on, the utility tends to increase:

from Gygax's Gord books we have the names of at E=ven off-map countries (with as many as thodeur
times that number in the Sagard books, which lithpstking apart), insight into the religion anddders of the
Horned Society, practically the entirety of luztggn, the entire story of Iggwilv, the concepttbe Balance as

a political organization, the much loved politicgystem of happy Hardby, the military lists of thee&
Kingdom, large stretches of the geography of Nyrauanplete city descriptions of Rel Mord and Graykaan
interdimensional nexus called Weird Way that tipsaulot of loose ends, a full listing of demonsvésal of
which are new) who have interests in Oerth, thé@remtiling council of Greyhawk (before the city eukset),
the organization of the thieves guild in GreyhawtyQOmore information on the Noble House of Gelldetails

on the Vesve Forest, details on the forces ofdetails on Graz'zt, an almost limitless amounnéimation on
the Abyss, almost everything we know about Thanizdikewise with the Sea of Dust, exactly everythine
know about Ket and the Dry Steppes, additional rinfition regarding Celestian and Farlanghn, more
information on the "plague" daemons, more infororaton demons, proof that devils are worshipped as a
pantheon within Greyhawk, tons of info on Nerulligual rundown of the Gnatmarsh, a virtual runcoef the
wild region surrounding Dyvers, everything we knatout Melf, most of what we know about Mordenkainen
most of what we know about Zuggtmoy, most of what kmow about Celene, lots of information about the
Flinty Hills, additional information on the Quasgities, insight into the madness of Zagig Yragetots of
information on Eclavdra, lots of information on t#éld Coast, some information on Maure Castle, nbsn
has appeared anywhere else about the Bandit Kingdanfittle on the Shield Landers, everything wewn
about the Rhennee, everything we know about thieiAthe only information we've ever been given@erth's
Asian cultures, the only information we've ever tb@gven on Oerth's Indian cultures, insight inte tar
between the Suel and the Baklunish, almost all haf tFlannae" names for various humanoids, exactly
everything we have on the Cabals of druids andHieeophants, the existence of the Obsidian Citagbedctly
everything we know about Rexfelis, the catlord,,zamla kicker, Gary Gygax's philosophy that acted aasis
for the development of the line as a whole.



<cont'd>

Date: 96-03-17 05:39:19 EST
From: Iquander

Certainly, all of the things listed above could designed by individuals, but, given as it is in filadion of
Gygayx, it's already there for us to use. The wagd it, a novel is no better or worse a placertd fhe above
information than a supplement or module, and, # enoids accepting the plots (or even the prenufehe
novels into their game, there is obviously a lotséful information to be found within the covers.

Bailey's Nightwatch (which, frankly, doesn't stang to a second read as well as | would have thyught
probably the most useless, in game terms, of thvela@s it takes place a good distance in the dutiow far
exactly is the topic of another debate, and onel¥@gotten pulled into before).

As a source for "quirky" information, Norton's Quidgep tops the list, as it's fun to look at herld@s a proto-
Greyhawk (which is what it is, frankly). | won't eoyou with a big list here like the one above, thgt book
does give some information on the Sea of Dust dadkBhoor that I've found to be of use.

The two recent "Endless Quest" books are probdiaiyworst of the lot in terms of reading tedium, boith offer
in-depth (if simplistic) views of two structuresta@wer on the luz/Furyondy border and Bigby's toimeMitrik.

Rose Estes' books, both Greyhawk-related EndlesstQue. Circus of Fear) or otherwise are complete
useless in that they are extremely poor, on aalijebasis, as well as being totally devoid of ralgvor even
possible campaign material.

None of these books is deserving of the Locus Revemded Reading List, but they do have game apjitat
that | have been able to identify.

Iquander

Subj: Dealing with the Gord books
Date: 96-03-27 11:33:57 EDT
From: TSR Roger

| have several modest options for any GREYHAWK caigp DM who wonders if it is necessary to scour
bookstores for weeks on end looking for the GoadRlogue novels, whether from TSR or New Infinities:

1. Forget it. The GREYHAWK campaign depicted in ttevels, all questions of sexism/racism aside, rilesa
land that become increasingly variant with the TV@Rsion of the campaign. Place names are alterextkcthe
frontispiece maps of the Flanaess in <Sea of Deatbttings are greatly changed (check the desmnignd
maps of the City of Greyhawk in <City of Hawks> anflaga of Old City>), and the central theme is ssaalt
against Oerth from the Outer Planes that resulteérttotal destruction of the world, its gods, atsdpeoples*
and the removal of Gord and his girlfriend to AEmhthe DANGEROUS JOURNEYS game. How useful is
this?

There are indeed interesting little bits in the ksdike the ecology description of the Sea of Oushamed the
Ashen Desert) in <Sea of Death>, but you can dbowit this stuff, too. It is in no way critical tanderstanding
the world as a player or DM.

In short, you can ignore these books are readilyoascan ignore the Mika books by Rose Estes, whlsh
depict a highly variant version of the GREYHAWK gaagn.

2. Borrow little bits from the books for your horoampaign, but wipe out all other information theatrrelevant
or doesn't fit your conception of the world. Bebeme, all you will have at the end are "little Bitsut some
might be interesting.

| find the Gord books interesting only as curi@stil read some gaming literature just to get aa iof how the
author views the game world. Whether the booksgared literature is irrelevant to me, though bad Ksoo
usually have a morbid sort of fascination values looking at police photos of a gross car wredieyican even



be educational and informational, as in: "Wow, ‘thérrible. I'll be sure never to use a phrase tilat when |
write!"

I've had to deal with Gord fiction ever since | gofTSR in 1983. It is crud as literature and offea as well,
but we use manure for growing crops, so maybe tharkttle value there--if the manure is handlacefully.

Roger

INDIA ON OERTH

Subj: Re:India on Oerth
Date: 96-04-09 14:42:37 EDT
From: TSR Roger

If there's going to be an India-style empire (o1 sin Oerth, | would put it (them) south of the SdaDust, on
the southern coast of Oerik.

A number of references on India-style fantasyurel exist in AD&D and D&D game literature:

* AD&D 2nd Edition <Legends & Lore>, Indian pantheand religious/cultural notes (pages 122-137).r&he
are also the AD&D 1st Edition DEITIES & DEMIGODS €lgpedia and the D&D Original Set Supplement 1V,
<Gods, Demi-Gods & Heroes>, both of which haveltitéan (Hindu) pantheon.

* Various monsters in the manuals are Indian igiar{rakshasa, nagas, Indian elephants) or coultbhstrued
as such (weretiger).

* DRAGON issue #84, page 30: "Never the Same Thimgce" (describes rakshasa and gives new types of
them).

* DRAGON issue #189: "Rhino's Armor, Tiger's Clawdeéscribes Indian armor and weapons).

* DRAGON issue #225, page 22: "Caste of Charact@nslian culture kits for all classes).

* DRAGON issue #226, page 42: "Arcane Lore" (Indspells).

* D&D <Champions of MYSTARA> boxed set, <ExploreManual>, pages 7-29 (nation of Sind).

* Revised RAVENLOFT boxed set, <Domains and Denizerpage 41 (domain of Sri Raji, a "horror in Iridia
region).

* <Web of lllusion>: RAVENLOFT module set in Sri Rawith rakshasa and weretigers.

* <XMONSTROUS COMPENDIUM RAVENLOFT Appendix Ill: Cagures of Darkness> ("Figurines" section is
good for Indian regions).

There was also an article on elephant care in andtisue of DRAGON Magazine, but | can't find itthe
moment. | would strongly urge the use of <The Cat®lPsionics Handbook> and the <Tome of Magic> in
regions with Indian themes. Roger

FALCON SERIES

Subj: Re:Falcon Series
Date: 96-03-28 15:36:49 EDT
From: Iquander

On the Falcon Series

| think there are a couple of reasons why peoptétdiGe the Falcon modules. Firstly, they are ioebly linked
to the City of Greyhawk, a product which many hawpressed dissatisfaction over. Secondly, whilese¢he
modules certainly provide a lot of informationjstof little use to people who don't play in the&City itself.
Thirdly, | think it possible that Anne Brown putatanuch info in those modules.

Look at it this way: Vecna Lives, in my opinion,tige perfect mix of source material/adventure. &hithink
certain aspects of the adventure too "scripted"landot a big fan of the murder of the Circle d§i or the
ending of the module, | absolutely adore the cagmpaifo in there.

Even that opening quote from "Chronicle of the 8ediimes," by Uhas of House Neheli gives me a tbn o
information. As I've said before, | think every nubel should have a library in it, so the designer werk in



seemingly out of place trivia about the world (rwtly is this useful, it's realistic). The informati about
Verbobonc was likewise excellent (and it would'veeb better if it hadn't flatly contradicted prewsbu
established information from Fate of Istus).

The Falcon series, by the same token, includesdbtpod information on the City of Greyhawk itselthe
Spurned Cult of luz is particularly interestingdanseem to remember a few unique locations botténcity
itself and the surrounding wilderness. Personallyouldn't call these modules useless, but thedrisdimited to
the Free City, which happens to be an area | seldsEm

Furthermore, the cardstock buildings are nothinguild ever consider using.
| guess part of the reason I've never used theshile® is that they're just so _thick . | fully atifiat I'm
daunted a bit by all of the material in there. Wduld ever play these, | would want to do it riggndd go through

the entire series.

This would likely take up the better part of a cangm, and I'd rather spend that time using advestof my
own design.

Iquander

FURYONDY

Subj: Furyondy
Date: 96-03-29 19:39:22 EDT
From: Belvor X

| have the pleasure to post some notes on Furyondy
You will forgive my style, but remember that | amt@ native english speaker.

Subj: Furyondy 1
Date: 96-03-29 19:41:13 EDT
From: Belvor X

| have been working on the history of Furyondy sitite Vice-Royalty became the kingdom of Furyondy.

Most of my reflection started in recent events ¢éidko Prince Thrommel (also called Prince Avra&Tm). |
wondered why Prince Avras was so concealed in #wmple of Elemental Evil . | cannot imagine thatl evi
worshippers could just abduct the Prince of FuryoriRrovost of Veluna, Marshall of the armies antlife
temporal ruler of a (reunited) Kingdom of Ferrofdifyondy + Veluna) just for the pleasure to disguigm into

a vampire and make a good joke to some adventurers.

There is something more serious behind that actiene is the " Holy Pact ".

The last Vice-Roy of Ferrond, Stinvri, was an aialis and powerful Mage but he lacked the abiliteguired
to make him a true leader. So he schemed for highoommel.

He founded the Academy of Magi of Falk and devetbihe so famous Furyondian, and now nearly disappea
School of Metamagics, in order to oppose the maftbe Great Kingdom when the time will come, hertlset
the basis of a secret order of Chivalry called@hnder of the Hart and above all he struck the "yHéct " with
Heironeous.

The exact terms of the Pact are not well knownStinvri promised that the cult of Heironeous shduddplaced
above all others in his kingdom. In exchange, Heus granted some benefits to the kings and liedis, as
long as each king renews the "Holy Pact".

The " Holy Pact " seems to include :

* The kings have never been sterile, but they carelone and only one son - No daughters in therkistf
Furyondian kings and no succession struggles.



* The Prince is "naturally" lawful good.

* The heirs have full HPs, some extraordinary p@(&T+2 ; virtual immunity to disease, energy draiagical
aging, magical alignment change, death magic) duveaall the " heirs " have a spark of divine powreat
allows them to resurrect in a crypt under the Higimple of Heironeous in (new) Chendl whenever thaey
killed.

There are two limitations to that automatic resttios:

* As soon as the prince becomes king he losegpthaer.

* The power is not activated if the prince is detistely killed by good people and he cannot berrested. (I
even included some kind of divine aura around tirpse as his soul body left his material body aml angels
came to guide him to the seven heavens)

At the light of the "Holy Pact", the Thrommel/Avrascident makes sense - As the evil forces werédlent
permanently slay the Prince, they devised the Vesmpiasquerade to lure a good character into kilking
(You've got to improve the illusion and let it fathen the Prince is killed - Watch the reactioryofir players,
as they discover what they have just done andahtcal consequences.

A suivre...

Subj: Furyondy 2
Date: 96-03-29 19:42:01 EDT
From: Belvor X

Prince Avras demise made me think of another seraregurrence in the past of central Flanaess higtery of
the Paladin King Myro.

Myro was the son of Thrommel VI, like any royalihbe was lawful good and he was to become a palverf
Paladin, but Myro was not happy to become the Kihguryondy just because he was the son of hiefatie
wanted to prove his own abilities, he secretly keftyondy at the age of seventeen and he totadpgieared for
many years until he proclaimed himself " Paladin&{ of one of the Bandit Kingdoms.

Then an "unnamed agent of an evil power bestowadliné Hand of Vecna" - Quite mysterious no ! - Wiyen
want to get rid of someone there are more diregtswthan giving him an evil artifact, except if thatrson
cannot be easily killed...

The artifact slowly overcame the Prince's innasistance to alignment change and Myro turned tb evi

An evil heir to Furyondy ! - What if Thrommel Vlligs and Myro proclaims himself Thrommel VIII.
Fortunately, the alignment change made him forgetohigins and his insanity was just aimed at ceming
more bandit kingdoms and threatening the bordetiseoShield Lands and Nyrond.

When Thrommel VII died, and because of the "HolgtPano heir could replace Myro. This is the timfetle
first vacancy, the Regency was bestowed on the Rigdst of Heironeous who selected a "temporargg ki
Belvor | - Belvor was later nicknamed the " Morkdhg ", many think that's because he died less thanyears
after being crowned but those who know have a bettderstanding of what "Mortal" can mean.

After Belvor I, came his son Belvor Il. Belvor Iak been one of the greatest king of Furyondy efvha ivas
not endowed with "divine" power. Meanwhile, Myrdlldived increasing his strength and gathering tnéops
to attack either the Shield Lands or Nyrond.

Belvor Il reached an agreement with those two ademitand a joint force attacked the bandit kingdamad
defeated Myro.

A suivre...
Subj: Furyondy 3
Date: 96-03-29 19:42:45 EDT

From: Belvor X

Myro had been killed and the " Holy Pact " couldrbrewed



Belvor Il remained on the throne until a new hearswWound in the person of his nephew Avras. He thsigned
in favor of Avras who became Avras |, in order bow that a new dynasty started, after Avras | cavras Il

The old Belvor Il died during king Avras Il's reigand the latter decided that to honor the naméeffarmer
king his son would reign as Belvor lIl.

We all know Belvor IV, the current king of Furyona@nd his son, who was to see the reunificationhef t
kingdom. The Prince hesitated between ThrommelAands, but seemed to have at least chosen to lvenerb
as Avras lll, thinking that calling himself Thromishould be presumptuous.

Subj: Furyondy 4
Date: 96-03-29 19:43:34 EDT
From: Belvor X

What's going on now in Furyondy ?
| read interesting postings related to " what & Brince is not dead "

WGR4 mentions that " The Prince was abducted shdmifore the wars began. (...) Magical scrying has
suggested to Belvor that his son is dead " - Iasstinat the Prince is really dead.

Now there are two alternatives :

* Marriage : Belvor Ill (quaffing other potions déngevity) marries with Kataryna, countess of Watthip
leader of the Shield Lands - That's a way to expidwedkingdom to the North (If Furyondy is ever ale
reconquer those lands, but that's another story)

* New dynasty : Have you ever heard of Artur | afrffondy ? Belvor is now working for the future dfet
Kingdom. He knows that Artur is the Chosen of He@ous and he has already arranged to give him some
political weight. (Note to QSamantha : Why not ad€gna | of Furyondy ?)

(Note : They are all Paladin of Heironeous )
Subj: Furyondy 7

Date: 96-03-29 19:45:13 EDT
From: Belvor X

The good conspiracy
We always speak of the deviousness of the evischlit good cults are also exceedingly full ofigues.

The Pholtus case has been long debated and | idadelight the history (ies) of St. Cuthbert. Aariderstand

the whole operation, Pholtus was a god of law anddgess, he made concurrence to Rao, Pelor and
Heironeous. Rao took the first opportunity to coh8aint Cuthbert and to cut Pholtus from his Lawgjaod
aspect. Deprived from his lawful good wing, Pholtasurally switched to neutrality and justifies fhleeocracy

of the Pale. Rao succeeded in removing Pholtus fhengroup of Lawful good gods.

Pelor tried (tries) to do the same with HeironedAs Heironeous recovered quickly from long yearpeéce,
Pelor " imported " his own warlike deity : Mayahein call that a backstab and nothing else.

Finally, the reunification of Furyondy and Velunaasvnot only territorial. The new kingdom was to be
spiritually lead by the Canon of Veluna - A highast of Rao. If the reunification had succeeded'Hay Pact”
was over. Some whispers that the death of PrinaasAarranged the clergy of Heironeous and some sagn
that if they are not responsible for his deathy thave made no great effort to...

Subj: Furyondy 8
Date: 96-03-30 18:41:48 EDT
From: Belvor X



Royal Chronology

208  STINVRI (176 : 208-253 : 253)

254 THROMMEL | (210 : 254-264 : 264)

264 THROMMEL Il (233 : 264-279 : 279)

279 THROMMEL Il (252 ; 279-327 : 327)

327 THROMMEL IV (273 : 327-358 : 358)

358 THROMMEL V (298 : 358-358 : 363)

359 THROMMEL VI (338 : 359-365 : 365)

365 The Long Regency or First Regency (nil : 36B6-38il)
- High-Priest PARES of Heironeous (365-378)
- High-Priest SOLENTAN of Heironeous (378-380)

383 THROMMEL VII (365 : 365/383-439 : 439)

439 THROMMEL VIII [Myro] (391 : nil-nil : 450)

439 First Vacancy (439-440)

- High Priestess KATHRYN of Heironeous
440 BELVOR | (391 : 440-441 : 441) - The Mortal igin
447 BELVOR Il (416 : 441-475 : 507)

475 AVRAS (ll1l) [Hugh] (450 : 475-522 : 522)
522 BELVOR Il (481 : 522-537 : 537)
537 Second Regency (nil : 537-542 : nil)
- Lord Throstin : Knight Commander of the Hart
542 BELVOR IV (524 : 537/542-? : ?)

(Birth date : Regency/Coronation - End of reignealth)

In the case of Thrommel VII that means that heas in 365 CY and that a regency started the sarae He
was crowned in 383 CY and reigned until his death39 CY.

Subj: Furyondy from France
Date: 96-03-29 21:51:15 EDT
From: TSR Roger

These posts are cool! Telling the history of agrafrom the viewpoint of its rulers really castaew light over
the subject.

| especially liked the operation of the Holy Paxtnflicts between lawful-good churches, and theystd Myro.
Nicely told.

Roger

Subj: Re:Furyondy

Date: 96-03-30 20:43:19 EDT
From: Arial3

Belvor,

These are some truly excellent posts!

Arial3

WHAT MAKES GREYHAWK, GREYHAWK.

Subj: Putting Greyhawk in Greyhawk
Date: 96-04-14 20:04:09 EDT
From: TSR Roger



| thought the above title would be better than 'fl@&am, | swear..." for the following topic.

After some late-night mulling over, the followirthings seemed to be necessary to make a non-Ffanaes
campaign truly a GREYHAWK campaign:

1. Worship of most of the known Suloise, Oeridi&lan, and Baklunish deities should be practicedhey
locals, with similar priesthood set-ups, specialisp etc.

2. Many of the same monsters should appear agranen to the Flanaess (or at least to the old Menst
Manuals), though new monsters (possibly dependentimate) can be added.

3. Descriptions of peoples, nations, and othetucall entities should follow much the same pat&srprevious
descriptions. (In other words, write up your newoples and nations as are done for Flanaess peaptes
nations in earlier works.)

4. Consider all possible tie-ins with the Flanaegsch for now is really the heart of the stand&REYHAWK
campaign. In Frank Mentzer's Aquaria, as outlinednodules R1-R4, Oeridians from Aerdy sailed actbss
Solnor Ocean and founded colonies on the eastartineat, which has a distinctly "standard AD&D gdme
medieval-European flavor in all four of the modul&eridian gods are worshiped, and though happerimg
Aquaria don't seem to affect happenings in the ddas and vice versa, this might not prove to be atlithe
time. (The fall of certain kingdoms on both sidésh® ocean seems to be tied together in the Figiimen in
R4))

5. Allow for travel to and from the Flanaess, tgbipossibly with great restrictions. A teleporteight exist
that sends people, once every full Celene, toanfyour land to some point in the Flanaess. This thight be
forgotten, but it can be exploited to link evemtshe two regions if you desire. You might evensider starting
normal Flanaess characters off to explore your region, possibly allowing them to return to therfélass after
a long period of time or many adventures.

Some problems that occur here would involve thiilgsthe following, which are offered for anyorednswer
later (if you dare!):

A. How could a Land of Black Ice campaign be cdastd a GREYHAWK campaign if no Flanaess monsters
or peoples appear there?

B. Could a campaign set on another astronomicdy i Greyspace be made into a GREYHAWK campaign
using the above guidelines?

C. Could a campaign set on a large island in tbld (or on Aquaria, for that matter) be consideee
GREYHAWK campaign if no tie-ins link the place teetFlanaess?

D. Looking at all the various sorts of GREYHAWKmapaigns described in this folder in the past, whatgs

do these campaigns have in common that identifjtas "true" GREYHAWK campaigns?

E. If someone played the Flanaess *exactly* abraat in the Mika novels (GREYHAWK novels #3-6) ttheg

it on the island of Drawmidja, would that be a tGGBEYHAWK campaign? Why or why not?

This test is your final examination. Do not copyuy answers from anyone else's paper. You havehooe
You may begin. — Roger

Subj: Re:Putting Greyhawk in Greyh
Date: 96-04-21 04:25:02 EDT
From: Tamerlain

::i2In a Rusty Voice caused by disuse::::
Roger,
Before taking your quiz, let me outline my philobgmn what makes Greyhawk, Greyhawk.

First, one starts with, what is called in Iqguanderef\CANON*. This includes all published materiatddules,
folders, books [including the first Gord books, bot Rose Estes'], boxed, monster sheets and "Dtagtcles
on Greyhawk. The *CANON* is an essential startiragnp, but it is not infallible. Should one use th& edition
luz, or the 2nd? And what about that variant luZ\fiecna Lives?" Ultimately, the DM decides whiclsiain of
Greyhawk will form his or her base (pre- or pose@rawk Wars? Spelljamming or not? Any Psionics @ped

The next material the DM might consider is whdtddll Second Tier Resources. This includes mdtéxya
people responsible, or very close to the creatieegss of the Greyhawk *CANON* (and primarily aied
with TSR). This includes the remainder of Gygaxtydsbooks as New Infinites and the TSR's works pced
to tear Greyhawk away from Gygax. Gygax's workas of the best quality, and at times he was siteifid



vindictive, but he was the primary author of thétisg, so much of his material (especially on West®erik)

can be included easily. Rose Estes' works (als@fite best quality), is placed here likewise lnsesit cannot
be said certainly that TSR desired to develop Greghwith this material. This might have been RosteE
intent...but it isn't apparent that it was TSR'shé&d material which can be placed in this categangy Frank
Mentzer's enjoyable Aquaira material (recognized3dygax and printed by the RPGA...even if not spexiify

called Greyhawk material therein.), and Len Laktfitast L3 material (if it is ever found!). Matelrjarinted in

"Dungeon” could also be placed in this categoryis Thaterial is very useful as background and deprant
material and warrants a look by good Greyhawk DMfach of this material can be seamlessly grafteth&o
*CANON* without causing any strain whatsoever! Awtiere it does (or if you just plain don't like ithon't use
it!

The next group of material is that created by imfed and enthusiastic gamers. This includes theriakte
produced by groups like the Council of Greyhawk agdndividuals like many people on this board. Muaf

this material is readily useful, or at least extenthought provoking. It can be used to help flawpadd to the
*CANONICAL* and second tier material, and to helphden the scope of any Greyhawk campaign. Whether
you borrow from some very inventive material (Liken Lakofka's Suloise history material, or any afe
Samantha's extremely interesting variants), thithéslevel that personalizes Greyhawk. Indeed, ye@M's
developing of a new village, or insertion of a urégnew NPC falls in this category.

*CANON* is where one starts...it defines the bortas, the muscle, and the flesh is provided by thédhd the
players. No two Greyhawks, therefore, will ever dactly alike. (Or not even as alike as any twolRea
settings)

After having said that...here are my answers tatrestions!

<A. How could a Land of Black Ice campaign be cdaséd a GREYHAWK campaign if no Flanaess monsters
or peoples appear there?>

This would be unusual at best given the proximitghe LoBI to the rest of the Flanaess, howeveth& DM
allowed for divine interference, or a strong graafpmonsters, a strong magical barrier or cursearorodd
physical trait, it could happen.

Subj: Re:Putting Greyhawk in Grey2
Date: 96-04-21 04:26:23 EDT
From: Tamerlain

Continued---

< B. Could a campaign set on another astronomicdy lin Greyspace be made into a GREYHAWK campaign
using the above guidelines?>

The above would be even more likely with anothdestéal body. There is no necessary trafficking abhinust
take place (or even player knowledge). Only the Wduld have to know that it was in some physicalkprity

to Oerth and could draw upon that interaction ametshe or he chose, thereby bringing Oerth (andemo
specifically the *CANON* into play)

<C. Could a campaign set on a large island inSbor (or on Aquaria, for that matter) be considea
GREYHAWK campaign if no tie-ins link the place teetFlanaess?>

Ditto (although if Aquaria is used it already hashastorical link to the Flanaess, but again, tleygrs wouldn't
have to know...but the DM should).

<D. Looking at all the various sorts of GREYHAWKmpaigns described in this folder in the past, whatgs
do these campaigns have in common that identifjtas "true" GREYHAWK campaigns?>

In my opinion, those things that start with *CANONind those that work to keep at least that recadphe
shape. Specific decisions on variants within th&KON* is fine. Development from the *CANON* as stizig
point is a must, but expansion and definition ptathy, spatially, historically and culturally isné and even
necessary to some degree (Even if this means hg8ain's Greyhawk the Gynarchy of Hardby rises up an
conquers the whole of the central Flanaess---th@y'stnot a bad idea. It would solve the luz pnaible



<E. If someone played the Flanaess *exactly* ainmd in the Mika novels (GREYHAWK novels #3-6),
setting it on the island of Drawmidja, would thatdtrue GREYHAWK campaign? Why or why not?>

It would be "True" Greyhawk for that person's caigph It would not (according to my very clever
manipulation of Estes' work) be *CANON*. Other DMisight not like that interpretation...or might neten
allow importation of it into their Greyhawk campaigbut many's the DM who hasn't allowed a char&oten
another campaign into their game too, does thatgseeily mean it's not a true AD&D character?

---Tamerlain

ABOUT GODS
ASCENDENCY

Subj: Re:Ascendency
Date: 96-04-16 19:16:14 EDT
From: Iquander

I have to strongly disagree with Aria's standpdiratt "no mortal can ever become a god," becauseydiog to
what we know about ascendancy through the Greyhmmaatkrial provided to us, it's complete rubbish.

Zagig Yragerne was a mortal.

Because of the fact that we know the most abouastgension, and we know that he was indeed a mbhave
to say that, yes, it is in fact possible for a rabtd become a god. In fact, a very clear procéssleancement
seems to be inherent to the Greyhawk cosmologyollid look something like this:

MORTAL --> QUASI-DEITY --> HERO-DEITY --> DEMIGOD -> LESSER DEITY --> INTERMEDIATE
DEITY --> GREATER DEITY.

While | think it might be fair to say that a mortaduld not advance above Demigod status (or perbegser, if
you want to look at Cuthbert as a mortal), it seahesr that, at least the lower tiers of this pesgion are
clearly open to mortals.

Iquander

Subj: Re:Ascendency
Date: 96-04-16 19:17:29 EDT
From: Iquander

DTorsiello,

Far be it from me to attempt to stifle discussibat the topic of Cuthbert's ascension alreadydfilla entire
folder. | strongly doubt that there's much to beletito the topic. For the record, | side with tiphese of
thought that says that he was once a mortal paefholtus, who later fell out of favor and, thrbuthe
intervention of Rao, became a lesser god. If yooosh to look over the old folder, I'd suggest tBhtos28
probably sold me on his version of Cuthbert's isto

I've also outlined my thoughts on Zuoken ratheaidie(l hope) in the third issue of the Oerth Jalriror those
of you who haven't read it, | suggest that Zuokeaswan Oerthly servant of Xan Yae who, through great
dedication, performance and a difficult quest, bezshe Mistress of Perfection's "right hand maa,tosspeak.

Wastri is fairly outlined in Gygax's own work, aitdseems clear that he was a mortal who ascendgtaps
due to his interest in the knowledge of the toatttkivho ruled the Oerth before the rise of mankive. tied his
history in with the legend of the Pinnacle of thead, from Quag Keep, but | know that others ars tgwen to
adapting information from that source.



Rudd is a bit of a poser for me. Ideally, I'd wddktie in her existence with Olidammara, perhapth hat
worthy participating in her ascension. | recentigta discussion with P Smedger, and he suggestegdathaps
the "treasure" Olidammara was attempting to stetieatime of his transformation into a turtle wasfact, the
captured Rudd (necessary, as we've discussedafpg Xragerne's ascension). I'm not sure, bute fiie way it
sounds.

So, then, my methods of ascension look like thigl (@is is in chronological order, by the way).

WASTRI

Little is known about the ascension of this beimgt, it is assumed that it occurred in great antjguihe recent
discovery by the Adept Wogan of the so-called Pifeaf the Toad in the Cold Marshes has shed nglw 6n
the incident, but there is much still cloaked bysimiormation and mystery. The Pinnacle itself, rmwndered
and half-submerged under the chill waters of theheon swamplands, once stood almost a mile higis. ot
known how this feat was possible, especially gitlen unstable marshland, but the ruins remain todegpite
the inability for modern scholars to explain thaiilgin. Some have hypothesized that the Pinnackexacted in
eldritch times by a race of amphibious humanoidssgitime has long since passed from the Oerthapstthis
would explain Wastri's hatred of the elder raceshef Flanaess. At any rate, rumors persist thas#uoeet of
Wastri's ascension, and the secret that ultimatsdye him thousands of miles to the south, liesdouamong
the solitary ruin of a forgotten civilization.

(Cont'd)

Subj: Re:Ascendency I
Date: 96-04-16 19:18:12 EDT
From: Iquander

ZUOKEN

Zuoken was a faithful follower of the D'ai Shatainmartial arts-based wing of the clergy of Xan .Yimethe
years immediately preceding the horrible wars Watld end in the Twin Cataclysms, Zuoken was tebietis
deity, and he proved worthy. As the sole survivbao important battle with Suel-controlled renegad@ns
from the Baklunish Empire, Zuoken attracted therdibn of the Mistress of Perfection, and he wa®mia
guest by her to journey far to the north, to thenBtles of Azor'alqg, in the Drawmidj Ocean. Thérés said that
he defeated a host of dragons and even Azor'algdtirand eventually, Zuoken gained the Shrine @dl$
where rest portals to the personal realms of &ldhities and powers worshipped by the Bakluni.r&hbe
located the pool that would take him to the reafriXan Yae herself, and his test truly began. Hefewad with
his patron, the Catlord and a number of other pav@ersonages (some suggest even Pelor had aihdhe
affair), and was sent to more than a dozen difteptanes, each of which presented a task imposbkipleuman
standards. Zuoken passed each, and so delightédistress of Perfection, that she bestowed a pomibher
divine energy to him on the spot.

IUZ THE OLD

With the help of Iggwilv, the Mother of All Witcheand mother of luz himself, luz the cambion attesdpto
gain vast amounts of power. Iggwilv showed him3oall Husk cavern. While some who have even heatideof
fell place assume that the diabolical Iggwilv hadeted the caverns' powers for herself, she ingjeacted her
evil son the secrets of the place. Using the pawet life force stolen from the beings in the Soukks, luz
became more than a cambion, but less than a fdll bater, Iggwilv vanished and luz was capturedthoy
mage, Zagig (whose own gambit at immortality, ibsld not be ignored, was rather similar in natifr@pt in
appearance), but he still retained the small amofidivinity he had gathered to himself.

ZAGIG YRAGERNE/ZAGYG

With the indirect aid of Boccob and the direct afdseveral quasi-deity associates, the Mad ArchniZaggg
Yragerne manages to capture nine demigods undele@aeyhawk. The power harnessed from this, added
the power of the Obelisk, an artifact of "pure" ricad) energy, triggered Zagig's ascension, and learhe
known as Zagyg forevermore.

Iquander



Subj: Re:Ascendancy
Date: 96-04-16 20:50:03 EDT
From: TSR Roger

| must agree with Iquander here that mortals inAB&D game can indeed become immortal deities, bseat
the time | joined TSR in 1983, that was exactly tiperative system. There is a hierarchy of asceryjand
Iquander outlined it very well. Quasi-deities dne key, as Gygax outlined the system in DRAGONdSS$IL in
his article on those beings. They are mortals wikaathe mid-point.

However, | also like Arial3's point that you caruck the whole things and keep mortals on one sitk a
immortals on the other, since that does keep thierarrom getting muddy. -- Roger

Subj: Re:Ascendency
Date: 96-04-17 02:56:57 EDT
From: Iquander

Having come out in favor of letting mortal ascentbithe ranks of the Gods, let me now clarify a bdon't
think | would EVER EVER EVER EVER allow a player wiine to do this. Half of me messages complain ilbou
how | hardly ever get the opportunity to run higlvdl campaigns, so | don't even envision ever lgpiondeal
with this issue. So, yes, the question is largelgdamic. That said, | still think it important.ike the fact that
Zagig was a mortal who became a god. | also likefdict that there are relatively few other mortaleo have
done this. As something to drop into the backgroahddventures and campaigns, | think it's fun. Otet
mean it needs to have direct implications on thg MWran my personal campaign? Of course not.

For the record, | also think QSam's comparisorhefgrogression into divinity to a munchkin playsjirtg to
steal Thor's hammer a little absurd.

I mean, come on. I'll take Thor, and you can hawe ¢haracter of your choice. Let's set aside aleoof
afternoons to play the thing out. | guarantee Jafypd correctly, you won't even get to see the &o@din. It
isn’t going to happen.

Sure, giving statistics in the original Greyhawkoks (and Deities and Demigods) did more or lesgdnhe
kiddies to try to take on the gods. | would hopat thhe can acknowledge this as a fault of the plyard not of
the system.

Also, for the record again, everyone here seentgtatterly wooed by the avatar system as firsyfalitlined
by the Manual of the Planes. | happen to think gystem is a cart of horse dung, but then thatigferent
discussion for a different evening.

Iquander

Subj: Re:Ascendency
Date: 96-04-21 05:27:21 EDT
From: Tamerlain

Okay this is truly my last post for the night,

| think mortals can ascend in AD&D, they definitelyave* in Greyhawk (some are "in process" Kelaremj
Murlynd to name two). I'm not even opposed to hg\ptayers move through the quasi- and hero- deégiyes(if
you want to do some heavy duty plane hopping, ithibe time to do it!). But this shouldn't be a Mpiaul
time. Keep in mind that the character's at thigestare highly focused. They are probably more tast
alignment bound than at any other time in theieees. A quasi-deity is going to make a Paladin seagward
with regard to alignment concerns, and the typeguefsts and tasks required will be truly Hercul@aging the
Player's Option: High Level Campaigning Book isgfel here.) For my campaigns I've put together ey ve
specific pattern of advancement. The followingragai my next Council project:



The Path of the Powers

The "Path of the Powers," also called "Divine Assien," is followed throughout the multi-verse. Hoxge, on
Oerth it takes a unique twist in that it is a tveddf process, instead of the one step used elsewhieesfirst step
is becoming a quasi-power, a being on the quedivafe power, more than mortal but less than gdw Second
step involves becoming a hero-power. This addresstating a body of followers who will give risto a
priesthood.

A character may seek to ascend anytime after reg@®th level. Once a character embarks on the pat
to godhood, he can never turn back. At this pdietdharacter no longer shows signs of aging, butilieages
but the character gains the life span of a grayledflongest lived of mortals. Magic can incretiég span, but if
the character has not gained demi-power statubégrid of this his expanded mortal life, he is hifatied. If a
character dies through any other agent besidegtlagjeis, in struggling to become demipower), tharacter is
usually welcomed with open arms the home of hisydand commissioned as a powerful proxy This i€ tru
generally, even in the case of evil characters. @diag could be rewarded lesser Tanarri or singtatus, no
mane or lemure here. Occasionally an evil powenalws normal proxies. On the other hand, sonigede
might especially enjoy punishing such arrogant alert

Quasi-Power

Once this quest is declared, the character is dereil a quasi-power. The character ceases advaincing
original class(es). However, the character retaihslass abilities, but gives up normal adventgramd now acts
with new purpose. The character receives a sp2@%l magic resistance in addition to the changdedrspan.

In order to begin this quest, a character must dagne sponsorship usually a deity appropriat¢ht
characters alignment, original class, or race apgdare a special offering for that deity. The géh be anything
the character desires and the DM agrees to. Thatidonneed not be a single item. In any case, tfis g
monetary value must be at least equal to the cteasaexperience point total.

While preparing the offering, the character reesiexperience points normally. For each 300,000
experience points gained, the character can lowersaving throw number one point, to a minimum rsgvi
throw of three.

The ability to reduce saving throw numbers belba/normal minimum for the characters
original class is special, and it is why the chaamust give up his original class. The charag&ns no other
benefits from accumulated experience; no hit pojmsficiencies, skills, etc.

When the offering is completed, the character rfaugtney to the deities abode and present the l§ift.
the character has been true to the principleso&lgnment and profession, the deity probably piscthe gift.
If in doubt, use Table 59, Encounter Reactiongnftbe Dungeon Masters Guide. If the deities aligmnaand
profession for example, a lawful good fighter petiing a

Subj: Re:Ascendency (cont'd)
Date: 96-04-21 05:31:02 EDT
From: Tamerlain

---continued

A lawful good fighter petitioning a lawful good weeity uses the first column on the table. If tharacter and
deity are slightly mismatched, use the second coludtherwise, use the third column. If the reactioh is
friendly, the deity accepts the gift. If not, theity destroys the gift and sends the character aWag character
may then either retire, or start the process agithnthe same or different deity.

Note that the character might not get an immedsatdience with the deity. Just finding the deity’s
abode could be an adventure in itself. The mataritthe PLANESCAPE setting provides details abobata
character might find.

Once the deity accepts the gift, it assigns soareit task to the character. This is called "ThetTd
Power." (In a PLANESCAPE campaign, the characteobws the deity’s proxy as opposed to a quasi-power
see a Players Guide to the Planes). Completingahisproves the characters mettle. It is up tdDkto create
a suitable task and design a series of adventorgsasthe character can complete it. A few examfuidow:

- Found a dynasty

- Create a new magical item or spell that others se@kitate

- Find and destroy and artifact from an opposing pawertifact
- Find and defeat an avatar of a rival deity

- Build a lasting monument to the sponsoring deity



- Save the ethnic or racial group which has the rffudistwers of the deity en masse. (In the historyhaf
Flanaess, this happened with the Flan and Oeridatgs).

After the completion of this task, the charactecansidered a hero-power.
Hero-Power

Once a character becomes a hero-power severaktbiciur. The character initially receives a boonstagic
resistance to 25%. Then the character must contiaireng experience to lower all of her saving Wsdao 3.
This still costs 300,000 experience points per poiradvancement.

After this has been accomplished, the charactest then gain enough experience points to permanentl
raise all ability scores (or sub-ability scorespad 12. At least one ability score must also bseito 19 or
higher. After each additional 300,000 experiencitspthe character gains 1 point to apply to aniita (or 2
points if sub-abilities are used). Magical meanawjmentation such as wishes or tomes may speeprtgess.

After both of these have been accomplished, theracher now turns her attentions to her future
followers and priesthood. She must decide her glastfand specific areas of responsibility (this part is
dictated by the sponsoring deity, and partiallythy characters personality and abilities.) She meside which
spheres will be her major spheres of influence,whith will be her minor spheres. This hero-powerstrthen
gain enough experience points to be "bonded" viiélsé¢ spheres. The cost for this is 300,000 experipaints
per major sphere, and 125,000 experience pointsnpeor sphere, that the character wants to allow he
priesthood.

After the spheres have been determined, and ttesgary experience gained, the character undergoes
the First Ceremony of Bonding. The sponsoring deitgmpts to Bond the spheres to the charactehafacter
must make a saving throw vs. Death Magic for eatieie to be Bonded to her. If the roll succeedsSSiteere is
Bonded to the character. If the roll fails a Systehock must then be rolled. If this roll succedts,bond does
not take and the Sphere is not attached. At thistjuwe the character may elect to stop the proeednd earn
enough experience points to try to keep this Sphretbe portfolio, or she may continue the ceremdaging
the chance to include that particular Sphere. éf #ystem Shock roll fails the character is annibiaby the
coursing of divine energies through her body. Whies ceremony is successfully concluded, the foltmwi
results:

Subj: Re:Ascendency (cont'd 2)
Date: 96-04-21 05:32:43 EDT
From: Tamerlain

continued---

If the character was unable to cast these spélésgains the ability to cast all spells in the sph@gncluding
quest spells). These spells can be cast as ift@cter were a 9th level priest (The minimum lenadessary to
cast 5th level spells the maximum allowable togtiest of a demi-power).

If a character already could cast priest spells,rehintains her previous spell casting level.
The character may only cast spells priest spadis fihne Bonded spheres even if she had access & Spheres
prior to the final Bonding.

After all spheres have been determined, the ctarawst earn an additional 100,000 experiencetpoin
for every granted power she wishes to bestow. @ hesy not be higher than 5th level in nature).

After all granted powers have been determined, ct@racter undergoes the Second Ceremony of
Bonding. It operates exactly the same as the Eesemony except:

Success results in the characters ability to us@tnded abilities.

After Bonding, the character must abide by allcstiies of a 12th level priest utilizing only theldies that she
will later grant as a demipower. (Spells, AttackiIRdEquipment, and Abilities)

Characters lose, for a time, all non-priest aktitand abilities not related to her future priesthdHowever, hit
points, saving throws and ability scores remaitnathero-powers normal level.

During this time, the character essentially fumasi as his own followers might in the future. Shalso
restricted compared to what she was previousig. during this time that the character learns hiesvfollowers
must live. It is also at this time that the herdgdegins to gain followers. During this time thero-deity



begins to understand the very natures of her falswThe hero-deity must gain at least 200 foll@wand
100,000 experience points before continuing ori'Bah."

The hero-deity is, at this point, the most vulidgzof any time during the entire ascension prqdess
by some pact or accord among the Powers, theyrdyevasited by troubles common to all 12th leveiegts;
Yes, she might fight powerful enemies, but she mill be beset by a host of Pit Fiends.

After spending time as one of her own, and gatiged number of followers, the hero-deity has one
more choice to make. This is called "The Choic¢hef Avatar.” It determines whether the power wéirgthe
ability to use an avatar at the demipower or lepsevrer level.

If she desires an avatar at the demipower lélel; must gain an extra 300,000 points (in thespnt
priest incarnation). If she chooses to wait to gainavatar until she is a lesser power, she nesidsann any
more experience, but may go to the final step.

The final step of Ascension is the "Third Ceremaifiydonding.” In this ceremony, many things occur.
First a final saving throw vs, Death Magic is matikis is followed by a mandatory System Shock ibkither
roll fails, the hero-power must earn 250,000 masfs before trying again. If both rolls fail, thero-power is
annihilated. If both rolls succeed, a magnificaghsoccurs (this could be a loud peal of thundeartidor 100s
of miles, an earthquake, a large comet, a boomancey a whirlwind, a pillar of smoke the DM shoulde his
imagination here). The hero power Ascends (or Defgeinto the Astral Plane and passes to her nemeho
Plane (which might well be Oerth if that is whatsadecided by the sponsoring deity) and the Finaiddw), the
bonding with her followers, occurs.

The hero-power becomes a demipower with all retpijsdrtfolios, spheres, and abilities (including gflower to
grant spells, etc.)

Subj: Re:Ascendency (cont'd 3)
Date: 96-04-21 05:38:00 EDT
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continued---
Demi Power

If the hero-power chose to gain an avatar at theiplewer level, a spiritual vortex swirls around thewer as
she ascends and a solid body forms. This is tkediratar. The avatar gains all of hero-deity'giodl classes,
abilities and levels. If the priest class was gdimkiring the "Path”, only the abilities of the hgmwers
priesthood are gained (at 12th level; howevehaéf ¢haracter was originally a priest as a mortadsp abilities
are given at the highest earned level. If otheegtiiike classes existed (cleric, monk, shaman) ¢tese
additional spells and powers are returned as well.

In addition 3/4 of the Hit Points, and the 3 savihrow of the demi-power are obtained by theaya

If the hero-power was not a priest originallye tavatar also gains 12th level priest abilitiepasthe
hero-powers followers.

The avatar then gains four additional levels tthet DM may divide as he sees fit among those
originally held by the power (if this takes avatkrgels above 30 that is fine. Avatars will earn ag8ditional
levels every time a power advances in the futur @an attain 40th level well beyond mortal abiliBut a
power who waits until they are lesser powers befioeg get an avatar will only be able to field asatar who is
38th level in the future, at best.)

It is also true that a power need not give ariaits "maximum™ abilities. A power may decidesend
an avatar which has only one class, or one of |dexar than what it could possibly send.

Enter name of file to Those followers eligible amesirous become 1st level priests of the powethdfnew
powers portfolio and/or old classes allow, clericsysaders, druids, monks, paladins and shamanatsaybe
created under the guidance of the new demipower.

At this point the PC and avatar become NPCs utidecontrol of the DM; the hero-power becomes a
demipower and one of the greatest legends of teslelss is born.

This event is truly momentous, it has only happerely for certain in the history of the Oertredvia
managed it, in his lich state. luz managed it, desfpr maybe because of) his cambion-tanari hegeitglt is
assumed his mother, Yggwilv, helped somehow.) ZaggdArch-Mage, apparently did it, as well as Wa3the
Hopping Prophet, and Zuoken. It is also possib& Bt. Cuthbert, and other heroes of the distast paght
have come to power in this manner. At present thezdew known quasi-deities and one hero-deit@erth.

My next entry is an example of a quasi-deity...trproblems she has run into.



Subj: Johydee
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JOHYDEE

Quasi-Power, LG

(Priest 20, Thief 20)

ALIASES: Barg Dresh, Master Thief
STRONGHOLD NAME: None

SPONSORING POWERS: Tansha (deceased)
ALLIES: Heironeous

FOES: Syrul, Hextor

Johydee is a beautiful quasi-deity with a bit gbrablem. She became a quasi-deity because of her
brave deeds: first by freeing her village, fromaad of thieves, and then by freeing all of her pedmm Suel
domination. She gained quasi-power status longsagoe 1100 years ago. However, she carried withaher
artifact that, while being the basis of successesntually led to her predicament.

Johydee was participating in her test for Tangh#&sser Oerdian power of Truth and Justice (and
betrothed of Heironeous). Her test was to infiégrdte very household of Syrul (The Suloise powet.iet,
Deceit and Treachery) and rescue a captured palddiortunately, Syrul (aided by Hextor, who dedite hurt
his brother even more than he hated his enemigiseoSueloise pantheon), caused a great magic vavietx
rode Johydees magic resistance and caused herahagisk to make her forget she was a priestessngear
magical mask, and help her to believe she wasstier of the original thief gang she helped ovevthr

Tansha, outraged with Hextor for his helping Syohlallenged him to a mighty arcane duel. But even
though she was a puissant lesser power, she wasoove by the more powerful Hextor, (especially wien
was aided by Syrul). Tansha was destroyed, anénh@ty between Heironeous and his brother incressed
fold.

Johydee, meanwhile, was trapped in Syruls healtlaot knowing her own identity. Syrul captured,her
ensorcelled her, and put her in a stasis on digpldlge entryway of her abode. Syrul views Johyde®ne of
her greatest trophies of war. Occasionally, Syeahoves Johydees mask and flings it into the PrilaeeR for
other mortals to find and use. Johydee, trappesthisis, can’t respond.

Fortunately for Johydee, Heironeous has sworretover her in the memory of his betrothed; Even if
this takes an eternity.

Johydee appears as a grizzled man with whitedmalrblue eyes dressed in Old Suloise fashion when
she wears the mask. When it is removed, she appsass beautiful chestnut haired, green-eyed woman i
ancient Oerid tribal dress.

AC 10; MV 12; HP 137; THACO 8 (unmodified); #AT 1
Dmg by weapon

MR 25%; SZ M (5)

STR 15, DEX 17, CON 13, INT 14, WIS 20, CHA 17
SAVING THROWS: PPDM: 2 RSW: 4 PP: 3BW:5S: 4

Johydee can't fight at all, now, and has long b&tepped of any magic items for offensive or defea
purposes. However, there has been one very integeside effect to her exposure to the Artifact wnoas
Johydees Mask for a millennium: she is now, in aldty the master thief she believed herself tolbdact she
is an oddity in the multi-verse: a lawful good thi€hese thieving abilities will remain even whdresecovers
(if she ever recovers).

In addition to this, her level as a thief hasréased. She originally was disguised as a 9th kined,
but she has gained one level per 100 years ofviigpti

The other good effect of her captivity is thahds kept her from aging. She still has the gregonina
of the elven life span granted to quasi-powerimmete their ascension.

Tuerny the Merciless has a similar problem...
Subj: Tuerny

Date: 96-04-21 05:45:30 EDT
From: Tamerlain



TUERNY

(The Merciless)

Quasi-Power, (C)NE

( Mage 24, Thief 9)

ALIASES: None

STRONGHOLD NAME: None
SPONSORING POWER: Erythnul
ALLIES:

FOES: An unidentified Tanarri Prince, .

In the early years after the Oerid migration itlie Flanaess, one mighty mage arose. This magde firs
served as the counselor to one of the many eatly @erid kinglets. But Tuerny eventually had tbgal family
put to death, and claimed the crown for himself.

Using his vast magical powers, Tuerny charmednstawed most of the army. He was also able to
summon foul tanarri and set them loose on the éedppeople. It was during this time that Erythrodegpted
Tuerny as a candidate quasi-power. Tuerny hae latintrol over the tanarri, so he began craftindewice
capable of bending them to his will. He calleddévice, The Iron Flask of Tuerny the Merciless.sTlas to be
the prototype of the great item he planned to nfakdis testing. With all in readiness, he summofath a
great tanarri, took control of it, and imprisonéahihis flask.

Meanwhile, news of Tuernys atrocities reached himging kingdoms. They raised great armies to
crush Tuerny and his foul minions. These devagiatiars lasted years but resolved nothing. Findllyerny
opened his bottleonly to have the released, anglaregry Tanarri Prince (who is still unidentifiegab him. A
blood curdling scream filled the air as Tuerny sfanmed into a foul and hideous monster and vadisA®ng
with the flask and the creature.

Tuerny is at present a Babau tanarri who servaspgssonal servant of one of the Princes of thgsé\b
He is used primarily to recruit new forces to senigmaster in battle.

He appears as the normal Babau---like a tall sketbvered with dark form-fitting leather, with eegt
horn protruding from the back of his skull.

It is not certain whether Tuerny can recover fitie state if he should, his elven life span isrpse he
might immediately be annihilated. Or it might battkhis is his test it's hard to say.

AC -3; MV 12; HP 135; THACO 13 (unmodified); #ATdt 3
Dmg: 1d4/1d4/2d4 or by weapon +7

MR 50%; SZ M (7)

STR 19, DEX 16, CON 15, INT 18, WIS 10, CHA 3
SAVING THROWS: PPDM: 6 RSW: 3 PP:5 BW: 6 S: 4

Tuerny has all of the normal powers of a Babawe €hfeebling gaze, the corrosive substance which
covers his skin, the ability to gate in other tainand the thief skills.

He also has all of the abilities common to Tanarmd the spell casting abilities of a Babau: dispel
magic, fear, fly, heat metal, levitate, and polyptoself (each of these may be cast 1x/day). Howéuggrny
casts these spells as if he were a 24th level nkégeannot, however, cast any other spells.

Tuerny, as all Babau, can only be hit with magieahpons.

and, finally, on a brighter note...

Subj: Kelanen
Date: 96-04-21 05:47:57 EDT
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KELANEN

(Prince of Swords)

Hero-Power, N

(Fighter 20, Mage 5, Thief 10)

PORTFOLIO GOAL: Swordsmen, Swordsmiths, Swordplay
SPHERES EARNED: Major: Combat, Creation

Minor: Charm, War

ALIASES: None

STRONGHOLD NAME: BladeForge



SPONSORING POWERS: Obad-hai, Tritherion
ALLIES:
FOES:

Kelanen, the Prince of Swords, is a commandingréigHowever he often takes great pains to disguise
this, traveling as a beggar, a thief, a mercenaryrogue. In any of these forms he will be unrerablg,
sometimes young, sometimes of middle years. Halepower to alter self at will, so he seldom appéathe
same form twice, except to show his true form. Esicthese forms however, has a marring scar offialers or
neck. Kelanen prefers garments of gray or blue-grity ornaments of silver or platinum.

The true form of Kelanen is that of a youngishitejhandsome man, fair of complexion, with silver-
gray eyes (hinting of some distant elven blood) eodl black hair. It is hinted that Kelanens scaswained
during his "Test of Power" when he battled an avai#s visage bears the long silvery scar from ®yehin on
the right side of his face. Those who know Kelamenpgnize him immediately when this mark is regdaHis
form is slender and sinewy, his height, just ursiefeet.

Kelanens permanent abode is in a Spartan strothgh@n extra-dimensional pocket plane. He usually
travels on the Prime Material though, be it on @ertanother parallel world, seeking adventure emghging in
warlike actions which promote the balance of Ndifra

Kelanen seeks to gain the major sphere of Headind,the minor spheres of All and Guardian. He has
spent much time and many wishes to develop spabibilies which will form the basis for his Speciabilities
granted to his priesthood, even though he haygd through his First Bonding.

AC -5; MV 18; HP 159; THACO 1 (unmodified); #AT 3
Dmg 1d8 or weapon

MR 30%; SZ M (6)

STR 18/00, DEX 21, CON 18, INT 17, WIS 15, CHA 19
SAVING THROWS: PPDM: 3 RSW: 3 PP: 3BW:3S:3

Special Att/Def: Kelanen has several abilities whigake him a formidable fighter and ally. His choseapon
is the sword. His expertise is such that he isigfized in every member of the broad group: SwokHis.also
fights as a Grand Master when using the bastarddsamd broad sword. He can use one sword in eauth drad
incur no penalty to hit. He can furthermore wieldveord as large as a bastard sword (or katanajerhand as
if he were using two hands to wield it.

Kelanen has two special swords which are nevefréem him. The first, Swiftdom (THACO -12, 2d6
[grand mastery]+6[weapon plus]+3 [mastery]+6[Stthaflgis a +6 bastard sword flametongue formed of
glassteeled adamantite. When not aflame, the bkadapossible to parry and always strikes firstainmelee
round. Furthermore, it has a vampiric power whielstows 1 HP to Kelanen for every 6 points of damage
inflicts (but not above his maximum). The weapos hal7 intelligence and an ego of 25, but it neesks to
cross Kelanens will. It speaks eight languages laasl the following powers: read languages, read anagi
telepathy, detect illusions, detect invisible oltgedetect magic, and teleportation. The Specigh®ae of this
blade is to protect Kelanen. Originally it addedteis his saves, but now it only reduces damagtased by
Kelanen by -1 per die. This sword is neutral ig@thent.

The second sword is Sureguard (THACO -12, 2d6 njdra mastery] +6[weapon
plus]+3[mastery]+6[Strength]) is a +6 broadswordstbrand of glassteeled adamantite. This sword a&xta
dancing defender. The weapon has a 17 intelligemzk an ego of 19. It speaks 6 languages and has the
following powers: read languages, read magic, tdlep detect good/evil, detect secret doors, détaps, duo-
dimension. This blade serves Kelanen faithfully.

Subj: Kelanen (2)

Date: 96-04-21 05:49:36 EDT
From: Tamerlain

Posted on: America Online

continued---

Kelanen wears elfin chain and a ring of protecti®n He employs few other protections.

It is purported that Kelanen has no friends orfidamts other than his swords. He is 90% likelyb®
able to summon either one 1x/day.

In addition, Kelanen has the following powers:

Charm Sword: If an opponent bears a sword witbgm the sword will refuse to attack Kelanen.



Immunity to Special Powers: Although Kelanen mayharmed by swords, he is immune to any special
attribute of the blade other than its normal norgive cutting edge no plusses, flames, vorpal taisili etc.
affect him.

Multiplication: When Kelanen bears a non-intellifje non-magic sword, he is able to cause it to
duplicate itself. After the 1st round of combateaand sword, exactly like the one wielded by Kelgrappears
and commences to combat his enemies as if he wietding it. This process continues until nine sitddes
exist, and then reverses, one blade per round ghsaing until only the original remains. Kelanenynse this
power 1x/day.

Sword Blessing: Kelanen can "bless" any sworchat it gains +1 to hit and damage for 10 rounds. He
can do this for as many 20 blades per day (thisiboan be applied to magic blades).

Sword Control: Unless a wielder of a sword is &sstul saving versus spell, Kelanen can causeda bla
to turn against its owner for 1 round (2x/day).

Sword Summoning: In addition to his own swordslaken can summon any sword in sight not held by
another being, to come to him.

Kelanen has the abilities of the acrobat kit ak asthose designed for fighting.

Note that this is just a slightly modified versiohE.Gygax's original from Dragon...

WORSHIP AND DIVINE POWER

Subj: On the Gods (1)
Date: 96-04-25 22:19:03 EDT
From: Tamerlain

The following few entries are things | wrote up,emhthinking about the Oerth deities (after haviegd the
F&A for FR)...note that these accounts would notessarily be how the powers of the several differen
pantheons on Oerth would account for their existertbey have different agendas and different iozlahips
with their followers.... (This is going to take & bf space too....)

Worship in the Flanaess

In the Flanaess, the cultural migrations have ¢eal Yery broad and intermixed group of pantheonmesareas,
like the almost purely Suloise lands of the Barasiof the Thillonrian Peninsula worship the povedra single
pantheon (although these Barbarians do not worshipf the beings of that pantheon). In other areash as
the highly Suloise area of the Scarlet Brotherhawdy one power is worshipped. Oddly enough the grow
worshipped here is not from the Suloise pantheanhfrom an older unidentified source. Another odgext of

the Flanaess faiths is that although good and aewmtorshipers of good and neutral powers tend to be
polytheistic, worshipping several powers, the wipsts of evil powers tend to worship only one power
although these evil worshipers may work to overthtbe several other powers. An exception to thisegal
trend are the worshipers of the evil Suloise powéege Jas, who does not appear to desire to beolhewing
power in her pantheon.

Some non-evil individuals do worship only one poweut these are generally the clerics, priests,
paladins, rangers and monks who serve as the ctargyesence temporal of a particular power. Thesags
are in a sense, petitioners on the Prime. Upon tfegiths they are usually rewarded with petitigtatus on the
home plane of their deity. While good and neutralshipers tend to become petitioners after evilshipers
generally become pathetic lemures or manes, althtruy notable evil followers might find other end
Among the rarest of all occurrences in the univessenortal may ascend to the heights of deityhddds
happens probably more commonly on Oerth than incdingr sphere; here there are four or five persemado
have reached the quasi- or hero- power statuseiriatst century or so, and two humans (Vecna, arenatf
Oerth, and Mayaheine, who arrived from another @atySphere or Plane) who have become demipoweis. It
also conjectured that St. Cuthbert was originalhuenan hero, but if this is so his ascension isifothe mist of
antiquity.

Subj: On the Gods (2)
Date: 96-04-25 22:23:45 EDT
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Worship and Divine Power

Much as occurs elsewhere, the rank of a powerléea to the number of that power’s followers. here
exceptions to this rule. It appears that the damkgr, Tharizdun, who is universally feared withive tSphere
despite the fact that the number of his worshipsréew. Other exceptions include the quasi-poweriso
generally have no followers, but are rather inghaecess of becoming recognized as powers. Hero-golnae/e
gained some few adherents, but do not yet havéeatpood. Demipowers are the first level to aciughin a
clergy and the ability to bestow spells to followen a daily basis.

As is true in other Crystal Spheres, it appeaas powers benefit from forming alliances. In sorases
these alliances are familial, such as is the cadeBeory and the Green Man. In other cases, sirslarity of
goals (such as Aphrodite from the Olympians of farid Hanelil Celani of the Seldarin in Arvanddn)some
cases it may be simple self-preservation.

The divine essence of powers, and its control laestowal, except at the very lowest levels (upon
ascending mortals), is an uncontrolled procesodigh it appears that some powers, especially those
involved with Fate and Time, such as Istus andipbsLendor (and possibly Cyndor in the past) hasee
ability to manipulate other deities, this is not¢ tipeneral rule. Higher level powers can, of couesect lower
level powers (possibly even killing them). Andstpossible that a several deities acting in coramrtd destroy
another. But the several pantheons tend to keegdrtra happening. The best way to affect a powehisugh
affecting his or her mortal followers (but this’iseven a sure way of denuding a deity of his arihBuence.)
Generally speaking, deities from GREYHAWK respoacach other and to their followers on the basihife
principles first by alignment, second by spheremfidfience, and, third, by pantheon and nationfliafon. It is
important to remember that this is not how the psved all worlds and Crystal Spheres interact.

The first principle, alignment, governs the moraldaethical choices of the powers. Except in uniakys
singular events, deities do not act against tHgjnments. They are, in a sense, the living embedis of these
alignments as expressed in several ways (sphdtes).conjectured that the power of alignment dsivtke
universe, and powers gain their immortal esseram this. For a deity to violate alignment causéslaalance
in the very fabric of the multiverse; and the repssions are severe. Anything from the destructibthe
power, to a re-alignment and lessening of power wagur. The former usually occurs when the deitis ac
volitionally, the latter when the followers of thleity, en masse, begin to re-vision the deity’s @td being.
The second principle, the principle of spheresmfifience (also called the powers Portfolio), gogetire affairs
of a power. The spheres of concern are connectéit tpower through varying processes. In the chteedruly
ancient deities, spheres were simply manifestatafnthe powers being. Beory did not choose Oerthhers
sphere of influence, nor Istus, fate; it simply wsas Later, during the formation of pantheons, sgheof
influence were assigned by the Greater powersdsetlof less power according to bent of personétitis was
true whether a power rises to that station, or'isasn” or made). This particular interaction ceasethe distant
past, and since then, new powers come to theirreptaf influence by choice. As mortals ascend,r thife,
interest, abilities and concerns help shape thaitfgdio. As with alignment, mortal followers canfiuence and
change powers in this area.

Subj: On the Gods (3)
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Worship and Devine Powécont'd)

If all of the worshipers of a deity stop recogniia powers control in an area, the power losegasteand
control in that area. It is possible, over sevendlennia, for a power to be completely redefinbdotigh this
process. In general, powers of similar portfoli@védn one of two responses to each other. The firshé of
guarded friendship (one is never quite sure if lmoteity of nature has the same outlook as oneselfof

competition (or even hostility), which occurs irsea where alignment differences cause major difta®in the
perception of the sphere, or in cases where thepmfrom another pantheon. In cases where a psp@rsors
an ascending mortal, the relationship is genexadly good (unless worshipers start re-visioning ofne two).

This third principle, the pantheonic principlettie least stable principle of the three, was s#iexbeginning of
human time, in a divine pact called The Accord.tBig pact, most powers chose to closely relate sedras in
ancient pantheon groups allied to mortal tribalug But the Accord, to some degree, has brokemddany

of the powers who are recognized as "common" tpediple of the Flanaess do not adhere as clos¢hetoall

of pantheonic unity as they once did. Their follosvhave "shaped" them to this. Once, the Bakludisgwere
allied across the line against those of the Suslth® people fought, so did the Powers. This cudsacmoral
compulsion, and even deities of the same alignmen¢ affected, because each saw powers of othéngmars



as interlopers and pretenders, as false represegtatf alignment. Oddly enough, this did not gefigrhappen
between human pantheons and non-human panthedhsu@t it did between various non-human pantheon
groups). When the pantheons were strong, thereneasally a chief Power of each, Beory and Rao far t
Flan, Istus for the Bakluni, Lendor for the Suelh& the chief power spoke, all members of pantheere
wise to listen, regardless of alignment. This pphe explains the extreme enmity between some peem
different pantheons, but it isnt likely that thess-pantheon rivalries will ever be as intenséag bnce were.

Areas of Godly Influence

The powers of Oerth have divided influence on the ftontinents and countless islands which dobtteans.
This influence is normally contained within the iggin which specific followers dwell (and is théoee
normally contained in ethnic or racial boundariast in the case of Eastern Oerik (the Flanaess)dbes not
always hold true because of the great number ofatiggs and wars.

This work is only concerned with those pantheorw vinfluence the Flanaess in the history of
humanity: the Bakluni, the Flanae, the Oerdian,Shiise, and the Olman (the Olman were largelyedrioff
of Oerik, and no longer play a large role on thiatment.)

Because of this, the Flanaess is home to severséns from several pantheons who have similar
portfolios, and whose followers may either fiercelympete (even if of the same alignment), or why et
along very well. Usually, it is the followers ofeitfSuloise Powers and the Bakluni powers who hagertbst
strife in inter-pantheon struggles.

Other powers form relationships based on alignneerinterest, with good powers generally getting
along with each other and evil powers forming altia to gain advantage. In some instances thergrags
animosities between powers of the same pantheaseTare generally problems caused by alignmers, tag
case in the struggle between Hextor and Hieroneous.

Subj: On the Gods (4)
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Pantheons and the Accord

In the beginnings of Greyspace, there came initstence a group of beings now called Proto-powrs.

During this time, these beings were actually weotentials in action. They created and formed the
faces of the planets and the ecologies of eactselReoto-powers experienced many of the samesstifd joys
as mortals. They fought, they loved, they createtidestroyed, they even gave birth to young. W4olme were
born, others were annihilated in the strugglestibwait place between these various beings.

However, this state of existence changed withatiival of the Ancient Voyagers and their Powers to
Greyspace. The first of these arrivals were theeslThese were followed by dwarves, gnomes and the
humanoids. They arrived from other Crystal Spharesd they brought with them the influence of thesm@rs.

By and large, the Proto-powers of Greyspace ansgetion-human powers did not interact, as the psimar
interest of the Non-human deities were concernet thieir peoples with which the Proto-powers hétklito

do. Exceptions did occur, when a Proto-powers @stisr and alignments were very similar to a non-uma
powers friendships grew. The intrusions of the rieawers, however, did limit the Proto-powers adggitin
Greyspace. No one Proto-power could withstand thmbéined might of a Non-human pantheon. When a
mandate to leave a forest of elves, or mountaiméss of dwarves alone, the Proto-powers complied.

It was then that humans appeared. Whether theg imgyorted from other Crystal Spheres, or created
by the Proto-powers themselves is not clear, theest are many and confused and the powers theesseli
not say. But this occurrence forever changed tlapetof reality in Greyspace. The Proto-powers ttedl the
Time of the Accord. Groups of deities allied witlibés of humans, and formed the Pantheons whicke wer
revered by mortals for ages. The Accord also iretillon-human Powers and limited the amount of oness
between human and non-human followers of a deitydceeek. The proto-powers, gaining followers, éased
in might until they were on par with the Non-hundwities, and in many cases surpassed them.

Of all of the proto-powers and powers in all oeg@gpace, one refused The Accord. He drew followers
from all races, and all tribes. His name was T foaniz



Since The Accord there have been few new deitigégeafrom "the outside." The clannish and Oerth-
centric nature of Oerth denizens is reflected srpibwers as well as its mortals. Mayaheine is itis¢ fecorded
"human" power known to have come to Oerth from 'thiéside,” and it is conjectured her appearancelisly
due to three factors:

1. The rampant spread of evil in the Flanaess;

2. The incapacitation of St. Cuthbert due to hterifierence with the luz/Vecna debacle and his raaiittg of
the members of the Circle of Eight even though \degpparently destroyed them (see Vecna Lives), and,

3. The fact that Kelanen had not yet ascendednopmever status at the time of the Greyhawk Warsyahaine
was probably allowed influence on Oerth to makefarpthe imbalance caused by the vacuum on the clide
good and neutral (it is conjectured that Rao, Istusven Beory herself had a hand in this).

Subj: God Awful Problem
Date: 96-04-29 15:33:02 EDT
From: Iquander

You know, I like to think that | can look at eacBR "innovation" objectively. I'm dying to run a Grawk
campaign with a Flan Shaman in the party, and Iso ampressed (for the most part) by some of the ne
challenges and details the Planescape campaigoffsanfor my games on Oerth. Similarly, Al-Qadimfers
some interesting suggestions to flesh out the Bakhnds. But then there are some things that abeyl_do
not_ fit the World of Greyhawk.

One of these things is this malarkey about the p@fia god being directly related to the numbewofshippers
that god has.

Right. Give me a break. This sort of reasoning migiid true in realms like Planescape, where it talien into
account from the very start. With that setting'sdd gods" floating through the ether, it in facrms to fit very
well. Greyhawk, | should not have to state, is oltfean this theological retcon, and therefore lotalty
unwilling to reconstruct my Oerth just to fit thempany line in this case.

Let's look at the facts. There are two obvious saseto why this does not hold true on Oerth: Bbcand
Tharizdun.

Boccob is not a greater power because he has theabesics, he is a greater power because, simglyhe is a
great being. For all intents and purposes, Bocaolated_ magic, and its implied that he has a harits
workings even today. But this does not attractzalde clergy. In fact, Boccob is called "the Unngtiin part
because it is said that the body of his worshippaesests him not at all.

If we are to retcon this to stick with this ideatleveryone here seems to be so fond of, we hasente up with
ridiculous statements like "Well, Boccob must berstipped on 40,000 worlds. . ." come on. Beory, the
"OERTH MOTHER" is a greater power, and it's diffitto suggest that she is honored on any worldratien
Oerth.

Let's take a minute to look at a quote from Gydéx:general, the greater gods are too far removenh fthe
world to have much to do with humanity, and whileyt are worshipped, few people hold them as patrons

| take the above quote to mean that, though therevarshippers of the greater gods, their numberdeav. The
average man of the Flanaess does not, say, woBgopy, but he concedes that she is the soul ofOwkth.
Certainly, there are exceptions (Pelor being thetrmobvious, though Nerull is highly worshipped vadl), but
generally, the greater gods are more "acknowledtfed! worshipped or even followed.

Which brings us to Tharizdun. The last of his peegexcepting perhaps some holdouts in the Scarlet
Brotherhood) dies long ago in an abandoned tenmptke Yatils. He has, functionally, ZERO worshipneand

yet he is still powerful enough to make the en@erth shake in terror. Indeed, he is listed amdwegGreater
Gods, and though he cannot directly influence tbddyit is foolish to assume that he is out of gjaene.

By the new canon, Tharizdun would dwindle to naoghialone in his demiplane of imprisonment. Withthe
worshippers so needed by 2nd Edition deities, i for. But then, of course, The Whispered ®Gtee\Who
Shall Forever Sleep, the god who even today isidered evil itself, will soon have a lot of compaayong the
Greyhawk pantheon.



This rationalization doesn't work, folks. Like than on Monks and Assassins, it starts to unintealip chip
away at the foundation of the planet. While thagmhibe something that gets your motors revvingloiésn't
interest me one whit.

Iquander

Subj.:  Tharizdun & Spells
Date: 12/03/1996 18:16:45
From: Belvor X

Tharizdun has the power to grant high level spelis he cannot due to his imprisonment. Tharizdunosa
_true_ demi-god he is he restrained MAJOR god. @dwer of Tharizdun is greater in some evil placesvall
as near some objects of Powers. The Scarlet hasael one part (or perhaps two) of the Rod ofethpart.
That Rod is the key to free Tharizdun and it leisie bits of power escape from it.

As you know all, bits of infinity are infinite soteemendous power emanates from the Rod.

In my own campaign, the Scarlet Brotherhood caodrepared to Drow in the way that they are powerfund
near their source of power. That explains why psieemain(ed) in their home country and sent aBsgss
thieves and fighters over the world.

The Priests of Tharizdun have to be near or impeghwith the Dark emanations from the Rod (or lagrot
item, if the Rod does not fit into your campaign).

| also see the Scarlet Brotherhood as a bunchiofies. Not powerful psionics (I dislike them) bwuith some
powers nonetheless.

The first power required to be a priest of Tharizdn the Scarlet Brotherhood is a kind of ener@nsfer.
“Energy transfer” creates a link with other indivals and allows the priests to tap into the Darlamations
even if they are far from homeland. (If you dislitee psionics more than I, you can even imagine tia
Brotherhood owns another Object of Power that s&peddl Energy toward attuned Unholy symbols)

I have no rule for that energy transfer but it woa priest to regain his spell and is my DM seewgiianation
for granting spells above second level to priekBharizdun

Subj.: Re: Tharizdun & Spells
Date: 13/03/1996 00:54:22
From: QSamantha

This is an excellent explanation of the Tharizdiamic spell problem. The clerics are severely lediunless
hooked up to a dark power source. Very clean. \é&gant. And it ties up all the loose ends. Youl soé.:)

Qsamantha

Subj: Re:God Awful Problem
Date: 96-04-29 19:53:10 EDT
From: Tamerlain

qu

I'm in 100% agreement here...despite my effortsddify the quasi- and hero- deities (they are sjesases
anyway...). The gods simply are. Some are more gdalyesome less, and sometimes they move around
(although it might be interesting to see what woligbpen if a culture in which a god was worshippedle
completely annihilated...It might be argued tha god would still be there, but he wouldn't makecimaf an
impact on the other cultures...or that if he did,ane would recognize his influence for what it w@, and
about Boccob...I think Wee Jas might argue abaibking the creator of magic a Wee bit. Again,gheblem

(or rather uniqueness) of multiplicity of pantheoears its head. )

Steve



VATUN

Subj: Vatun revisited
Date: 96-04-23 08:49:05 EDT
From: DTorsiello

The recent talk of ascension, divinity, etcetees tekindled some the classic questions in my mimtbunding
the origins of Vatun. | went back and re-read saofréhe old posts the last time this came up andecapwith a
possible outline of Vatun's life.

| decided to put his birth at, say, 198 CY-- cortiimggit to the sighting of that ball of fire of theouth of the
Great Kingdom (obviously, the comet symbolized stirimg other than "wealth, strife and a living deéatior
the barbarous Suel peoples, anyway.) One of theaban legends states that Kord often beds morbahew,
and many barbarians lay claim to literally beintsan of Kord." | think it would make sense thawiitun were
born a demigod and would later become a hero ofstied barbarians inhabiting the northeastern fsngfethe
Flanaess, Kord would be the most logical choicehiar to have a familial connection with, since Kasdthe
god these people most revere. Legend also haatit¥lee Jas has often sought to seduce Kord andllvags
been rejected by the grim god, so it would makessahat she would resent Vatun's existence and teeek
destroy him. It was she, then, who used her magicaters to somehow discredit him and force him to
undertake "the Path of Doom" (credit to Psychlapstlie phrase) five times; learning the skills lué thief, the
skald, the druid, and the ranger in addition toviaerior in order to gain the Five Swords of Coraskl thereby
regain his lost honor. (In case you can't tellpdk the 12 labors of Hercules as inspiration fas.jhHe was
successful in completing the appointed tasks and mvach fame and adoration amongst the barbariaplpas

a result.

Of course, Wee Jas' fury only grew. At last, shaspired with Syrul (who would, ironically, be Vatan
grandmother in this scenario), Beltar and perhapsrRius and tricked the demigod into allowing hithse be
placed under a powerful stasis spell. The evil gibdsn sealed him off in some demi-plane. Why dithméty
simply kill him outright? Perhaps being a demigod &eing so widely revered made that impossiblmetmw.
Perhaps being the blood kin of Syrul would have enidig act too sinful for even gods of evil to conwithout
consequences (fratricide is a major taboo in neargry culture). Or perhaps they feared retribufrom Kord
and thought it would be safer to capture him alivken if all else failed, he could still be usedaabargaining
chip.

Subj: Vatun pt. 2
Date: 96-04-23 08:50:19 EDT
From: DTorsiello

Unbeknownst to them however, Kord was prescientighdo foresee their treachery and left an enchamtm
upon the Five Blades of Corusk that would allow Wrato be summoned back to Oerth when the proper
ceremony was performed. The evil gods realized toslate, but Syrul-- goddess of lies and deceptistill
managed to scatter the swords to the four windscasts spells over them that made them undeteckable
divinatory magics.

At any rate, Vatun's disappearance occurred shaiftisr he succeeded in uniting the barbarian trifved
planning a war of conquest. So when the next cagnrag season finally rolled around and Vatun wagsr@sent
to prevent bickering and in-fighting, the ColterepBality (what is today Stonefist) pulled out oé thliance of
Fruzt, Schnai, and other "mercenary barbarians" intiaded the Great Kingdom's North Province in 856
The barbarians' subsequent defeat at the handie dditeat Kingdom led to much lamentation over ts lof
Vatun. This, in turn, is what led to the birth bétlegend that if Vatun ever returned, he would I barbarian
tribes to a war of conquest over their enemiesidimg them their redemption and their revenge. hdgalso
has it that he would be powerful enough to vanquigh and this is most probably true. However, ¢hisrno
great magical secret to this-- more practicallytfiais simply powerful enough to kick luz's assipland
simple.

I've kept this a very bare outline in order to wailothers to contribute their ideas. I'm anxioush&ar what
different takes people may have on this fascinagimgma called Vatun.

-DT



KELANEN

Subj: Kelanen 1
Date: 96-03-27 17:10:31 EDT
From: SEPieper

Kelanen
"The Prince of Swords", "The Sword Lord"
Hero-Deity N

Symbol: Silver or Platinum Nine Swords in a Stagbur
Raiments: Grey or Blue-Grey

Portfolio: Swords and Swordsmanship

Worshipper's Alignment: Any

Priest's Alignment: Any Neutral

Requirements: STR 12 and DEX 15

Weapons Allowed: Any Sword

Armor Allowed: Any

Major Spheres: All, Charm, Combat, Guardian, aratdetion
Minor Spheres: Divination, Elemental, Healing, Suoming,
Weather

Additional Spells: Sword Control and Summon Sword
Magical Items: As Priest or Fighter

Turn Undead: No

(Note: Priests of Kelanen are only able to casispéup to Fifth level due to his hero-Deity staf)

Granted Powers:

1) These priests may take weapon specializatiom avity sword as if they were a fighter.

2) The priests may fight two-handed without per(altya ranger) as long as both weapons are swords.

3) At third level, the priests may cast, once ey, d Bless spell. This spell may only be useddesbswords.

4) At Fifth level, the priest may cast a form ofa®im spell, in which any intelligent sword it is tapon will
refuse to harm the caster. This power is usable pec day.

5) At Ninth level, the priest becomes immune tospkcial powers of magical swords (i.e. cold, flameagical
pluses or powers). For example a Vorpal Sword mgli, under any circumstances, sever the head &f auc
priest.

cont.

Subj: Kelanen 2
Date: 96-03-27 17:24:07 EDT
From: SEPieper

Kelanen's Priest's:

Calling themselves "The Blades of the Lord", Kelas priests tend to be loners. They wander the
countryside seeking adventure and aggressively @ingithe balance. Not known to be timid; the bladéen
times stick their swords into other's business,théreasked or not.

Many of the blades ritually scar their faces tadwtheir lord, and are thus easily recognizable.

Since the priests tend to loners and wanderezee tire few areas in the Flanaess were a sizatribaru
of worshippers of the Sword Lord have congregaldt exceptions to this are the Hold of the Seacesn
where Kelanen is worshipped by large percentagbelipper classes and nobility, and the town oédglron
the Wild Coast. Before the Wars major temples ttaKen existed in both of these areas.

Now that both the Hold and Elredd have fallen itite hands of evil, the surviving blades have taken
upon themselves to lead the resistance againsotiguerors. Not a few Pomarj Orcs and wearer'seBtarlet
Sign have tasted the steel of an angry blade.

cont.
Subj: Kelanen 3

Date: 96-03-27 17:32:44 EDT
From: SEPieper



Kelanen (The Prince of Swords)

Sages disagree whether the Sword Lord is a tritg dieone of those immensely powerful individuals
who have achieved a type of Quasi-divine statusisTKelanen is labeled a hero-Deity. Whatever théhir
many swordsmen and not a few rogues-who live mgrithé sword then by thievery worship Kelanen. Aestl
few have granted the ability to cast spells.

A loner, Kelanen has no know friends or confidasg/e his two swords-Swiftdoom and Sureguard. He
is seldom seen without them and is known to be tabé&immon either of them, no matter where he nbght

The true appearance of the Prince of Swords isdha slim, wiry and handsome young man with
silvery-grey eyes and black hair; although he peef®t to appear that way. He prefers the appearaha non-
descript beggar, thief or mercenary. No matter vitwah he appears in, Kelanen will always have ajailvery
scar on the right side of his face. This scar vsasrésult of the many tests and challenges he dvaddure in
becoming the Prince of Swords.

Kelanen lives in his stronghold on an extra-dinemel pocket plane, though he spends much of his
time wandering the Prime material Plane seekingrtanote the balance of Neutrality. Unlike most lkerspof
the balance, Kelanen is aggressive in his causésamthfraid to use warlike actions to further badance. One
such instance of this was in 505CY when he joingtl Wiagyg, St. Cuthbert, Heward, Murlynd, and Keiog
to imprison luz in the dungeons beneath Castle i@nek.

| hope you like it. Since there is little info orelénen out there, | had little to go on.
| hope it works.

Steve

*% * *% * *%k%k * *%

End Best of Greyhawk #13
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