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2 THE DAWN OF TIME

he following preface is excerpted from the (somewhat rambling) introduction to the multivolume
Encyclopoedia Deifica: Tales of Divinities, Both Living and Dead, Extracted Through
Studious Cross-Faith Comparison and Revealed By the Hand of Oghma by Jenelle
Einhorn, Acolyte of Learned Father Hasicor Danali of the Leaves of Learning Temple and
Library (1370 DR edition):

The origins of the deities of Faer(in are lost in the mists of passing time, Of the 2arliest days of
Toril, we know only—and the fervent controversy that surrounds much of what follows must be
acknowledged, for many folk have very different views of what befell in the Dawn Days—that at
some point intelligent life on Toril came to be dominated by five creator races.

Supreme among these were the dragons, who soon came to dominate the surface world. First to
rise to dominance, but also first to fail, was a dinosauroid race that survives today only as the di-
vergent species of lizard men, nagas, and other reptilian creatures. This race’s growth was mirrored -
in the seas of Toril by an aquatic shapeshifting race that became amphibious and supplanted the
dinosauroids. This amphibious race was the builder of proud cities on land—only to degenerate
and fall back into barbarism much later under pressure from sahuagin, merfolk, and tritons. This
race survives today only as the nonshapeshifting marine peoples of the locathah and the tako, and
the land-dwelling, shapeshifting dopplegangers and greater dopplegangers. The fourth of the cre-
ator races was a sylvan people whose descendants are the sprites, korred, and many other small
woodland folk of roday. The humans were the last and most primitive of the cre-
ator races, but they have always been the most adaptable and ingenious, so
their rise, when at last it came, was astonishing in both speed and plan-
etwide efficiency.

The most advanced of the creator races all mastered magic enough to
begin interplanar travel and to create gates linking what has come to be
called Realmspace with other crystal spheres—but so did the inhabi-
tants of other spheres, and waves of migration into Toril began.
Dwarves, treants, elves, and illithids (in that order) appeared in Faer(n,
as the might of the dragons rose to the point where their power struggles
began to wane, and they divided most of the surface world into recognized
territories.

Halflings, gnomes, and merfolk then appeared, and the mountain-
dwelling humans (spurred on by contact with dwarves) began to make
strides towards civilization (forming clans, using fire, forging weapons).
Giantkin, titans, and tritons were then seen in Faerin for the first
time. It is also thought that the sharn and phaerimm appeared in the Realms at about this time,
though most other creatures did not know of their presence. The giants, in particular, created
realms and fought the ruling dragons.

Much later, goblinkin (ores, hobgoblins, and their lesser kin such as kobolds and goblins) en-
tered Faer(in, as did human peoples from other spheres, moving to settle in what we now know as

Kara-Tur, Maztica, and Zakhara.

A few centuries later, the floodgates of transpheric migration
opened, and Faerdin saw its first beholders, lesser dragon races, leu-
crotta, centaurs, satyrs, wemics, and the like, while the giant realms
became empires and the power of the dragons began to visibly wane.

Pegasi and humanlike winged races entered the Realms in numbers,
and then several human migrations brought mature societies and reli-
gious faiths to the Realms: an influx from a land of desert governed by the
seasonal pulse of a mighty river; then an influx from two netghboring
lands—one a land of glory and empire, the other a patchwork of city-
states and bold philosophies—whose pantheons reflected, but did not pre-

cisely duplicate each other; followed by folk from a more rugged land
tied to nature, the sea, and the warrior history of its dozen-king greater
god. At about this point, what would become Netheril began to rise,
spurred by humans who learned magic from the elves, only to swiftly
outstrip their teachers in magical experimentation and innovation.
Soon the fledgling realm of Netheril mastered or defeated
dragons for the first time. :
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The Gods of the Netherese were the first organized pantheon of
deities to achieve widespread importance.in Faerdn. {The deities of the
so-called “Old Empires” followed soor ter.) In Netheril, the citizenry
came to be dominated by a few extreme powerful wizards—god-kings—
who worshiped nothing but their own power. These religious of these
archwizards was the Pursuit of All, the achievement of all-encompassing
personal magical power and tmmottallty Lichdom was one experimental
path to this, and achieving a state like unto the creatures known as
watchghosts was ariother. Many archwizards looked to the sharn as being
a superior, further-evolved magical race, and some present-day sharn may
be former Netherese humans who took or attained 5bam fmm rather than
perish in despair or embrace unlife.

However, in Netheril a tiny, ambitious middle class venerated Amau-
nator, the sun god of rulership, civilization, and progress. The lower class
worshiped the Earthmother Jannath (Chauntea), who had a far wilder as-
pect than her present-day face would belie; Garagos (also known as Tar-
gus), the god of war and victory over beasts—especially dragons; Mystw}
worshiped by would-be mages rather than those in power;
Moander, god of rot and corruption; Seline, the
gentle, loving goddess of prophecy, renewal,
and purification; Shar, the alluring goddess
of mystery, evil, forgetfulness, strife,
tyranny, darkness, and monsters;
Talos, the lord of storms, pesti- .
lence, and destruction; and
Tyche, the fickle luck goddess -
who oversaw luck, fortune,
fate, and beginnings. It
can readily be seen that
some of the deities
known in ancient
Netheril survived to
contemporary time,
albeit changed, and
that others have
dwindled or van-
ished altogether.

At least a millen-
nia after Netheril
fell, another brief
wave of immigration
brought yet more cul-
tures and religions to
Toril from two lands of
harsh cold and long
winters that bred stout
and clever warriors of a
sea-going and raiding tradi-
tion.

One notable recent
change in the divine ranks was
the cataclysm of 1358 DR, vari-
ously known as the Time of Trou-
bles, the Fall of the Gods, the Time of
the Avatars, the Intervention of Ao, or
the Godswar. During this year of catastrophes
and odd magical aberrations several gods were de-
stroyed and new deities arose to assume their powers.

It can readily be seen that, down through the ages, the relative
power of deities has always depended on the numbers and influence of
their mortal worshipers in Faer(in and that this is an ever-changing, not a
static, thing. It is also important to remember that in any discussion of
deities and priesthoods, much must remain mysterious and even seem-
ingly imprecise. In part, this is due to divine influence and desires and
also to the pragmatic and creative clergy of Faertin, who are always devis-
ing and proclaiming new rituals, customs, titles, observances, and rules
for themselves and for the lay worshipers they guide and serve. Some
priesthoods are notable for the energy and unceasing nature of their in-
ternal power struggles, which give rise to schisms, covert factions, and a
variety of rituals and behaviors. An observer in Faern must not be sur-
prised to encounter beliefs, ceremonies, and religious courtesies that are
omitted, slighted, or seemingly contradicted in this volume.

e e

Clin Faerﬁn conmder it wise to km)wn the religious. afﬁhations of persons
they must trust, do business with, or adventure with=—but they take care

The gods of the Abeir-Toril are real bemgs They grant magic to their
worshipers and grow or diminish i onal power in relation to the
number of mortal worshxppers they p LS dn the service of a god

when seeking to learn such things; since it is often an affmnt of the hxgh
est order to ask abaut rehgmus behefs oyen ~

est politeness) as to thﬁil‘ faith.

The plethora of divine beings and
they represent or epitomize has led
worship of others in the Realm

About This
Product

Powers & Pantheons is a
companion product to
Faiths & Awatars. In the
FORGOTTEN REALMS®
campaign setting, the
gods and goddesses of
the Realms are re-
ferred to as powers,
and they are grouped
into collections of
gods referred to as
pantheons. Faiths &
Auwvatars gave a great
deal of general infor-
mation on powers,
detailed the grearer,
intermediate, and
lesser powers of the
Faer(inian pantheon, and
defined several new priest
classes (many of which can
also be found in PLAaYER'S
OrTtioN™: Spells & Magic).
In contrast, Powers & Pan-
theons focuses on the remaining
human powers commonly wor-
shiped in FaerGn and details the Chul-
tan, Mulhorandi, and what remains of the
Untheric pantheons in full, as well as the
demipowers of the FaerGinian pantheon.
Ownership of the Player’'s Handbook, the Dunceon
MasTer® Guide, and the Tome of Magic are required to use this prod-
uct. While this product can be used without them, ownership of Faiths &
Avatars, Pages From the Mages, Prayers From the Faithful, the MonsTROUS
ManuaL™ tome, the assorted MonsTROUsS CoMPENDIUM® Annual vol-
umes (thus far, three have been publfshed), and the four volumes of the
EncycLopEDIA MAGICA™ tome is strongly encouraged and would supple-
ment the information presented here. Without them, DMs will be forced
to substitute their own information for some heavily referenced material.
Other products from the AD&D® game rules supplements, the
ForcoTTEN REALMS campaign setting line, and othér Apvancep
Dunceons & Dracons® game worlds are mentioned in this book but are
of tertiary importance; information referenced from them is summarized
in this volume or may be omitted completely without significantly influ-
encing the flavor of the entries presented here.
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To avoid excessive duplication between the two supplements, only an
overview of the format of each deity entry is repeated in Powers & Pan-
theons. For a general overview of divine powers in the Realms, the reader
is referred to Faiths & Avatars. For details on the new priest classes re-
ferred to in this supplement, such as the monk, crusader, mystic, and
shaman, the reader is referred to Faiths & Awatars or PLaver’s OpTiON:
Spells & Magic, which covers the crusader, monk, and shaman, but not
the mystic.

Format of Deity Entries

The entries for the powers detailed in Faiths & Avatars follow a standard
format. Notes on that format are given here in a format mimicking that
used in the text:

Name of Deity

(Common Title and Epithets)

Power Ranking of Plane Name, Alignment

Alignment abbreviations used throughout each deity’s entry are:
LG=lawful good, NG=neutral good, CG=chaotic good, LN=lawful neu-
tral, CN=chaotic neutral, N=true neutral, LE=lawful evil, NE=neutral
evil, CE=chaotic evil.

PortroLio: These are the topics, things, ideas, or emo-
tions over which the deity has dominion,
power, and control and about which the deity
is concerned.

ALIASES: Other names the power is known by are given

here. These may be “puppet gods” the deity
has wholly subsumed, regional names, older
names, or simply alternate names.

The layer of the plane the deity’s domain is
found on is listed here, followed by the do-
main’s name. If the plane the domain is on is
undivided, the plane name is repeated. (Note
that some planes also have layers with the
same name as the plane they are part of.)

Domain Name:

SUPERIOR: If the deity takes orders from another power,
that power is listed here.
ALLIES: Traditional allies are given here.

Foes: - Traditional foes are given here. Powers the
god rivals or competes with are not foes.
These are discussed in the text, not here.

SymBoL: A brief description of the deity’s symbol is
given here.
Wor. ALiGN.: The alignments required of dedicated wor-

shipers of the deity are given here. Powers
generally try to be as liberal as possible to at-
tract as much worship as they can.

This introductory paragraph describes the way a power is generally de-
picted (or actually looks) if it is different from the deity’s avatar form. It
details additional titles and epithets the power is known by, common
worshipers of the power, and the qualities attributed to the deity, such as
its general demeanor, bearing, and personality. [t also discusses any rela-
tions between the power and other powers not covered by the “Allies”
and “Foes” entries above.

De lty s Avatar
(Character classes and levels)

This paragraph describes the avatar’s appearance and the schools or
spheres of magic from which it may draw spells. When discussed in this
avatar section, a deity’s avatar is spoken of as the deity, not as “the avatar
of so-and-s0,” to economize on space. The avatar's statistics use this for-
mat and these abbreviations:

AC Armor Class; MV movement rate, Fl flying (maneuverability class is
assumed to always be A), Sw swimming, Br burrowing; HP hit points;
THACO To hit Armor Class 0; #AT number of attacks per round

Dmyg typical damage done per attack (weapon, if one is used, Strength
bonus notation, weapon specialization notation)

MR magic resistance; SZ Size notation (size in feet)

STR Strength score, Dex Dexterity score, Con Constitution score, INT
Intelligence score, Wis Wisdom score, Cia Charisma score

Spells P: number of priest spells per spell level including Wisdom spell
bonuses, W: number of wizard spells per spell level

Saves (saving throws) PPDM peison, paralyzation, or death magic saving
throw; RSW rod,. staff, or wand saving throw; PP petrification or poly-
morph saving throw; BW breath weapon saving throw; Sp spell savmg
throw

Special Att/Def: This entry discusses any special attacks or defenses
the avatar has, its magical items of note, and any particularly distinctive
tactics it tends to use.

Other Manifestations

This section discusses other manifestations of a power aside from its avatar.
These manifestations are much more commonly encountered than the ac-
tual avatar of a deity. They often convey benefits to the faithful or indicate
favor, direction, danger, agreement, or disagreement by the deity. Some-
times they are merely used to comfort and assure their worshipers that they
are aware of a situation or appreciate their followers’ devotion.

The Church

In the headings in this section, the following abbreviations are used for
character classes: C=cleric, Cru=crusader, D=druid, SP=specialty priest,
Mon=monk, Mys=mystic, Sha=shaman, F=fighter, Pal=paladin,
R=ranger, W=all wizard classes, M=mage, Abj=abjurer, Con=conjurer,
Div=diviner, Enc=enchanter, Ili=illusionist, Inv=invoker, Nec=necro-
mancer, Tra=transmuter, Spell=spellsinger, T=thief, B=bard. Note that
the spellsinger wizard character class is described in Wizards and Rogues
of the Realms and the mystic, monk, and shaman classes are found in
Faiths & Avatars.

The different character classes open to members
of the clergy are listed here. Always remember
that a religion can have lay members of the
clergy who have no character class. They are
treated as 1st-level fighters unless otherwise
specified.

Members of any class who belong to the clergy
must be one of these alignments (within the
constraints of the alignments to which the
class is restricted). The allowed alignments of
specialty priests are specifically noted in that
section.

Abbreviations for all character classes of clergy
and whether they can turn undead
Abbreviations for all character classes of clergy
and whether they can command undead

CLERGY:

CLERGY'S ALIGN.:

TurN UNDEAD:

CMmnD. UNDEAD:

Bonus proficiencies or other game-relevant material applicable to all
priestly members of the religion’s clergy are presented in this introduc-
tory paragraph.

Following paragraphs in this overview of the church discuss the re-
gard of the public for the religion, typical details of temple or shrine con-
struction, names different forms of the clergy call themselves by, distrib-
ution breakdowns of kinds of character classes within the clergy, church
hierarchy, and titles of different ranks of clergy. Further information on
the church is broken down into subheadings:

Dogma: Here are detailed the beliefs, tenets, doctrines and sayings of
the religion.

Day-to-Day Activities: Typical activities of the church are de-
scribed here. This entry covers what the church does, as opposed to what
the religion believes. This entry also discusses what believers and priests
of the religion are expected to tithe or donate to the church or sacrifice
to the deity.

Important Ceremonies/Holy Days: Important ceremonies and
major holy days in the religion are discussed in this entry.

Major Centers of Worship: This entry describes major centers of
the deity’s worship. These may be the largest temples of the god, those
with the most far-reaching influence in the religion, or those of histori-
cal importance in the religion.
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Affiliated Orders: Knightly and military or-
ders affiliated with the church are briefly dis-
cussed in this entry. They are named and the
character classes their members belong to are
mentioned. The functions and duties of these or-
ders and other information pertaining to their re-
lationship to the church are also touched on
briefly.

Priestly Vestments: This entry describes
the ceremonial vestments of priests of the deity
and any differences between the vestments of
different kinds of priests who serve the deity.
Differences in garb according to rank or in dif-
ferent regions are also discussed here. Typical coloration or construction
materials of symbols and holy symbols of the god are mentioned here if
they are important.

Adventuring Garb: This entry describes the typical priest’s adventur-
ing garb. It also discusses any differences between the adventuring garb of
different kinds of priests who serve the deity.

Specialty Priests (Class name, if applicable)

The experience progression table for all priest types is found in Faiths &
Auvatars.
REQUIREMENTS! Minimum ability requirements for this type of
specialty priest

Abilities that must have a score of 16 or above
for the character to receive a 10% experience
point bonus

Specialty priests must be the same alignment as
their god, unless specifically noted differently
here.

Types of weapons specialty priests are allowed
to use

Types of armor specialty priests are allowed to
use

Spheres of priest spells to which specialty
priests have major access

PriME REQ.:

ALIGNMENT:

WEAPONS:
ARMOR:

MAJOR SPHERES:

A

MINOR SPHERES: Spheres of priest spells to which specialty
priests have minor access
The kinds of magical items specialty priests are

allowed to'use

Macicat Items:

Req. Prors: Nonweapon or weapon proficiencies specialty
priests must purchase with proficiency slots at
1st level

Bonus ProFs: Nonweapon or weapon proficiencies specialty

priests receive without spending a proficiency
slot. Specialty priests may spend additional
slots as normal to improve their skill.

¢ Ifany races other than human are commonly allowed as specialty priests
by the power, a bullet point in this section notes this.

¢ This section contains a list of special powers granted to specialty priests
of this god. Clerics.do not receive these abilities unless that fact is spe-
cially noted. (Usually changes to other priest classes of a deity are noted
earlier in the first text paragraph of the description of the church.)

¢ Spell-like abilities are often expressed in terms of the spells they are sim-
ilar to. When specialty priests receive such an ability—often expressed
in terms such as “the priest is able to cast light (as the 1st-level priest
spell) once a day"—it is usable in addition to their normal spell comple-
ments. It should not be read as a restriction on the number of times that
the priest can cast the comparable spell per day or per tenday. Such
spell-like abilities require no verbal, somatic, or material components to
use, and function as innate abilities in combat (discussed in the Innate
Abilities subsection of the Special Attacks section of the Combat chap-
ter of the DuncEON MasTer Guide). They have an initiative modifier
of +3, no matter what the casting time of the spell they resemble is.

Spells

Here are listed the religion-specific spells of a faith. Unless the Dungeon
Master makes an exception or an exception is noted, only priests of the re-
ligion where the spell is listed are allowed to cast these spells. Priests (cler-
ics, specialty priests, druids, mystics, crusaders, or shamans) of a particular
religion can always cast these religion-specific spells, even if the spells do
not fall within their normally allowed spheres of access. Note that when
used as a material component, holy symbols are never consumed in the
casting of a spell.
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Extended Calculated THACOs
Level

* Group 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20

Priest 20 20 20 18 18 18 16 16 16 14 14 14 12 12 12 10 10 10 8 8

Rogue 20 20 19 19 18 18 17 17 16 16 15 15 14 14 13 13 12 12 11 11

Warrior 20 19 18 17 16 15 14 13 12 11 10 9 8 7 6 5 4 3 2 1

Wizard 20 20 20 19 19 19 18 18 18 17 17 17 16 16 16 15 15 15 14 14

28 29 30 31 32 33 34 35 36 37 38 39 40
1 2 2 0 0 0 -2 -2 -2 4 4 -4 -6
7 6 6 5 5 4 4 3 3 2 2 1 1

-7 -8 9 -0 -10 -10 -0 -10 -10 -10 -10 -10 -10

11 11 11 10 10 10 9 9 9 8 8 8 7

Group 21 22 23 24 25
Priest 8 6 6 6 4
Rogue 10 10 9 9 8 8
Warrior 0 -1 =2 -3 —4
Wizard 14 13 13 13 12

Shwaed

Extended Priest Spell Progression  Extended Wizard Spell Progression Expanded Bard Spell Progression

Spell Levels Spell Levels Spell Levels

Level 1 2 3 4 S5 6 T Level 1 2 3 4 5 6 7 8 9 Level 1 2 3 4 5 6 7
1 ] - - - - = — 1 ] — — — — — — e — 1 _—— = = = - —
2 2 - - - = = — 2 2 - — — - — —_ - — 2 I — — - — — —
3 2 1 —_—— - — 3 2 ] - - - = — — — 3 2 - - = = = —
4 3 02 - - - - — 4 3 2 — — — — — — — 4 2 1 - - - = —
5 3 03 1 - - = — 5 4 2 | — — — — — — 5 3 01 — - = = —
6 3 03 2 = = = - 6 4 2 2 - — — — — — 6 3 02 - = = - —
7 303 2 1 — — — 7 4 3 2 1 — = — — — 7 302 1 - = — —
8 3 3 3 2 - — — 8 4 3 3 2 — — — — — 8 3 3 I - - — —
9 4 4 3 2 1 — — 9 4 3 3 2 1 — — — — 9 3 3 27 - - - =
10 4 4 3 3 2 —= — 0 4 4 3 2 2 — — — — 10 3 3 2 1 — — —
11 5 4 4 3 2 1 — 11 4 4 4 3 3 — — — — 11 3 3 3 !l — — —
12 6 5 5 3 2 2 — 12 4 4 4 4 4 1 — — — 12 3 3 3 2 - — -
13 6 6 6 4 2 2 - 13 55 5 4 4 171 — — — 13 3 3 3 2 1 — —
14 6 6 6 5 3 2 1 4 5 5 5 4 4 2 1 — — 14 3 3 3 3 1 — —
15 6 6 6 6 4 2 1 15 5 5 5 5 5 2 I — — 15 3 3 3 3 2 - —
16 7 7 7 6 4 3 1 16 5 5 5 5 5 3 21 — 16 4 3 3 3 2 1 —
17 7T 17 1 1T 5 3 2 7 5 5 5 5 5 3 3 2 — 17 4 4 3 3 3 1 —
18 8 8 8 8 6 4 2 8 5 5 5 5 5 3 3 2 1 18 4 4 4 3 3 1 —
19 9 9 8 8 6 4 2 19 5 5 5 5 5 3 3 3 1 19 4 4 4 4 3 2 —
20 9 9 9 8 7 5 2 20 55 5 5 5 4 3 3 2 20 4 4 4 4 4 3 —
21 9 9 9 9 8 6 2 20 5 5 5 5 5 4 4 4 2 21 5 4 4 4 4 3 —
22 9 9 9 9 9 6 3 22 5 5 5 5 5 5 4 4 3 22 5 5 4 4 4 3 —
23 9 9 9 9 9 7 3 23 5 5 5 5 5 5 5 5 3 23 5 5 5 4 4 4 —
24 9 9 9 9 9 8 3 24 5 5 5 5 5 5 5 5 4 24 5 5 5 5 4 4 —
25 9 9 9 9 9 8 4 25 5 5 5 5 5 5 5 5 4 25 5 5 5 5 4 4 1
26 9 9 9 9 9 9 4 %6 6 6 6 6 6 5 5 5 5 26 5 5 5 5 5 4 1
27 9 9 9 9 9 9 5 27 6 6 6 6 6 6 6 5 5 27 5 5 5 5 5 5 1
28 9 9 9 9 9 9 6 28 6 6 6 6 6 6 6 6 6 28 6 5 5 5 5 5 1
29 9 9 9 9 9 9 7 29 7.7 7T 1 1 6 6 6 6 29 6 6 5 5 5 5 1
30 9 9 9 9 9 9 8 30 7 7 7 1 1 7 7 6 6 30 6 6 6 5 5 5 1
31 10 10 9 9 9 9 8 31 701 1 17 1 1 701 17 31 6 6 6 5 5 5 2
32 10 10 10 9 9 9 8 32 77 17T 1 1 1 77 1 32 6 6 6 6 5 5 2
33 10 10 10 10 9 9 9 33 07 1 1 1 1 7 1 117 33 6 6 6 6 6 5 2
34 1111 1w 1w 9 9 9 34 8 8 8 8 &8 7 71 1 1 34 6 6 6 6 6 6 2
35 11 11 10 10 10 10 9 35 § 8 8 8 8 8 8 7 7 35 6 6 6 6 6 6 2
36 111 11 11 10 10 10 36 8 8 8 8 8 8 8 8 8 36 7 6 6 6 6 6 2
37 12 12 11 11 10 10 10 - 37 8 8 8 8 8 8 8 8 8 37~ 7 1 6 6 6 6 2
38 12 12 11 11 11 1t 10 33 8 8 8 8 8 8 8 8 8 38 77 6 6 6 6 3
39 12 12 12 12 11 11 11 39 9 9 9 9 9 8 8§ 8 8 39 7 7 7 6 6 6 3
40 3 13 13 12 12 11 11 40 9 9 9 9 9 9 9 8 8 40 1 7 7 7 6 6 3

*  Usable only by priests with 17 or greater Wisdom.
** Usable only by priests with 18 or greater Wisdom.
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he Faertinia pandneﬂn is a fractious amalgamanon of powers drawn fmm mynad cultures,; 5

~taces, and beliefs whose geographic and racial spheres of influence continue to expand.

Much of this vibrancy and growth is attributable to its oft-ignored. demipowers. (The -

ater, intermediate, and lesser powers of the Faer(inian pantheon are detailed in Faiths &
Avatars.) In general, the current status of demipowers in the Realms is far more fluid than

rhe more powerful members of the pantheon. At any given time, each demipower’s star is ascendant or

descendant in the Realms, Most gods of this rank rise to the status of a lesser power or dwindle into

death within a few centuries of becoming—or being reduced to being—a demipower; As a L result, most -
demipowers are either so abscure that few mortals in the Realms have ever even heard their name orso

active that their followers exert a short-term impact on the unfolding histoty of the Realms far out of
proportion with the relative size of their faiths.

; While many demipowers of the FaerGinian pantheon are primarily resmients of the Prtme Material !
_Plane, including Gargauth, Gwaeron Windstrom, Karsus, Lurue, the Red Knight; Siamorphe; and Ulu-
*fiu, others make their homes in the Outer Planes alongside the more powerful members of the pan-
" theon. As a group, however, the demipowers of Faertin cling much more to the Prime Material than

higher-status powers and are far more likely to exhibit characteristics and traits reminiscent of mortals

*‘than their more powerful associates: As a result, the demipowers of the Realms are frequently depicted
“by bards in songs and tales as individuals'rather than as the embodiments of their portfolios. While

greater, intermediate, and lesser powers are intimately bound to the world view defined by their portfo-
lio, demipowers have a greater capability to adapt and evolve over time:

The demipowers of the Faerinian pantheon fill several important niches amongst the faiths of the
Realms. Demipowers such as Gwaeron Windstrom, Shiallia; and Velsharoon serve (or began their
tenure as divine beings by serving) greater and intermediate powers directly. Some demipowers, such as
Garagos, Jergal, Hoar, and Savras, are gods who time has passed away. Others, such as Finder, the Red
Knight, Valkur, and Siamorphe are up-and-coming powers new (or relatively new) to the pantheon.

Somé demipowers, such as Sharess and Hoar, are interloper gods who have migrated from other
pantheons and who even yet stand with one foot partially in another pantheon. Gargauth was a Lower
Planar being who sought the status and power of divinity. Many demipowers were once mortal, includ-
ing Finder, Gwaeron Windstrom, Karsus, Siamorphe, Uthgar, Valkur, and Velsharoon, and have as-
cended to godhood through a variety of methods, each unique.

The Realms is rife with minor cults and obscure sects. Many of these appropriate their gods or the
representative forms of their deities from animals. Two current members of the Faer(nian pantheon—
Lurue and Nobanion—served as deities to nonhuman creatures but have since developed substantial
human followings as the principles they represent (or are thought to represent) have become commin-
gled with the creatures they protect. Two other deities, Uthgar and Ulutiu, both powers serving very
clan oriented, tribal societies, have allowed for the their people’s individual clan’s original concepts of
the divine to continue to be expressed as beast cult totems that serve the two of them. These beast cults
may, in fact, have originally been local demipowers of the clans, but now they are extremely strong ex-
traplanar servants of their over-seeing patron deity, and what worship the totems garner feeds the
demipower that controls them.

Overall, the Faerfinian demipowers are an incredibly diverse assortment of deities. Those looking
for a unifying thread to hold this contingent of the Facrinian pantheon together will be frustrated at its
total absence. However, among this contentious and oft-times petty group the peoples of Faerdn fre-
quently find powers with which they can identify on a more personal level—and powers that they are
actually likely to meet face-to-face while yet alive.

Finder Wyvernspur
(The Nameless Bard)
Demipower of Arborea, CN

PorTFOLIO: The cycle of life (rot to rebirth), transformation of art, saurials
ALIASES: None

Domain NaMe: Olympus/Fermata

SUPERIOR: None

ALLIES: Tymora, Seline

Fogs: Moander (dead)

SymBoL: A white harp on a gray circle

WoR. ALIGN.: NG, CG, N, CN




Finder Wyvernspur (FIND-er WIHV-urn-spur) re-

cently ascended to godhood by slaying the evil god

Moander on its home plane in the Abyss. Finder

was a founding member of the Harpers in the

J Realms, but he was later judged to have betrayed

the ideals of that secretive organization when his

Joverweening pride resulted in the death of one ap-

':_prentice and the suicide of aniother. Finder was im-

‘prisoned in the Citadel of White Exile until he was

freed by the sell-sword Alias and her companions. Finder was later instru-

mental i the destruction of Moander and his minions, thereby freeing the

saurials who had been enslaved by the Darkbringer in' the Lost Vale.

Finder bequeathed his Harper pin to Olive Ruskettle, the first true halfling

bard (or so she claims). It was Olive, who loved Finder, and Alias, his

daughter and creation, who were chiefly responsible for helping Finder
begin the redemption of his soul.

Finder has a dual aspect as a divine being. Rot-and corruption (a re-
mainder of Moander’s portfolio) represent Finder’s excessive pride, arro-
gance and vanity. Rebirth and renewal from rot and corruption symbolize
Finder's transformation into hero, savior, and deity.

Finder is a new godiand has yet to completely settle on'a new home on
the inner or outer planes. Though it is rumored he has been seen in Ar-
borea in the company of Tymora and once in Ysgard entertaining Seltine,
he seem inclined to settle in Arborea on Olympus in his own Realm, which
he has tentatively named Fermata. Selfine, a patroness of both the Wyvern-
spur family and the Harpers, has long enjoyed Finder’s music, especially
those songs he has written in her honot. Tymora has been the bard’s pa-
troness in recent years, most notably in the creation of his daughter Alias
and in appealing to Ao to allow Finder to absorb Moander’s power in lieu of
being destroyed by it. It is believed that Lady Luck aided Finder in part to
seek revenge for Moander’s corruption of Tyche centuries ago. Finder is not
yet comfortable in the company of other gods, unnerved by finding himself
a small fish in a big pond.

Under the prompting of his followers and friends, both mortal and im-
mortal, Finder is slowly shifting toward responsible actions and good deeds.
It is liable to be many generations, though, before he can shed the reputa-
tion he acquired in his lifetime as a selfish and vain man. Many in the
Heartlands still invoke his name as a warning in such expressions as “an ego
the size of Finder’s” and “Finder’s Pride.” Although Finder was officially par-
doned by a Harper tribunal, many bards still relate a tale of excessive pride
known as “Finder’s Fall.” Finder works not only to spread his songs among
bards of the Realms, but to encourage all artists and prod them to grow by
changing, transforming, and recreating their medium. This is a radical de-
parture for the being who once went to elaborate lengths to ensure the im-
mutability of his own songs.

Finder Wyvernspur’s Avatar (Bard 25, Mage 18, Priest 14)

Finder sends his avatar to the Realms in the guise of an ordinary bard
dressed in simple but elegant traveling clothes and, occasionally, leather
armor. Usually he appears just as he did in the last days of his mortal life—
an attractive, robust, tall, dark-haired man of 60 years of age—but if a situ-
ation warrants it he can also appear younger or older. He prefers to travel
incognito, so he also disguises his features and coloring when there is some-
one present who knew him as a mortal. He draws his spells from any school
or sphere, but prefers to use enchantment/charm or illusion/phantasm mag-
ics or spells that draw upon a musical metaphor when possible.

AC -2; MV 15; HP 148; THACO 8; #AT 1

Dmg 1d8+5 to 1d8+8 (Sword of Songs +4 to +7 [bastard sword, one-
handed], +1 Str)

MR 60%; SZM (6 feet) or L (10 feet)

Str 16, DEx 22, Con 18, INT 24, Wis 16, CHa 23

Spells P: 8/8/6/5/3/2/1, W: 5/5/5/5/5/4/3/2/1

Saves PPDM 5, RSW 4, PP 7, BW 9, Sp 5

Special Att/Def: While Finder fights bravely enough when there is a
purpose to combat, there are very few situations which in his opinion war-
rant coming to blows. Ordinarily he just retreats by use of teleport without
error or plane shift (two abilities he can use at will). Should he need to hold
his ground to protect many followers or their lands, he uses all the means at
his disposal to negotiate an amicable truce. These means include, but are
not limited to, exerting his charisma, casting magical charms and suggestions

 part of its singing sword abilities,

and, should all else fail, inventive bluffsand deceits. Finder can continue to
cast either a charm spell (of any sm ) ot a suggestion bpell oncea round even

tilities persist he resorts to combat mag
depending on what the drama of the
shape inito some fearsome monster (a
wxll) or draws his sword. ~

dancmg with all the powers of a singing. swmd a
the EncycLorepia Magica volumes for the ab
strikes as a sword of dancing +4 to +7 unles
it is reduced to a sword of dancing +1 -
stantly when drawn and can sing
commandy in Finder’s voice, e
penalizes an opponent’s mora

command, confuszon fear, fnends

creatures from other planes) If suchi t
they are subject to a suggestion from its wielder,

Once in a fray Finder is a determined and assured opponent. He isan in-
spiring leader, so any followers fighting beside him are automatically under
the effects of a bless spell, and their morale is modified by a +3 bonus. Finder
may often unnerve his enemies by carrying on spirited banter criticizing
their abilities and motivations, especially during those rounds when his
sword of dancing is fighting on its own. This banter forces Finder’s opponents
to make morale checks every round and can be combined with the penalty
imposed by the Sword of Songs if it sings.

Other Manifestations

Finder occasionally manifests as a beacon of light indicating the direction
to head when someone has lost something or someone near and dear to
their heart. He sometimes manifests, visible only to a single being, as a ra-
diant nimbus that appears around an object or being that will fulfill the
viewer'’s deepest wish.

The Nameless Bard has appeared to Olive Ruskettle on at least three
occasions as a daisy that goes through its entire life cycle in just a few min-
utes yet is incredibly beautiful throughout the entire process. Others who
have heen present during these displays have reported hearing the distant
braying of an ass during these manifestations.

Finder sometimes works his will through the actions of faerie dragons,
firestars, parrots, various song birds, talking owls, and bhaerghalas. He indi-
cates his favor with artistic works by the discovery of Laeral’s tears (a type of
gem) that appear to hold a representation of his symbol within them.

The Church

CLERGY:
CLERGY'S ALIGN.:
Turn UNpEAD:
CmND. UNDEAD:

Clerics, specialty priests, bards, spellsingers
NG, CG,N,CN

C: Yes, if good, SP: Yes, B: No, Spell: No
C: Yes, if neutral, SP: No, B: No, Spell: No

All clerics and specialty priests of Finder Wyvernspur receive religion
(Faer(inian) as a bonus nonweapon proficiency.

Finder is still slowly establishing his power and as vet has few true wor-
shipers in the Realms. His followers are currently limited to a few young
bards and artists, particularly arrogant prodigies, as well as some of the
saurials of the Lost Vale, a few music aficionados, and Olive Ruskettle, the
halfling bard and Harper.

Finder often helps new talent find an good venue—a tavern willing to
let a young bard perform, a shop to carry a struggling sculptor’s work, a
festhall needing a new dancer—then he leaves the artist to sink or swim.
For most artists such opportunities are more than enough to earn their
gratitude. Many younger bards and artists have begun to privately invoke
Finder’s name as they struggle to make a name for themselves in the
Realms. This practice has been strongly discouraged by the clergies of
Oghma, Milil, and Lathander, who see increasing worship of Finder as a
threat to their gods’ power. (It is unclear how these deities view Finder’s
ascension to godhood.)

Finder is also venerated among many saurials of the Lost Vale as their
patron and protector and is respected by those among them who do not




share the alignments of his worshipers. He does keep an eye on the Lost
Vale, even when his daughter Alias is not residing within, in gratitude to
her companion, the saurial Dtagonbaxt, who has served as her protector
since her birth.

People who knew Finder in mortal life, save for Olive and Alias, are
generally amused by his having attained godhood; noting that when he was
mortal Finder always acted as if he thought he were a god. Generally such
people are friendly to Finderites, seeing them as entertaining and useful.
Sworn enemies of the Harpers are liable to treat the bard’s followers with
hostility, as will ruling members of rigid societies who come into conflict
with Finderites’ dogma of change, individual freedom of expression, and
personal choice.

Finder’s actual clergy is currently limited to a saurial priestess in the Lost
Vale and a rebellious young bard from Berdusk who is presently adventur-
ing in the Heartlands. Findet’s clergy is likely to expand rapidly during the
next few decades, and be composed of approximately 44% specialty priests,
10% clerics, 44% bards, with a handful (about 2%) of spellsingers.

Some saurials believe that Finder is responsible for the beleaguered tribe
being blessed with an unprecedented number of soul singers in the younger
generation—six saurials, and Alias a seventh. Saurial soul singers, being
mystically linked to the spiritual health of the tribe, strengthen the tribe’s
understanding of itself and help warn of dangers threatening it. (Treat soul
singers as a variant of the bard class with spiritual overtones to their abili-
ties and a focus on spells from the school of divination.)

Finder’s divinity is new enough that his followers have not yet settled
on a standard type of temple, but common themes are likely to include
large performance areas, good acoustics, and the capacity for dramatic wor-
ship services with musical accompaniment or interludes.

Dogma: Finder’s followers have taken to heart the lessons it took
Finder all his life to discover. Art that is forced to remain immutable is a
sign of stagnation and spiritual rot. In order to thrive, people must be will-
ing to change and transform their art so they can be renewed by it. Find-
erites also recognize the power of art to influence people and politics. Al-
though that should not be its sole use, if art can be used to keep people free
and independent from social or political tyranny, it is most proper that it be
used so. Finderites do not recognize a difference between secular and reli-
gious art—all art is pleasing to their god. Artistic expression should also be
encouraged in all—children and adult, amateur and professional. While
those persons who have learned and mastered disciplines of expression are
much to be admired, Finderites also recognize the importance of natural
talents.

Day-to-Day Activities: Finder’s saurial priestess of the Lost Vale,
named CopperBloom, divides her time between several duties. She trains
young and interested saurials in music, most especially the tribe’s soul
singers. She composes her own music and verse and is considered accom-
plished in those fields by both saurials and humans. She is also charged with
welcoming followers and curiosity seekers who have made the pilgrimage to
the place where Finder Wyvernspur spent his last mortal days in the
Realms. Embracing change, CopperBloom has learned to read, write and
understand the common tongue of the region, although she cannot speak
it. She also shares responsibility for rearing her three hatchlings with her
mate, the saurial paladin Dragonbait. Dragonbait, a paladin of Tyr, does not
worship Finder himself, but respects his mate’s religion.

Finder’s other clergy member, the young bard from Berdusk, goes by the
title of the Rebel Bard, consciously mimicking Finder’s previous alias. The
son and grandson of well-known and respected bards, the Rebel Bard was
steeped in bardic tradition from birth and studied at Berdusk’s Twilight
Hall. He was considered an arrogant, albeit brilliant, prodigy. Upon receiv-
ing his master’s certificate, the Rebel Bard was invited by several renowned
bards to remain at Twilight Hall to compose and teach, but the young man
fled from the city like a horse from a burning barn. Frustrated by the con-
straints his teachers had placed on musical composition and anxious to
study more exotic forms of expression, the Rebel Bard took to the adven-
turing life. There are unconfirmed rumors that he fled under a shadow—a
theft, a broken engagement, or an insult to a high-level priest—which is
why he goes by an alias.

Finder took an interest in him soon after his precipitous departure, sav-
ing his life and befriending him. Thereafter the young man took up the task
of teaching Finder’s music and views to the world outside the Lost Vale. He
is especially fond of encouraging young people in their art, but his habit of
singing witty songs critical of powerful persons has made him a wanderer by
necessity.
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Aware of the power a higher profile will give their religion, both
priestess and bard are eager to help arrange music-and other entertain-
ments at political ceremonies as well as those of othet gods of neutral or
good alignment. Clergy and followers of Finder are expected to create or
perform in honor of their god. Donations of gold are not refused, but artis-
tic endeavors are considered a much more proper form of tithe. Conse-
quently, while the church is not wealthy, it can lay claim to a burgeoning
amount of art, some of which, no doubt, will one day be considered price-
less.

Holy Days/Important Ceremonies: Humans as well as saurials cele-
brate the 20th of Marpenoth (Leafall), the day Finder destroyed first
Moander’s avatar in the Realms and then the evil god’s true form in the
Abyss. Saurials are most grateful for their emancipation from Moander’s
enslavement and stress this in their prayers. Humans, while recognizing
Moander’s death as a good thing, tend to think of this day in terms of it
being the occasion when Finder realized even his own music could be im-
proved by change. The day is celebrated with music, dancing, plays, and
the unveiling of more static art forms. Some of Finder’s songs are usually
sung, often with varying arrangements.

Major Centers of Worship: Finderites of the Lost Vale (also known as
Tarkhaldale) have claimed the Singing Cave as their temple. The caverns
within have wonderful acoustics and the passages are lined with art pieces
donated by followers. The Rebel Bard has donie his part to see that several
shrines are consecrated to Finder throughout the Western Heartlands.
Some are open areas of great beauty or geographic anomalies perfect for
performing. Others are small open-sided shelters featuring statuary or
paintings for all comers to see. Sometimes visitors are invited to add to or
change the work of art and the Rebel Bard has tended to stress interactive
and participatory art that involves the audience.

Affiliated Orders: The Shrine Keepers are small pockets of followers
who live near shrines established by the Rebel Bard. They tend the
shrines, preparing them for performances, tidying them, and seeing that
they are not defiled.

Some people consider the saurial soul singers an order of Finderites,
but, while they are trained by his priestess, not all of them are followers of
the Nameless Bard.

Priestly Vestments: CopperBloom and the Rebel Bard both dress as
does Finder, in simple but elegant clothing, believing it is better not to
distract the audience from their performances. Future clergy members,
however, might have good reason to dress in more elaborate costume
should their particular talents call for a showier look. The church has not
established a standard holy symbol, but the symbol of Finder displayed in
some fashion or carved into a piece of jewelry or a musical instrument is
likely to become the holy symbol of the faith.

Adventuring Garb: On the road both priestess and bard dress in prac-
tical, sturdy traveling clothes. CopperBloom does not wear armor, relying
as do most saurials on the protection of her scales. The Rebel Bard wears
leather armor. Priests of Finder do not like to sacrifice their grace and
dexterity by wearing anything heavier than chain mail. They may go
armed as they choose.

Specialty Priests (Finders)

REQUIREMENTS: Wisdom 11, Charisma 15

PrivE REQ.: Wisdom, Charisma

ALIGNMENT: CN, CG

WEAPONS: Any

ARMOR: All armor types up to and including chain mail;

no shield

All, charm, divination, elemental, travelers
Creation, healing

Same as clerics and bards (not including items
restricted to wizards only)

MaJOR SPHERES:
MINOR SPHERES:
Magcical ITems:

REQ. Prors: Altistic ability (any) or musical instrument
: (any)
Bonus Prors: Direction sense, singing, musical instrument
(harp)

e Saurials and halflings can be finders.

e Finders can select nonweapon proficiencies from both the priest and
rogue groups with no crossover penalty.

o At 2nd level, finders are able to charm person (as the 1st-level wizard
spell) once a day.
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¢ At 3rd level, finders are able to cast either ghost pipes or dispel silence (as
the 3rd-level priest spells) up to twice a day. That is, they can invoke
this ability twice a day to cast either spell, for a total of two ghost pipes,
two dispel silences, or one of both.

® At 5th level, finders are able to cast slow rot (as the 3rd-level priest
spell) twice a day:

® At Tth level, finders are able to cast find the path (as the 6th-level priest
spell) once a day.

* At 10th level, finders are able to cast Melisander’s Harp (as the Sth-level
priest spell) once a day.

¢ At 13th level, finders are able to cast starharp (as the 6th-level priest
spell) once a day.

Finderite Spells

All of these spells are both wizard and priest spells; they work identically for
either class, with the exception of their casting times. The casting times for
the wizard versions are noted in parentheses next to the priestly casting time.

3rd Level

Dispel Silence (Pr 3; Wiz 3; Abjuration, Alteration)
Sphere: Combat

Range: 0

Components: S,M

Duration: 1 round/level

Casting Time: 6(3)

Area of Effect: 10-foot/level radius

Saving Throw: None

This spell is the priest version of the dispel silence spell presented in Pages
from the Mages. This spell negates the effect of magical silence within the
area of the dispel silence for the duration of the spell. Following the casting
of dispel silence, all spellcasting, speaking, and actions can proceed normally.

For the duration of the spell, the area protected by dispel silence is proof
against silence spells; they do not function within the area of the dispel si-
lence. The area of effect is immobile, however, and does not move with the
caster.

The material components of this spell are a pinch of powdered diamond
worth at least 50 gp that is flung into the air and the holy symbol of the
casting priest.

Ghost Pipes (Pr 3; Wiz 3; Alteration, Illusion/Phantasm)

Sphere: Charm

Range: Touch
Components: V,S

Duration: Permanent
Casting Time: 1 round (1 round)

Atrea of Effect: 10-foot/level radius
Saving Throw: None

When this spell is cast, the caster can cause any one nonmagical musical
instrument to play itself. The instrument must be whole and in playing
condition. It need not be an instrument that the caster can play, but she or
he must be able to softly whistle or hum the desired tune. This tune can be
no more than one minute long.

Upon releasing the instrument, it glows as if limned with faerie fire and lev-
itates at the level it was released. The various parts of the instrument (keys,
valves, strings, etc.) move under the control of the magic. Upon reaching the
end of the song, the instrument repeats the tune over and over until stopped.

The ghost pipes stop playing when any living creature touches the in-
strument. The radiance fades and the instrument slowly settles to the
ground.

This spell is the priest version of the ghost pipes spell presented in Pages
from the Mages. This spell was originally created by Vangerdahast of Suzail,
currently royal magician to King Azoun IV. It was made available through
the Council of Mages. Royal scuttlebutt claims firmly that the august and
puissant Vangerdahast is deeply embarrassed by this early attempt at spell
research and would have banned it completely except that His Majesty en-
joys the spell as a novelty. The throne room is often filled with an orchestra
of levitating, glowing instruments. Finder Wyvernspur learned the spell
some time ago and taught it to his bardic followers because of its occasional
usefulness and to gently needle Vangerdahast. He has granted this parallel
version to his priesthood.

5th Level
Melisander’s Harp (Pr 5; Wiz 5; Alteration) -

Sphere: Charm, Combat
Range: 10 feet/level
Components: V,§,M
Duration: 1 round/level
Casting Time: 8(5)

Area of Effect: 60-foot radius

Saving Throw: Neg.

This spell creates the spectral, shadowy illusion floating in midair of a harp
that plays by itself. The harp can appear anywhere the caster desires up to
10 feet per level distant. The caster has near total control over the initial
position, movement, and playing of the harp. The powers of a harp cannot
pass through miagical barriers (such as'a wall of force), and a spellcaster can-
not cause the harp to come into being beyond or to move through such a
barrier.

If the caster is within 10 feet per level of the harp; she or he can move it
up to 10 feet per round as willed. This movement does not require the
caster’s constant attention, and the caster may take other actions while the
harp plays.

The tune or tunes that the hatp plays are the ones the caster listed in
mind during the spellcasting, and the harp plays them in order at normal
tempo, repeating them from the beginning of the list when it completes all
tunes selected, until the spell’s duration ends. The harp’s playing can be
turned on and off instantly and repeatedly by the silent will of the caster,
and this does not affect spell duration. While the harp is playing, it has the
following effects:

® All normal sound is hushed (but not negated) and available light, even
magical light, dims.

® All creatures and objects with 60 feet of the harp are affected as if by a
feather fall spell with no saving throws (rendering most missiles useless).

o All creatures of 4+4 HD or less within 40 feet must make a successful
saving throw vs. spell or be affected as if by a sleep spell.

¢  All creatures within 20 feet of the harp except the caster are slowed (no
saving throw).

Melisander’s harp is unaffected by dispel magic or silence spells, nor can it
be damaged by physical or magical attacks. A limited wish or stronger spell is
required to dispel it before it expires normatly.

This spell is the priest version of the Melisander’s harp spell presented in
Pages from the Mages. The spell is named for its creator, the elf mage and
Harper hero known to Realmslore as the Last Lonely Harpist. Finder
learned it and teaches it to his bardic followers, as well as granting its use to
his church.

The material components of the is spell are a silver harp string and at
least three tears from an elf, a maiden who sings, a harpist (or other musi-
cian), or the caster. Tears from different individuals can be combined in the
casting.

6th Level
Starharp (Pr 6; Wiz 6; Alteration, Necromancy)

Sphere: Healing, Protection

Range: 0

Components: V,S,M

Duration: 1 round/level

Casting Time: 9 (6)

Atrea of Effect: 2-foot/level diameter sphere

Saving Throw: None

Starharp creates a blue-white, glowing image of a harp floating in the air
above the caster’s head. The harp play$ by itself, echoing and elaborating
on whatever tune the caster sang or hummed during the casting, and emits
little stars of twinkling radiance as it does so.

All creatures within a sphere 2 feet in diameter per level of the caster
centered on the harp (an area of effect which moves with the caster) are in-
stantly freed from any existing natural or magical pain, nausea, charm spells
or effects, hold spells or effects, fear, stunning, and repulsion spell effects.
These effects do not return after the starharp fades away. In addition, the
caster may concentrate on any one being within a 2-foot-diameter sphere
per level of himself or herself during spellcasting. That being is magically
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cured of 2d4 points of damage as soon as the starharp appears. If no being is
chosen, this healing power is lost; it cannot be saved for later.

This spell cannot be disrupted by attacks against the caster or the harp
image. Magical darkness of any sort cannot form or persist within the
starharp’s area of effect. ‘

Once the spell is cast, the creator of a starharp is free to fight, sleep, cast
spells, and engage in other activities without affecting the starharp. If the
caster is slain, the starharp continues to function but turns blood-red in
color, its tune becoming sad.

This spell is the priest version of the starharp spell presented in Halls of
the High King. This powerful spell has been customarily known only to
Harpers, in particular the traveling bards among them, but it is now known
also to the clergy of Finder Wyvernspur.

The spell’s material components are a tear from the caster and a tiny
carved harp of wood, bone, or ivory.

Garagos
(The Reaver, Master of All Weapons, Lord of War)
Demipower of Pandemonium, CN

PorrFoLIO: War, skill-at-arms, destruction, plunder

AL1ASES: Targus

Domain NaMe: Cocytus/Battle Garde

SuUPERIOR: None

ALLiEs: None

FoEs: Tempus, Red Knight

SymBoL: A five-armed tentacus (a pinwheel of five black,
snaky arms spinning counterclockwise, each
arm ending in an identical sword)

WoR. ALIGN.: LN, N, CN, LE, NE, CE

Some legends claim Garagos (GAH-rah-gohs) was
4 the primary war god in western Faertin until he was
overthrown by the upstart Tempus. Certainly
Garagos was worshiped in Westgate and the Vil-
j hon Reach during the days of Myth Drannor, and
his faith was strong long before that time—report-
edly even in ancient Netheril. He was thought
killed by Tempus, as he is recorded as slain, but ei-
ther this means that he was destroyed as the pri-
mary war god of Faeriin, a position which Tempus took from him as the
spoils of their one-on-one battle, or he was resurrected by some of his
diehard cultists along the southern coast of the Sea of Fallen Stars, in the
Vilhon Reach, or in the Border Kingdoms. He is most certainly not dead,
but alive.

Garagos is associated more with the rampaging destruction and plun-
dering of war than tactics, strategies, or armies. The Reaver is linked
with the mad bloodlust that overtakes some warriors, resulting in horri-
fying carnage. (Followers of Tempus claim their god destroyed Garagos
by using the Reaver’s berserking fury against him.) The scarlet cloak he
is portrayed as wearing in religious art is one made of the blood of his
foes, and in recent times he is often shown wading through a blood-red
sea—again, the blood of his slain enemies.

In 1368 DR, Garagos reappeared to crush an impostor, the marilith
Glackzana, a tanar’ri who had been attempting to start a cult in his name
using her powers to present herself in a form like that of his avatar. He
demolished the temple built to her at the ruined village of Gosra, located
in the Fields of Nun of central Chondath, and ordered it reconstructed
in a more grand manner and rededicated to his worship.

Garagos himself scorns the use of armor (though he does not care if
his priests wear it) and admires those who give in to battle-lust and mer-
ciless destruction in conflict, destroying all that lies in their path and
taking no prisoners. He is blood-thirsty and single-minded. He angers
quickly and cools down from an emotional boil very slowly. He is feared
for the damage he can do and the uncontrolled nature of his fury.

Garagos was more even-tempered and less prone to explode of old,
but since his defeat by Tempus his fuse has gotten shorter, and he has lost
all sense of mercy once he becomes caught up in a battle. With the
change in his disposition, he no longer felt comfortable in his former
abode in Limbo and moved to Pandemonium. Some say that he moved
to his new abode when his heart grew hard upon finally giving up all
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hope for attaining his secret love. Others say this is so much poppycock,
and speculate that Garagos is finally going over the edge to outright evil
he has been teetering on for so long.

Cavagos's Avalar (Fighter 25, Crusader 25)

Garagos prefers to appear as a rugged-looking, scarred, half-naked giant of a
man wielding a different weapon in each of his many hands. He can grow
arms out of his massive shoulders at will, and he never has fewer than five.
He is surrounded by a misty cloud of red blood droplets that stream from his
weapons. Within this cloud of blood a faint, continuous wailing can be
heard. Priests of Garagos say this sound is “the lament of the lost, as their
essences flow out of them into the blood sea of battle.” Garagos draws his
spells from the all, astral, chaos, charm, combat, creation, divination,
guardian, healing, necromantic, protection, thought, travelers, war, and
wards spheres.

AC -3; MV 15; HP 201; THACO —4; #AT 13/2

Dmg 1d8+19 (scimitar +3, +14 Str, +2 spec. bonus in any melee weapon)
MR 55%; SZ H (15 feet)

Str 25, Dex 20, Con 24, INT 15, Wis 15, CHa 19

Spells P: 11/10/9/9/9/8/4

Saves PPDM 2, RSW 5, PP 4, BW 4, Sp 6

Special Att/Def: Garagos likes to fight. He attacks with scimitars +3
that he wields in his many arms, though he may use any weapon he wants
to with proficiency and any melee weapon with specialization. The num-
ber of attacks listed above combine the five attacks he receives every two
rounds with the four “off-hand” attacks he takes per round with his extra
arms. This number should be modified by the number of additional arms
Garagos grows. It takes him a round to grow a new arm to replace a sev-
ered one or add another to his arsenal. He can never have more than 10
arms at once. When Garagos casts spells, unlike most other avatars, he
must use a somatic motion of one of his many arms, which also serves to
limit his attacks.

In addition to the fearsome whirlwind of steel created by Garagos’s
numerous attacks, Garagos is able to generate up to two blade barrier-like
missile attacks each round. Every one of these attacks he launches further
restricts the number of limbs available in a round for him to attack with
by one. Each missile thrown is actually a 10-foot-diameter globe of
whirling, slashing swords conjured from thin air. Each globe inflicts 848
points of damage to a target it successfully hits. Targets are entitled to a
saving throw vs. spell to only take half damage. (Garagos must make a
successful attack roll to hit with these sword globes.) Beings standing in
the straight flight path of the globes between Garagos and his target take
4d4 points of damage unless they make a successful saving throw vs. spell,
in which case they are uninjured. These globes have a maximum range of
240 yards.

Garagos is unaffected by spells, magical effects, or abilities that affect
the emotions or dominate or control the mind, except for those that cre-
ate feelings of love. His mind is not difficult to probe, but rather it is im-
possible to sway from the course of action he has set for himself, which is
usually to mince something into very small pieces. He is unaffected by il-
lusions, and all normal animals are terrified by his very presence and bolt
and run unless they have been specially schooled for war.

CHhier Manitestolions
The most common manifestation of Garagos's manifestations is the Blood
of the God, a fist-sized mist of glowing crimson droplets of blood (often
collected reverently by worshipers) that is accompanied by a faint wailing
and an intense feeling of danger. These droplets may poison enemies of
the Garagathan faith or provide healing, protective magics or a boost in
morale and the removal of fear (similar to the effects of remove fear and
the prayer spell) to Garagathans themselves.

Garagos also manifests as the clash of many furiously wielded weapons,
and this manifestation may be accompanied by real strikes from unseen
weapons upon creatures threatening favored worshipers of Garagos or upon

" worshipers who have behaved against the tenets of the Garagathan faith.

Garagos also works his will through berserkers, both alive and dead, and
through inspiring a berserk frenzy in a being. Garagos also acts or shows his
favor through the appearance or presence of wolverines, weasels, aurumvo-
rae, worgs, dire wolves, and red-and-black hued gemstones.
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The Church

CLERGY:
CLERGY'S ALIGN.:
Turn UNDEAD:
CwmND. UNDEAD:

Clerics, specialty priests, crusaders, shamans
N, CN, NE, CE

C: No, SP: No, Cru: No, Sha: No

C: Yes, SP: No, Cru: No, Sha: Yes

All clerics, specialty priests, crusaders, and shamans of Garagos receive reli-
gion (Faer(inian) as a bonus nonweapon proficiency.

Garagos attracts to his priesthood those with a cruel, destructive, reck-
less streak. Berserkers and sadists who eschew mercy and enjoy causing de-
struction and eradicating opposing forces often call on Garagos for extra aid
even when they profess to worship another deity such as Tempus or Talos.
The Reaver has also become something of a fashionable god among brig-
ands, outcasts, and those who regularly raid other peoples or settlements for
plunder.

The Garagathan faith is not really organized overall. It exists as a num-
ber of independent churches with individual hierarchies. Two rival
churches fight each other for dominance in Amn and Tethyr. Another in
the Sword Coast North is seeking to expand its sway over all the Sword
Coast and the trade routes that connect to it, and ultimately into Cormyr.

The oldest church, in Westgate, has always been split into warring cults.
The currently predominant clergy members in that church are based in
Yondath, and two eastern organizations battle with them for control of this
branch of the faith, One of these is located in the Great Dale and is seeking
to expand into Damara and Thay; the other has established itself in Raurin
and is spreading agents both south and west.

In the wake of the construction of Garagos's new temple at Gosra, the
established independent churches of Garagos have all sent representatives
to help form the hierarchy of the new temple. They are, of course, devoting
quite a bit of their efforts to in-fighting in order to determine which church
of Garagos the Gosran temple will ultimately belong to, but they have also
been forced into rapid preparations for the defense of the new facility as the
established churches of Tempus are rumored to be hiring a massive army of
mercenaries to destroy the new temple.

Overall, the clergy of Garagos is composed of about 45% clerics, 40%
specialty priests, 10% crusaders, and 5% shamans. The organized churches
have no shamans in their ranks; the shamans are primarily found in more
primitive cultures where berserk raiding is practiced. Garagos used to have
many shamans, but his worship has waned in favor of that of Tempus, and
their numbers are dwindling.

Garagathan clergy members address each other as “Bloodbrother” and
“Bloodsister,” adding “High” as a mark of respect if they are speaking to a
priest of four or more levels greater than their own. They eschew formal ti-
tles beyond the rough rankings of Supplicant (novice), Priest/Priestess of
the Blood (full priest), Reaver Lord/Lady (senior priests), and Favored (vet-
eran senior clergy of ruling rank). This last title is added to whatever fanci-
ful, self-styled rank the senior priest wishes to assume, such as Favored High
Reaver Ounadar the Blood-Drenched or Favored Storm of Battles
Athaghon Master of Reavers. When attached to a military forces (a rare
thing), priests may also hold a rank within that force.

Dogma: Garagathans believe that peace is for weak fools. War makes
all who fight strong, and only in head-to-head conflict is honor satisfied.
Only cowards avoid battle. Any who strike down a foe from ambush or from
behind are to be scorned as the cowards they are. Retreat is never an op-
tion, even in the face of a greater foe, for if a warrior’s heart is focused on
Garagos, he will provide the strength to conquer any foe. Diplomatic solu-
tions are for fools, the soft, and the dishonorable; the only true answer lies
in battle. A warrior’s word is his or her bond to a friend, and no one can be
trusted more than shield companion, but warriors should not concern
themselves with keeping a pledge to cowardly dogs or the enemy. Battlelust
is a gift from Garagos; with it the faithful find the focus and the strength to
defeat any enemy and refuge from the confusion and pain of the battlefield.

The charge given to novices in the faith of Garagos is: “Bow down to me,
and triumph in arms. Seek to awaken bloodlust and reaving everywhere, and
take part in these sacred things whenever prudent or possible. Always go
armed in readiness for shedding blood. Do battle at least once a tenday for the
greater glory of Garagos and shed blood even if you cannot slay. Spread fear of
Garagos, and the message of his power that guides and assists believers in
every land you enter. At least once a year challenge and slay a greater foe
than yourself for Garagos so that you test always the limits of your skill and
press it to increase.” This last is usually interpreted to mean killing a powerful
monster or a priest of another deity of higher level than the Garagathan.

Day-to-Day Activities: Priests of Garagos spend their days fomenting
strife wherever they go in Faertin, seeking to cause battle so that bloodlust
(the Sacred Goal) is born and wanton destriiction begins. Some of them are
sly manipulators who deal in intrigue, thievery, and subtle diplomacies to
ensure their own enrichment and continued anonymity or at least lack of
public connection between them and the troubles they instigate. Others
are unsubtle, violent brigands who start tavern brawls and use very public
marketplace assassinations and similar crude means to spread Holy Reaving
throughout the lands.

Senior clergy of the Reaver are charged with renewing and expanding
an ever-growing network of informers, agents, sympathizers, and faithful
warriors—and of training and disciplining such folk. The performance of a
priest’s charges reflect on the priest, for good or for ill, so they often set spies
upon their agents, and activate back-up teams to carry out.a mission if the
first team fails. At the highest levels, Garagathan priests spend their days in
ruthless power plays against rival senior clergy members seeking to become
head of one of the various independent churches of Garagos.

Holy Days/Important Ceremonies: Garagos demands to be wor-
shiped in two ways: A believer who slays any foe in battle can shout out the
power’s name over the body of his or her victim to dedicate the death to
Garagos as an offering. The second way to worship him is at a stone Blood
Altar in one of his shrines or temples. Prayer to Garagos at a Blood Altar
must begin with drops of blood being spilled into troughs in the stone altar.
Then the devout entreats the Reaver to hear, promises to perform some act
of battle valor involving death and destruction, however small, and then
calls on the Master of All Weapons for aid, strength, or guidance.

There are no calendar-related Garagathan religious rituals. Any gather-
ing of seven or more priests may call a Blood Festival. A Blood Festival in-
volves a feast wherein at least some of the food must be butchered at or
next to the table and subsequently devoured while still bloody (that is, not
fully cooked). Initiations of priests to the Full Blood, the ceremony by
which novices are made into full priests, must take place at a Blood Festi-

. val. Initiation into the Full Blood involves dipping the supplicants’ hands

into fresh blood and then painting their cheeks with the symbol of Garagos
with blood. The blood used must be that of one or more monsters (danger-
ous creatures) slain by the supplicants to be initiated and full priests of
Garagos with no other assistance.

Major Centers of Worship: Garagos’s greatest worship occurred in the
area of what is now Westgate. The sewers and underground passages of that
city are rife with his old altars and symbols. That Inner Sea city still boasts
an important underground temple to Garagos, the House of Steel, where an
ambitious priestess, Chaless the Cruel, leads a congregation of murderers,
outlaws, and half-orc brutes. The House of Steel is defended against nonbe-
lievers by many animated swords.

However, the House of Steel is not currently the largest or most promi-
nent center of the Garagathan faith. That honor is held by the Vale of the
Reaver in Yondath. The Vale of the Reaver is the valley below the head-
waters of the Thornwash River, between the western Cloven Mountains
and the Thornwood. It is located north of Saelmur and Ankhapur and
south of the Deepwash. In this valley, Ounadar the Blood-Drenched has
recently risen to power, gathering berserkers, criminals, and disaffected
and violent folk of all sorts to follow the faith. He and his congregation
have been practicing slaughter on the creatures spawned from several cap-
tive deepspawn in caves above the valley. Ounadar dreams of capturing
and ruling the city of Westgate.

Another venerated Garagathan site is Godswalk Keep in the Barony of
Great Oak in the Border Kingdoms. It is said to have been a proud fortress-
city in the days when Netheril was in proud ascendance. On certain nights,
for unknown reasons, an avatar of Garagos walks in the ruins, slaying all
creatures he finds. This event is are called the Meeting of the Three, or the
Howling (after the sound Garagos makes), because avatars of Jergal and of
Sharess appear at the same time, and Garagos howls madly upon meeting
them because he cannot slay them.

Affiliated Orders: The few crusaders of the Garagathan faith all be-
long to the Brothers of Blood, an order dedicated to crushing the foes of
Garagos. Its members unfortunately tend to die young, however, as making
constant attacks on the church of Tempus tends to make anyone’s life short
and bloody. The various independent churches of Garagos have ties to the
Red Wizards, the Zhentarim, the Iron Throne, and the Shadow Thieves,
though none of these connections are very strong. For unknown reasons,
Garagos forbids acting against the church of Shar, though he also does not
allow his churches to ally with hers. -
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Priestly Vestments: Priests of Garagos wear the best armor they can
obtain, though it is usually extremely battle-worn. Many clergy members
wear red boots and gloves. High priests usually wear scarlet or crimson over-
tobes or tabards. Specialty priests often have embroidery or ruby ornaments
on their ceremonial robes in the shapes of teardrops of blood. Garagathan
clergy members may have belt buckles or cloak pins fashioned in the shape
of the tentacus of Garagos or even bear daggerlike belt weapons sporting a
basket hilt in the shape of a whirlwind of five blades.

Most clergy of Garagos carry a tentacus as a symbol of their faith and are
skilled in its use as.a weapon. A tentacus does 1d4+2 points of slashing and
piercing damage to small or man-sized creatures and 1d3 points of slashing
and piercing damage to L-sized or larger beings when held or thrown. It has
a speed factor of 3, is size S, and weighs 1 Ib. It has a range of 1/2/3.

Adventuring Garb: Priests of Garagos wear almost the same outfits in
the fields as they do to ceremonial functions, sporting armor, red boots and
gloves, crimson capes, and decorative ornamentation in the shape of the
tentacus. They carry a tentacus as their holy symbol.

Specialty Priests (Bloodreavers)

REQUIREMENTS: Strength 13, Constitution 11, Wisdom 9
PriME REQ.: Strength, Wisdom

ALIGNMENT: CN, CE

Wearons: Any

ARMOR: Any

All, chaos, charm, combat, divination, law, pro-
tection, travelers, war

Creation, guardian, healing, necromantic,
thought

Same as clerics

Endurance, tentacus

Blind-fighting, charioteering

MaAJOR SPHERES:
MINOR SPHERES:

Macicar ITems:
REeq. ProFs:
Bonus Prors:

¢ Bloodreavers are immune to magical commands of less than divine or
semidivine power (such as those given by powers, avatars, divine mani-
festations, greater tanar’ri and baatezu, tanar'ri and baatezu lords or
princes, divine proxies or messengers, and like beings). Taunt, forget,
suggestion, domination, geas, demand, succor, command, enthrall, quest, ex-
action, and other spells that place a direct verbal command upon a
single individual automatically fail when used upon them.

® Bloodreavers are immune to the effects of a great many magical items
that play upon the emotions or loyalties. They are not affected by rods of
beguiling, rods of rulership, rods of splendor, rods of terror, staffs of com-
mand, rings of contrariness, rings of delusion, rings of human influence, or
wands of fear. However, they save at a —4 penalty against the effects of
philters of love (or similar magical effects) or philters of persuasiveness used
against them.

¢ Bloodreavers can incite a berserker rage in themselves. The rage lasts for
1 turn. During this time, the bloodreaver has a +2 bonus to attack, dam-
age, and all saving throws and a +1 bonus to initiative rolls. A blood-
reaver may use this ability once a day. The berserker rage lasts a full 10
rounds. If the bloodreaver runs out of enemies to fight, she or he must
attack the closest living target in the area (even a friend).

¢ Bloodreavers receive Constitution hit point adjustments to their Hit
Dice as if they were warriors.

¢ At 5th level, bloodreavers have the ability to cast chaotic combat (as the
4th-level priest spell) once a day.

o At 7th level, bloodreavers have the ability to cast blood mantle (as the
4th-level priest spell) once a day.

e At 7th level, bloodreavers can make three melee attacks every two
rounds.

¢ At 9th level, bloodreavers have the ability to cast whirlwind of steel (as
the 5th-level priest spell) once a day.

® At 10th level, bloodreavers cast all spells from the combat sphere at
double damage and at a -2 penalty to their targets’ saving throws, when
saving throws are allowed.

e At 13th level, bloodreavers can make two melee attacks per round.

During the time of Netheril, Garagos could grant the following two
abilities to his high-level bloodreavers. Since his reduction in status to the
level of a demipower, he has not done so. It is unclear whether this is a con-
sequence of his loss of status or an intentional decision on his part:

® At 15th level, bloodreavers are able to cast blade barrier (as the 6th-level
priest spell) once a day.

e At 20th level, bloodreavers automatically are under the benefits of a
double-strength prayer spell whenever they engage in combat. This con-
dition works just as if a bloodreaver has cast a prayer spell, but it takes
no time to come into effect nor does it count as an action on the part of
the bloodreaver. This ability combines with a chant spell in the same
way as a cast prayer spell. This ability does not work if a bloodreaver’s
opponent is unaware, helpless, or unarmed.

Garagathan Spells
4th Level
Blood Mantle (Pr 4; Alteration, Necromancy)

Sphere: Protection, Necromantic
Range: 0

Components: Vv, 8 M

Duration: 5 rounds/level

Casting Time: 7

Area of Effect: The spellcaster

Saving Throw: None

This spell enshrouds the priest in a cloak of swirling blood-red droplets.
This magical mantle seems to shimmer and swirl, even if there is no wind
present, and moves to interpose itself between any attack and the priest.
Any weapon used to strike the priest seems to impact an iron wall as the
ferrous droplets momentarily coagulate to form a bulwark against the immi-
nent attack.

While protected by a blood mantle, the spellcaster has a +3 bonus to his
or her Armor Class and a +3 saving throw bonus against fire and cold (mag-
ical and nonmagical). Blood mantle are particularly conductive to electrical
attacks, however, and bearers of the blood mantles receive a -3 penalty to
their saving throws vs. lightning and electricity (magical and nonmagical)
while protected by this spell.

In addition, the caster can remove the blood mantle and hurl it up to 10
feet away to form a 10-foot-square curtain of droplets. Once it reaches its
desired position and configuration (mentally selected by the spellcaster as
the blood mantle is hurled), the curtain is immovable until the spell expires.
In this form, the blood mantle acts as a wall of iron identical in effect to the
barrier created by the 5th-level wizard spell wall of iron except that it is im-
pervious to the attacks of rust monsters and similar corrosion attacks, is
much smaller in area of effect, and is of limited duration.

The material components of this spell are a ruby or other red gemstone
of at least 24 gp value and the priest’s holy symbol.

Blood Rage (Pr 4; Enchantment/Charm)

Sphere: Combat
Range: 10 yards
Components: V,§ M
Duration: Special
Casting Time: 7

Area of Effect: One creature

Saving Throw: Neg.

This spell imbues a living, sentient being with the battle rage and blood lust
of a berserker. Although it can be cast on the spellcaster or his allies, many
priests of the Reaver enjoy surreptitiously casting this spell on an opponent
in a group of his friends and then quietly leaving the scene. All attacks by
the target creature are made in a mad frenzy with no thought to tactics, per-
sonal risk, or the consequences of any action. Unlike a true berserker, the
target of a blood rage spell has no ability to tell friend from foe. While under
this spell’s effects, a creature frenetically attempts to shed the blood of any
being it encounters, moving from one opponent to the next based on prox-
imity and noticeability. (For example, the target of a blood rage spell would
ignore a pixie 5 feet away in lieu of attacking an ogre 10 feet away, but if the
ogre was 50 feet away, the pixie would be attacked first.) Aside from the sit-
uations mentioned below, a blood rage spell ends only when the target goes
three continuous rounds without a warm-blooded creature within 50 yards
to attack.

While in a blood rage, beings have phenomenal resistance to pain and
some forms of magic. They are immune to the wizard spells charm person,
friends, hypnotism, sleep, irritation, ray of enfeeblement, scare, geas, and similar
incantations. They are immune to the clerical spells command, charm person
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or mammal, enthrall, cloak of bravery, symbol, and similar magics. They re-
ceive a +4 bonus to saving throws against the wizard spells blindness, Tasha's
uncontrollable hideous laughter, hold person, charm monster, and confusion, and
the clerical spells hold person and hold animal. The emotion spell has no effect
unless the fear result is chosen. In that case, if enraged beings successfully
save vs. spells, they are unaffected, but if they fail, the blood rage spell im-
mediately ends. The effects of a finger of death spell, whether the saving
throw is successful or not, are delayed until the blood rage ends. In addition,
while in a blood rage, beings receive a +1 bonus to their attack rolls, a +3
bonus to damage, and 5 phantom hit points that are subtracted first when
damage is suffered (and then disappear when the spell ends if not used).

Entering a blood rage has numerous disadvantages as well: Targets of this
spell have no real sense of how much damage is being taken. (The DM
keeps track of how many hit points a being has left, not any player.) They
cannot use ranged weapons and cannot take cover from ranged missile fire.
Spells such as bless, cure light wounds, aid, cure serious wounds, cure critical
wounds, heal, and regenerate are delayed from taking effect until after the
blood rage ends. The taunt spell is automatically successful. And at the blood
rage’s conclusion, its targets automatically suffer from complete exhaus-
tion—an effect identical to that of a ray of enfeeblement spell.

Unwilling targets are unaffected by the spell if they succeed at a saving
throw vs. spell. The spell can be dispelled prematurely with a successful dis-
pel magic or a successful spell or spell-like effect that removes mind-affect-
ing magics. This spell has no effect on berserk berserkers, enraged dwarf
battleragers, berserk bloodreavers, or other blood-crazed warriors who have
already entered a state similar to that created by this spell.

The material components for this spell are a bloodstone or pieces of
bloodstone and the priest’s holy symbol.

5th Level

Whirlwind of Steel

(Pr 5; Conjuration/Summoning, Evocation)
Sphere: Combat

Range: 5 yards/level
Components: V, S, M

Duration: 1 round/level

Casting Time: * 8

Area of Effect: Special

Saving Throw: 2

This spell creates five phantom arms wielding scimitars. Both limbs and
weapons are magical constructs and not actual, tangible things. The float-
ing, flying limbs hack silently at targets until they are dispelled, warded
away by magical barriers, or willed out of existence by the caster. They
strike twice per round at THACO 8. Each scimitar inflicts 1d8 points of
slashing and piercing damage but is considered a +2 enchanted weapon for
purposes of determining what it can hit.

When whirlwind of steel is cast, the caster irrevocably chooses one of two
missions for the scimitars: They either remain within a stationary 10-foot
cube whose center is seen and chosen by the caster at the time of casting
and attack all creatures entering that area, or they attack a single target
creature, moving to accompany that creature at MV Fl 18 (B) and revert to
the first type of mission only if the target is slain or teleports away. (The sta-
tionary 10-foot cube in this case is either centered 5 feet above where the
target falls dead or 5 feet above the floor at the spot from which the target
teleported.)

All creatures are allowed saving throws for half damage against every
scimitar strike from a whirlwind of steel. The caster always successfully makes
such saving throws if she or he is hit by a scimitar. (The caster is not im-
mune to the scimitars’ attacks.)

The material components for a whirlwind of steel is a fragment of a
metallic bladed weapon.

-~

Gargauth

(The Outcast, the Lord Who Watches,

the Tenth Lord of the Nine, the Lost Lord of the Pit,

the Hidden Lord)

Demipower of the Prime Material Plane, LE

PortroLio: Betrayal, cruelty, political corruption, ill coun-
cil, self-serving advisers, political puppetmas-
ters, powerbrokers, powermongers

s

ALIASES: Gargoth, Astaroth

DomaiN NaME: Toril/Faerin

SUPERIOR: None

ALLIES: Beherit (dead), the Lords of the Nine

Fogs: Bane (dead), Bhaal (dead); Cyric, lyachtu
Xvim, Loviatar, Shar; Siamorphe, Talona
A broken animal horn

LN, LE,NE

SymBor:
Wor. ALIGN.:

An evil power whose foul nature was too much even
8 for others of his ilk, Gargauth (GAR-goth) was cast
out of his palace in Baator and condemned to wan-
der the Prime Material Plane. Gargauth embodies
J the inevitable decay and corruption that accompany

all self-serving, greedy, and power-hungry leaders
and groups. Few individuals worship Gargauth for
fear that he will drop in for a visit, but a few foolish
mortals with dreams of conquest and power turn to
the Lord Who Watches for his assistance in exchange for a price—a price
they later find too dear to pay.

Gargauth’s malevolence and cruelty are made all the worse by the ve-
neer of civility and compassion he wears when first encountered. Gargauth
holds to the letter of any agreement, not the spirit, and relishes betraying
anyone with whom he forges a pact by twisting the contract to serve his
own ends. Gargauth is a master strategist, and his sense of humor moderates
his temper. He can be erudite, charming, and genteel, but his true nature
always reveals itself eventually. In truth, the Lord Who Watches is utterly
depraved, the incarnation of evil most foul.

Gargauth is also known as the Outcast, and ancient texts imply that
Gargoth (as he was then known) was once a member of the august body
known as the Lords of the Nine who rule the Nine-Layered Pit that is the
plane of Baator and the baatezu who inhabit it. The reason for Gargoth's
exile has been lost in the mists of time. Some sages claim he challenged the
Dark Lord of Nessus and was driven into exile; others say he left upon the
destruction of his closest ally, Beherit, at the hands of the Dark Lord.

Regardless of the facts behind his banishment, Gargauth apparently
bears little animosity for his former peers, maintaining his closest ties with
the Dark Lord, and he seems to have served the Lords of the Nine as an
ambassador plenipotentiary of sorts for eons. He has wandered all the
planes freely, except for Baator (from which he is banned with the threat
of permanent destruction should he ever return) and the Upper Planes,
but he has expended much of his effort and time in the Prime Material
Plane, particularly on the world of Abeir-Toril. At one point during his
travels, Gargauth defeated Astaroth, a tanar’ri lord of great power, and the
Qutcast then appropriated the worship of that fiend’s few surviving cultists
in the Realms, giving Gargauth his first taste of godhood.

A complete chronicle of Gargauth’s journeys as an emissary of the Lords
of the Nine is known to exist in journal form. The original copy of Gar-
gauth’s journal resides in Oghma’s library in the Outlands, but other copies
may exist. Whether copies of Gargauth's journal bear any malignant en-
chantment is unknown, but enspelling them with a panoply of foul curses
would be in character for the Outcast.

The contents of the travelogue are unknown but are believed to include
numerous ancient magics of unspeakable evil and descriptions of creatures
of incredible vileness. For example, while hunting for Kelemvor’s soul,
Cyric consulted the original copy in Oghma's possession for an enchant-
ment to see through all divine barriers and godly deceptions. The required
ritual inspired Cyric’s mad plan that eventually destroyed Zhentil Keep.

Gargauth has appeared in the Realms on numerous occasions, often at
the bequest of some powerful and evil individual or a cult of some dark
power. For example, Gargoth was the “wild baatezu” who appeared at the
bequest of the followers of Bane in Sembia to attack the Sign of the Silver
Harp, an inn located west of the Bridge of Fallen Men on the edge of the
Tunlands. The Silver Harp was the common destination of Harpers after
the organization was refounded in the Year of the Wandering Wyvern
(1022 DR). Gargoth fled the massive trap that Elminster had laid there,
and the Banites were subsequently routed. (For more on this, see the dis-
cussion of the history of the Harpers in the Code of the Harpers.)

Gargauth’s exile may have been in fact somewhat voluntary; since his
banishment from Baator he has striven to become a divine power and ap-
parently views ascending into and within the FaerQinian pantheon as an av-
enue that will eventually enable him to surpass his former peers in power.
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Sometime after the battle at the Sign of the Silver Harp, Gargauth became
a demipower in his own right. He accomplished this feat after centuries of
effort in part by permanently destroying numerous baatezu whose essences
were completely in the Realms (because they had been stranded after en-
tering in person) and then absorbing their power, while at the same time
accruing an increasing cult following.

Gargauth’s cult blossomed in the Realms during the Harpstar Wars
while the Harpers’ attention was directed elsewhere, and his followers
fought their way to power in numerous realms and cities. During this time,
Gargauth nearly ascended in power to the ranks of a lesser power, but an al-
liance of the Dark Gods (Bane, Bhaal, Loviatar, and Talona) thwarted his
plans and crushed his followers.

Gargauth has been attempting to rebuild his flock ever since his defeat
by the Dark Gods, and he plots to eventually recover all his lost lands and
followers. In particular, the Lord Who Watches seeks the method by which
Toril was sealed from the other planes during the Time of Troubles, believ-
ing that he could seize a great deal of divine power if the other powers were
cut off from the Realms. As part of his research, he has scoured many an-
cient ruins of the Imaskari Empire, whose wizards managed long ago to par-
tially bar the Mulhorandi and Untheric pantheons from entering the
Realms.

Gargauths Avata

(Mage 23, Cleric 20, Rogue 20, Fighter 18)

Gargauth is said to appear as a charismatic, reasonable sage. He is reputedly
handsome, 8 feet tall, and of indeterminate mature age. He has noble fea-
tures, a soft, low voice, and a mustache. Gargauth has appeared in the guise
of a variety of races, but the Outcast only rarely appears as a female. (The
dwarves, for example, tell a tale entitled “The Legacy of Astaroth” in which
the Outcast appeared as a dwarf.)

Gargauth typically wears swash-topped boots, jerkins with slit and
puffed sleeves, velvet-lined cloaks and similar finery, and usually carries
huge sparkling knuckle rings, pendants, buckle ornaments, and cloak pins.
Sometimes he adopts the guise of a nondescript trader or old pilgrim. Re-
gardless of his original form, as Gargauth spends more time in one place, his
true nature becomes apparent as his flesh and clothing rot and twist, horns
and jagged shards erupt from his face and back, and he grows claws and
fangs. By this time, though, those under his influence are usually enspelled
50 as to be unaware of his deadly nature.

Gargauth favors spells from the astral, charm, combat, divination, and
law spheres and the schools of abjuration, alteration, enchantment/charm,
and invocationfevocation, although he can cast spells from any sphere ex-
cept summoning and any schools except conjuration/summoning.

AC -3; MV 15; HP 177, THACQO 3; #AT 5/1 (dagger) or 2/1
Dmg 1d4+13 (dagger +3, +8 ST, +2 spec. bonus in thrown daggers)
MR 65%; SZ M (6 feet) or L (8 feet)

Str 20, Dex 16, Con 19, InT 24, Wis 19, CHa 20

Spells P: 12/11/11/9/7/5/2, W 5/5/5/5/5/5/5/5/3

Saves PPDM 2, RSW 3, PP 4, BW 4, Sp 4

Special Att/Def: In his voluminous sleeves, Gargauth carries an infi-
nite number of throwing daggers +3, and he can juggle these with a show-
man'’s skill and flair if he wishes. He is specialized in hurling such daggers,
which then vanish within seconds of striking. Gargauth is also proficient in
the use of all melee weapons, and he has been known to employ a rapier on
occasion.

Gargauth has numerous spell-like abilities he can employ at will, once
per round, in lieu of spellcasting. In addition to those powers common to all
baatezu (advanced illusion, animate dead, charm person, infravision, know align-
ment [always active], suggestion, and teleport without error), Gargauth’s abili-
ties include comprehend languages, dispel magic, detect lie, detect magic, detect
invisibility, ESP, eyebite, fireball, geas, ice storm, know alignment, read magic,
tongues, identify, charm monster, pyrotechnics, produce flame, raise dead, shape
change, wall of fire, and (fulfill another’s) limited wish (each usable up to once
per round except fulfill anothers limited with, which is usable once a turn).
The Lord Who Watches can create a symbol of insanity or pain once per day.
He can also transmute metal to gold once per day by touch. By means of this
power, he can transform up to 600 gp worth of any metal except silver into
gold. Gold created by this power is very pure, but also very soft. Artifacts
and relics are unaffected by this power, but magical metal items lose their
dweomers upon transformation if they failing their saving throw vs. spell.

Tyrrmy, Betraval, and Deathin

the Year of the Divncee rage

world entire . ... The Followers of the Scaly Way created their first draco-
liches in the Year of the Queen’s Tears (902 DR), but it was a slow process
and the prophesied time of the Night Dragons seemed but a far-off dream.

In the Year of the Awakening (1001 DR), Tuelhalva Drakewings, Keeper of
the Secret Hoard and Member of the Purple, was sent south to Peleveran to
investigate reports of an ancient undead dragon that lurked in the catacombs
of the capital city, Peleveria. While Tuelhalva found no sign of an undying
wyrm, he did discover a gathering evil in the deepest caverns. From the depths
of an endless pit, a reptilian voice whispered promises of absolute power if
only the ancient wards that prevented his entry into the world were sun-
dered.

For nearly two decades Tuelhalva labored with ancient magics until finally
he could cast the mighty.incantations that the voice revealed to him. With
the casting of his last. spell, a great fiend arose from the pit. In exchange for his
release, the diabolical lord summoned forth an army of fiends to serve the
archmage’s whim. Tuelhalva and the horde of hellspawn marched forth and the
throne of Peleveran was his within a fortnight.

As Peleveran fell to the armies of baatezu, the great fiend of the pit flew
north. The whispering voice told the leaders of the Cult of Tuelhalva's fate
and how the archmage had destroyed an ancient undead dragon king he had
found. Enraged, 21 mages of the cult summoned a flight of dragons and draco-
liches. Within a month of Tuelhalva’s coronation, a Rage of Dragons descended
on Peleveran, and when it had passed not a trace of that nation nor Tuelhalva
remained. )

And in a distant city, the exiled baatezu lord known as Gargauth—he who
had been trapped in the pit—laughed evilly at foolishness of power-hungry
humans.

Sammastcr, fallen Chosen of Mystra, taught “[D]ead dragons shall rule the

Gargauth is a loner. His few servants are undead and other creatures he
can control with his charm monster ability, such as snakes and blue dragons.
He is often encountered astride Rathguul, a great blue wyrm with maxi-
mum hit points who serves as his steed as part of an ancient contract, and
bearing one or more poisonous snakes wrapped around his arms that he
hurls at opponents.

Gargauth is immune to all enchantments from the school of enchant-
ment/charm or the sphere of charm. He can breathe underwater, is immune
to all poisons, is immune to fire and magical fire, and takes only half dam-
age from cold attacks and from gas attacks. He regenerates 2 hp/round. His
one vulnerability is to silver—mere contact with silver does him 1d3 points
of damage. A bag of silver pieces hurled at him once did serious damage,
and he now often protects himself with a protection from normal missiles
spell, if at all possible, before entering combat.

Gargauth radiates a permanent mass charm effect. This powerful en-
chantment quickly enspells all who come into contact with the Outcast to
believe he is the most charismatic, witty, wise, and intelligent being they
have ever met. This enchantment is not affected by dispel magic or similar
spells, nor is it affected as Gargauth’s appearance begins to twist into a hor-
rid apparition of evil (a process that takes about one to four months after
Gargauth arrives in a region). Only someone who enters a region (such as a
town or valley) in which Gargauth is visiting after Gargauth’s transforma-
tion has become visible recognizes the Outcast for the creature of evil he is.

Finally, Gargauth has a unique power he keeps absolutely secret. The
Lord Who Watches can fully absorb the power of any baatezu he utterly de-
stroys while in the Realms. Hence if Gargauth slays a baatezu who has been
summoned to the Realms, he gains no benefit, but if the fiend is physically
present on the plane (perhaps having entered via a magical gate), he can
absorb its power. It is through this ability that Gargauth has become a
demipower and eventually hopes to become even more powerful. If the
Lords of the Nine found out about this power, they would be forced to ally
against Gargauth and destroy him before he could destroy them.

Other Manifestations

Gargauth manifests as an amber radiance around anyone who calls upon his
aid. This wavering nimbus is tainted with an aura of incredible evil; it
serves to seal the unholy bargain between the mortal and Gargauth and
also has the effect of a spiritual corruption spell. .
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Gargauth sometimes manifests as a solitary horn that grows from the
head of an animal. The curved, bony protrusion can be used as a weapon
if the animal charges, inflicting 1d6 points of damage on a successful hit.
Any animal tainted by Gargauth’s touch becomes increasingly foul-tem-
pered and malicious. After about 10 days, the horn fallsoff and breaks
into two pieces, and the animal sickens and dies shortly thereafter. If both
pieces of the broken hotn are treated with a bless spell, Gargauth and his
minions are barred from entering the vicinity (approximately a 10-mile
radius from the casting of the bless spell) for one year. If, however, a priest
of Gargauth retrieves the broken horn first, it can be used as the major
component of a call upon Gargoth or mask of Gargauth spell with all the at-
tendant horrific results.

Gargauth rarely works through servant creatures, although it is be-
lieved that flocks of simpathetics or thick carpets of thousands of serpents
or poisonous insects passing through a region herald his imminent arrival.

The Church

CLErGY: Clerics, specialty priests

CLERGY'S ALIGN.: LN, LE, NE
Turn UNDEAD: C: No, SP: Yes
CwMmnD. UNDEAD: C: Yes, SP: Yes

All clerics and specialty priests of Gargauth receive religion (Faer(inian)
as a bonus nonweapon proficiency.

Few beings in the Realms know of Gargauth’s existence, but those
who do dare not speak his name for fear he may come for a visit. However,
Gargauth’s name (or one of his aliases) appears in a few cautionary tales
of overweening pride, insatiable greed, or overwhelming lust for power
among every race of the Realms. For example, the dwarves tell a tale of
entitled “The Legacy of Astaroth.” In that legend, a dwarf minstrel by the
name of Astaroth arrived one day at the gates of a dwarven hall built
above a rich vein of iron. He began to perform a variety of showman’s
tricks and thoroughly enchanted the dour dwarves. The normally suspi-
cious dwarves invited him in for the evening meal, which Astaroth gra-
ciously accepted. As their guest ate, the dwarf king and his retainers no-
ticed that every piece of metal Astaroth came into contact with (his
plate, his utensils, a door knob, etc.) turned to gold. However, Astaroth
seemed completely unaware of this effect. After the meal, the dwarf king
slyly invited Astaroth on a tour of the subterranean city. The dashing
minstrel was encouraged to pick up and examine every piece of metal the
dwarves could find, even touching the veins of iron not yet mined from
the earth. When the minstrel finally left, the dwarves were incredibly
rich—so much so, the king promptly renamed the city the Hall of Pure
Gold. Within 24 hours of Astaroth’s departure, a horde of orcs and giants
attacked the dwarven hold. The dwarves who had held their relatively
poor hold for centuries with steel found their armor, their weapons, and
their defensive structures had all been transformed into very pure, soft
gold. The Hall of Pure Gold fell within a fortnight, and the dwarves of
that hall were completely eradicated save for one who survived to tell the
tale. It is from this tale that the dwarven expression “Gold makes one
rich, but steel makes one richer” is derived.

Gargauth has very few temples dedicated to his name, but those few
he does have are typically located beneath large cities and are accessed by
a deep pit. Within the temples, scenes of Baator line the walls and the
priests wear masks carved to resemble various types of baatezu. Sulfurous
incense and flaming braziers and fire pits burn throughout such com-
plexes, and huge brazen altars form the focal points of their sanctuary
chambers. Temples of Gargauth are located beneath the streets of Baldur’s
Gate, Bezantur, Laothkund, Myratma, Sheirtalar, Teziir, and Waterdeep,
and several dozen others are rumored to be scattered throughout Faerfin.

Gargauth’s clergy is split evenly between clerics and specialty priests,
but the balance is slowly shifting toward the latter, known as malefactors.
The Lord Who Watches believes that he gains more benefit from spe-
cialty priests than clerics. All clergy are regimented in a strict hierarchy
with corresponding titles. Novices are known as Supplicants. In ascend-
ing order, Gargauth’s clergy are titled Lord of the First Pit, Lord of the
Second Pit, etc. Priests of 9th and higher level are known as Lords of the
Ninth Pit. Higher-ranking priests often have individual titles as well.
Such titles typically include a variant of the true name of at least one
baatezu that Gargauth has destroyed in the past.

Dogma: Life is all about the accumulation of power. Civilization is a
thin veneer over the base desires that make up the core of every living

being. Those who wish to survive and prosper must recognize this truth
and concentrate all their resources on the pursuit of power.

High moral principles are complete hypocrisy. All beings act in their
own self-interest at all times; some just prefer to cloak their actions in
sanctimonious philosophies. To achieve power one should use one's
charms and honeyed words or a barbed and bloody dagger as appropriate
for the situation. When in doubt, the ruthless exercise of power is the
safest route to the further accumulation of power and the maintenance of
one’s position. It is more important to tule than to sit on the throne; often
the being behind the king has the true power.

All beings are regimented in a strict hierarchy governed by the poli-
tics of power. Those who try to avoid the rules of the game are destined
for powerlessness, to be cast in the dust of history and ground beneath the
heels of the powerful. Keep to.the letter of any agreement and the rules
established by those more powerful, but be prepared to twist any contract
or stricture so as to maximize the benefit you receive.

Day-to-Day Activities: The clergy of Gargauth tend to keep their
faith secret, although there are significant exceptions. Priests work to in-
crease their personal power, the power of the church, and, by extension,
the power of Gargauth. Priests of the Lord Who Watches are expected to
be Gargauth’s eyes and ears throughout the Realms. They are to entice
and corrupt (particularly through the careful application of spiritual cor-
ruption spells) powerful individuals and leaders in communities through-
out Faertin and bind them into strict contracts favorable to Gargauth’s
goals.

Gargauth’s clergy seek to seize positions of power for themselves
whenever possible and integrate their positions into the secretive hierar-
chy of the faith. Gargauth has decreed that for the time being his priests
should work to undermine rival powers and faiths to gain more like-
minded converts to Gargauth’s church before attacking diametrically op-
posed factions. Hence, Gargauth’s clergy are more concerned with under-
mining the faiths of Iyachtu Xvim, Cyric, Shar, and Loviatar than with
expending valuable energy in conflict with the priests of Lathander and
Tyr.
Holy Days/Important Ceremonies: Gargauth’s clergy celebrate
the Unveiling every Midwinter night. This horrific ceremony, believed
to involve many gruesome sacrifices, heralds the imminent unveiling of
the Lord Who Watches as the Lord of All. The church believes this
long-anticipated time will begin when Gargauth seizes the Realms as his
unholy kingdom and transports all of Faer(in to Baator to form the basis
of a new layer.

The Binding is celebrated on the eve of the Feast of the Moon. Itis a
personal ritual in which each priest renews his eternal contract with Gar-
gauth, trading absolute fealty for increased power. This unholy ritual is
believed to involve personal sacrifices of money, magic, and hoarded
knowledge and the casting of variant spiritual corruption and mask of Gar-
gauth spells.

Gargauth’s clergy mark all agreements with signed contracts conse-
crated in the name of the Lord Who Watches. Priests of Gargauth believe
that their lord enforces the letter of any agreement and his divine wrath
will be visited on any who betray the it. On the other hand, breaking the
spirit of any agreement is acceptable and encouraged if it benefits the
priest and the Hidden Lord.

Major Centers of Worship: Gargauth is venerated in a vast subter-
ranean temple built beneath the long-forgotten ruins of the capital of
Peleveran. Peleveran was located in the triangle formed between present-
day Torsch and Hardcastle and the Great Rift. Its capital, Peleveria, was
built into the side of the Landrise. The kingdom was destroyed in the first
great schism of the Cult of the Dragon. The archmage Tuelhalva Drake-
wings broke from the Cult, possibly at Gargauth’s suggestion, and seized
the throne in 1018 DR, the Year of the Dracorage. His rule lasted barely
a month before 21 mages of the Cult called down a flight of dracoliches
and dragons on the beleaguéred land. Only a handful of ruins survive of
that long-forgotten kingdom. What was once a tree-cloaked, fertile land
is now barren, open, stony country.

The Dark Pit of Maleficence was built by Gargauth’s clergy more than
50 years after the destruction of Peleveran on the supposed site of Gar-
gauth’s first appearance in the Realms. The subterranean fortress is ac-
cessed via a large cavern tunneled into the Landrise that served Peleveria
as a huge granary. The temple is constructed on the cavern floor and is in-
tertwined with and between the vast stalactites and stalagmites that have
grown since its founding. The temple is built on top of an incredibly deep

IAN PANTHEON (Demipow




pit rumored to connect with the plane of Baator. Over 250 lay worshipers
and 100 priests tend the vast fungal farms and herds of deep rothé, some
of which are tainted by Gargauth’s touch, in the surrounding caverns.
Many of the tribes of nomads in the vicinity have slowly fallen under the
influence of the priests of the Dark Pit and serve as scouts and mercenar-
ies for the priests of that fell place in the surrounding lands.

Affiliated Orders: Gargauth has no true knighthoods dedicated in
his name, although he sponsors a handful of cults, secretive fellowships,
and forgotten wizards' cabals throughout the Realms. The Lord Who
Watches exerts little direct influence in the activities of these varied
groups, and typically members (and even leaders) of the groups often do
not know the identity of their divine patron.

The most prominent organization in which Gargauth has a hand in
western Faerdn is the Knights of the Shield. This group of merchants, no-
bles, and other individuals is located throughout Amn, Tethyr, Calim-
shan, Baldur’s Gate, and the trading cities of the Western Heartlands and
the Dragon Coast. They seek to manipulate the politics and money of the
Sword Coast to their advantage.

The group now attributes its name to a shield discovered in an ancient
tomb in the Fields of the Dead. This artifact is of uncertain origin but it is
incredibly old: No legends or bard’s tales that survive in the modern era
even hint of its existence. The Shield of the Hidden Lord, as it is known to
the Knights, is inlaid with hundreds of tiny diamonds, emeralds, rubies,
and sapphires. The total worth of the gems would be equal to several
small kingdoms if the jewels could be removed. The stones are arranged
so as to form a snarling face.

The Knights of the Shield are secretly governed by the Shield Council.
The Hidden Lord of the Shield is the true ruler of the Council, but he rarely
speaks and then only through The Shield of the Hidden Lord. Lord Inslem
Hhune of Tethyr has recently risen to the position of First Lord and leads
the Shield Council. Ghantuz the Cloaked (a priest of Gargauth), serves
as Second Lord. Ghantuz’s allegiance to Gargauth is his secret, and he
serves as the Outcast’s day-to-day voice on the Council. Other members
of the Shield Council include Lord Nadlok Bormul of Athkatla (formerly
Crimmor), the adventurer Tuth of Baldur's Gate, and Helanna Darkstorm
(who claims to be a mage from Chondath, seems to be more than she lets
on, and used to be consort of Astaroth), and at least two others. Perhaps
but two people know for sure that the Hidden Lord is Gargauth: Lord
Hhune and Ghantuz. Gargauth can cast any spell or manifest any power
through the shield that he is capable of in avatar form, though he has not
done so in recent memory.

Gargauth’s plans for the Knights of the Shield in the future are un-
known, but they probably include elements of his long-term plan to con-
quer the Lands of Intrigue, the Western Heartlands, and eventually all of
western Faer(in, and enslave them under his diabolical leadership. Recent
activities of the Knights of the Shield have included an attempt to un-
mask some of the hidden Lords of Waterdeep in the Year of the Wave
(1364 DR) and place one or more of their number on that secretive ruling
council. Although this attempt was thwarted, primarily through the ef-
forts of the Harper Danilo Thann, the Knights have continued to plot to
gain an inroad to power in the City of Splendors. (Details of these activi-
ties are described in the novel Elfshadow and in City of Splendors.)

Priestly Vestments: During their formal ceremonies, priests of Gar-
gauth wear blood-red robes lined with ermine. Junior clergy wear flesh-
colored skullcaps studded with a broken horn over the brow. Senior clergy
wear or hold before their faces distorted carnival masks or malefic masks
carved to resemble various baatezu or gargoyles. These masks are enam-
eled or painted with vibrant, gaudy pigments. All clergy bear daggers and
the holy symbol of Gargauth, a necklace set with two halves of a broken
animal horn or featuring a broken horn in its design.

Adventuring Garb: Gargauth’s clergy garb themselves in a wide va-
riety of costumes when adventuring. Priests of the faith may disguise
themselves as scholarly sages, devout pilgrims, or swashbuckling dandies.
Clothes are a weapon and a tool—careful selection of one’s attire can
allay an opponent’s suspicions at a crucial moment or create a convincing
costume for a deception. However, none of the clergy risk going com-
pletely unarmed or unprotected, and all are fond of hidden daggers, rings
with poison needles or poison-holding compartments, lightweight or eas-
ily concealed armor, and magical items that provide protection, such as
bracers, amulets, brooches, and rings.

Specialty Priests (Malefactors)

REQUIREMENTS: Intelligence 16, Wisdom 9

Prime ReQ.: Intelligence, Wisdom

ALIGNMENT: LE

WEearons: Any

ARMOR: Any

Major SpHEREs: All, astral, charm, combat, law, necromantic,
protection, thought, travelers

MINOR SPHERES: Creation, divination, healing, numbers, sun,

time

MagicAL ITEmS: Same as clerics

Req. ProFs: Throwing dagger, etiquette, reading/writing
(Common)

Bonus Prors: Modern languages (pick any three),
reading/writing (Thorass)

® Malefactors are able to cast charm person (as the 1st-level wizard spell),
command (as the 1st-level priest spell), or friends (as the 1st-level wizard
spell) once per day.

® At 3rd level, malefactors are able to cast enthrall (as the 2nd-level priest
spell) or forget (as the Znd-level wizard spell) once per day.

® At 5th level, malefactors are able to cast charm monster (as the 4th-level
wizard spell) once per day.

o At 7th level, malefactors gain a natural Armor Class of 5 due to internal
skeletal and almost-imperceptible skin changes caused by increasing
corruptions of their normal form brought on by their long-term loyalty
to Gargauth. They also gain one physical anomaly of a nuisance nature
that looks fiendish and will scare the superstitious and uneducated away
from them, such as a slightly hunched or twisted back, reddish eyes, slit
pupils, or clawlike, twisted hands.

¢ At 7th level, malefactors are able to cast mind fog (as the 5th-level wiz-
ard spell) once per day.

¢ At 10th level, malefactors are able to cast mental domination (as the 4th-
level priest spell) three times per tenday.

e At 10th level, malefactors are able to cast exaction (as the 7th-level
priest spell) once per month.

® At 13th level, malefactors are able to cast spiritual corruption (as the 6th-
level priest spell) once per tenday.

o At 15th level, malefactors are able to cast plane shift (as the 5th-level
priest spell) once per day.

Gargauthan Spolls

Gargauth is perfectly happy to grant three of the following unique spells to
priests of other faiths foolish enough to call upon him: Astaroth’s augmenta-
tion, mask of Gargauth, and Call Upon Gargauth. Few such individuals find
themselves pleased with the results of employing such magics.

3rd Level
Astaroth’s Augmentation (Pr 3; Alteration)

Sphere: All

Range: 0
Components: V., M
Duration: Permanent
Casting Time: 1 round
Area of Effect: The caster
Saving Throw: None

This spell enables spellcasters to draw upon Gargauth’s divine power to per-
manently augment their abilities. In exchange for this beneficence, Gar-
gauth extracts a dreadful price, and due to the price he requires, the casting
of this spell is a patently evil act.

When cast, this spell permanently raises one ability score (or two sub-
ability scores if the optional rules front PLaver’s Option: Skills & Powers
are employed) by 1 point, to a maximum of 18. To maintain this augmentation,
the spellcaster must corrupt one individual in a position of power or sacrifice
one helpless sentient every quarter (three months) in Gargauth’s name. If
this diabolical contract is ever broken for any reason, the spellcaster
immediately loses 3 points in the augmented ability (or subabilities), for a
net loss of 2 points in the ability (or subability) score(s).

Multiple castings of Astaroth’s augmentation can be used by the same
spellcaster. Dispel magic and similar spells have no effect on the augmenta-
tion. No one short of a demipower and nothing short of a wish, artifact, or
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relic can end this spell’s contract without causing the increased ability score
loss above and beyond the spell-given gain. Users of Astaroth’s augmentation
often fall into a trap of casting this spell, failing to fulfill the contract, and
then having to cast the spell twice again just to regain their original abili-
ties. If any ability score falls below 3 due to the cumulative accumulation of
this spell’s penalties, the spellcaster is immediately transformed into a
lemure (the lowest form of baatezu) and transported to Baator. The spell-
caster is then irrevocably dead, short of a wish. All such victims' items are
randomly teleported about the plane of their death upon their demise.

The material components of this spell is the priest’s holy symbol (not
necessarily one consecrated to Gargauth), three yellow feathers, and a ruby
worth at least 25 gp.

Mask of Gargauth

(Pr 3; Alteration, Enchantment/Charm)
Sphere: Charm

Range: 0

Components: V,§,M

Duration: 1 day/level
Casting Time: 6

Atrea of Effect: The caster

Saving Throw: Special

This spell is a priestly variant of the 2nd-level wizard spell alter self with a sig-
nificantly longer duration. When this spell is cast, spellcasters can alter their
appearance and form—including their clothing and equipment—to appear
taller or shorter; thin, fat, or in between; human, humanoid, or any other
generally man-shaped bipedal creature. Casters’ bodies can undergo limited
physical alterations and their sizes can be changed up to 50%. If the forms
they select have wings, the priests can actually fly, but only at one-third the
speed of true creatures of that type and with the loss of two maneuverability
classes (to a minimum of E). If the forms have gills, the casters can breathe
under water as long as the spell lasts. However, casters do not gain any multi-
ple attack routines or additional damage allowed to assumed forms.

Casting priests’ attack rolls, Armor Classes, and saving throws do not
change. The spell does not confer special abilities, attack forms, or defenses.
Once a new form is chosen, it remains for the duration of the spell. Casters
can change back into their own forms at will; this ends the spell immedi-
ately. Casters who are slain automatically returns to their normal forms.

This spell has a peculiar curse associated with it as well. For every day
this spell is employed without recasting it, the spellcaster’s true appearance
becomes more an more diabolical in appearance. Although this transforma-
tion provides no new abilities or defenses, for every three days this spell is
in effect without being recast, the spellcaster's Charisma permanently drops
by 1 (except with respect to other worshipers of Gargauth) to a minimum
of 3. This drop in Charisma is not noticeable until the spell expires. Further
applications of the mask of Gargauth spell cloak any drop in Charisma at-
tributable to this spell but do not stop further decreases from occurring.

The material components of this spell are an unblessed broken horn
manifested by Gargauth (as described above in Other Manifestations) and
the priest’s holy symbol.

6th Level
Spiritual Corruption (Pr 6; Enchantment/Charm)

Sphere: Charm

Range: Touch
Components: V, S, M

Duration: Special

Casting Time: 8

Area of Effect: One living creature
Saving Throw: Special

This spell is an insidious enchantment that tempts the heart and soul of
any victim subject to its degenerative effects. The effects of a spiritual cor-
ruption spell can only be ended by a limited wish or wish spells or the actions
of a deity, artifact, or relic. Dispel magic and similar spells have no effect.
The casting of this spell is an evil act.

The target of the spell is entitled to an initial saving throw vs. spell to
avoid the effects of spiritual corruption entirely. Good-aligned beings receive
a +4 bonus to their initial saving throw, neutral-aligned beings (with re-
spect to good and evil) receive no bonus or penalty, and evil-aligned crea-
tures are unaffected by this spell.
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Once under the effects of a spiritual corruption spell, a victim’s moral
fiber is severely tested. Within one day of the casting of this spell, a victim
is tested by a minor moral dilemma, selected by the DM. If the victim
fails a saving throw vs. spell (secretly rolled by the DM, and the above-
mentioned modifiers do not apply), she or he chooses the morally suspect
option. If the victim succeeds at the saving throw, the victim is no longer
under the effect of the spiritual corruption spell. Saving throws can, of
course, be voluntarily forgone.

If the saving throw is failed on the first day, the victim is tested again by a
more significant moral dilemma on the second day. Again a saving throw is
required, this time with a -1 penalty. If the saving throw succeeds, the victim
is tested again the following day by a less significant moral dilemma, but with
no penalty to his or her saving throw. If the saving throw fails, the tempta-
tions increase, and a third test occurs on the third day, with a -2 penalty.

This series of temptations fluctuates in degree and penalty indefinitely
until the victim either makes his or her saving throw on a day with no
penalty or until the victim fails a saving throw vs. spell with a -7 penalty. In
the former case, victims are no longer under the effect of the spiritual cor-
ruption spell, but they still have to deal with the consequences of their
moral failures and may need an atonement spell. In the latter case, the spell
also ends, but the victim's alignment irrevocably shifts to evil (their align-
ment with respect to law and chaos remains unchanged), and they feel
strongly drawn to the worship of Gargauth.

The material component of this spell is a piece of fruit that looks deli-
cious on the outside, but which is completely rotten within.

7th Level

Call Upon Gargauth (Pr 7; Conjuration/Summoning)

Sphere: Summoning
Range: Special
Components: V,§, M
Duration: Special
Casting Time: 1 hour

Area of Effect: The spellcaster
Saving Throw: None

This spell enables the spellcaster to contact Gargauth, wherever he is on
Toril, in Realmspace, or on the Quter Planes, and request his assistance.
Gargauth is by no means obligated to respond to the request, and he is not
under the command of the spellcaster, but if the situation catches his inter-
est or the bribe offered is enticing, the Qutcast commonly appears on the
scene in avatar form and acts as he wishes. Gargauth sticks to the letter of
any agreement reached, but he violates the spirit of any agreement to his
own advantage whenever possible. Gargauth delights in disseminating dis-
information about this spell by inaccurately describing the situation of the
caster as somehow being in control of Gargauth. He often deliberately de-
ludes casters into obtaining particular items that he desires by spreading
word that possessing them and casting this spell will place him at the
caster’s beck and call, and then seizes the items when a spellcaster calls.

The material components of this spell are an unblessed broken horn
manifested by Gargauth (as described above in Other Manifestations) and
the priest’s holy symbol.

Cwaeron Windstrom
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Demipower of the Prime Material Plane, NG

PorTFOLIO: Tracking, interpreting woodland signs, rangers
of the North

ALIASES: None

DoMAIN NaME: Tovil/Faertin

SUPERIOR: Mielikki

ALLIES: Arvoreen, Baervan Wildwanderer, Lurue, Fen-

: marel Mestarine, Mielikki, Shaundakul, Shial-

lia, Nobanion, Solonor Thelandira

Foks: Malar, Vaprak

SymBoL: A dark red “S” overlaid with a small, five-pointed,
white star on its top half and a large, four-clawed
animal print in brown on its bottom half

WoR. ALIGN.: LG, NG, CG
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Gwaeron Windstrom (GWAIR-on WIND-strahm)
d embodies the skills of tracking and understanding
woodland signs. Gwaeron roamed the North as a
mortal ranger many centuries ago, and he was ele-
J vated to the ranks of demipowers by the sponsorship
the Lady of Forests after successfully stalking and
slaying at least one avatar and several manifestations
B/ of Malar in quick succession. This accomplishment
has earned him the undying enmity of the Beastlord
and resulted in an unending battle between them that was continued dur-
ing the Time of Troubles when Malar appeared in the North after his defeat
by Nobanion. Malar, the Lord of Beasts, was relentlessly pursued through-
out the North by Gwaeron and could not shake the Master of Tracking
from his trail.

Gwaeron serves Mielikki along with Lurue and Shiallia. He aids
Mielikki on some missions and teaches her rangers the way to read forest
signs. Gwaeron is rare among the Faerfinian powers in that he has forged al-
liances with the deities of the elven, gnome, and halfling pantheons whose
portfolios most closely match those of Mielikki, Silvanus, and his own. His
quiet, reclusive demeanor allows he and Fenmarel Mestarine to get along
better than Fenmarel does with most members of the Seldarine. When
Mielikki has to ask a favor of a deity from one of these pantheons, Gwaeron
is naturally the messenger she sends. Gwaeron also acts as Mielikki’s inter-
cessor with mortals in the North in his role as the Mouth of Mielikki. He
speaks to most mortals on her behalf if direct speech is necessary.

Gwaeron is normally taciturn, and when he does speak, he speaks in
terse sentences and with little visible emotion. The Master of Tracking is
slow to anger, but, once ignited, his rage is a fearsome thing. He utterly
loathes trolls and considers them the kin of Malar and a blight on the land
that will inevitably upset the Balance in the long run. In addition to being
regularly spotted near Triboar, in the High Forest, and in Cormanthor,
Gwaeron is known to stalk the Evermoors and the rest of the North hunt-
ing the Undying Ones.

Gwaeron's Avatar (Ranger 25, Druid 14)

Gwaeron appears as a tall and physically impressive human male dressed in
clothing suitable to walking in the wilds. He is always seen stripped to the
waist and is massively muscled. His flowing white hair and long white beard
whip around in the wind of his travel as he wind walks about. Gwaeron
draws his spells from the all, animal, astral, charm, combat, creation, div-
ination, elemental, healing, plant, protection, sun, travelers, and weather
spheres. He also has minor access to the necromantic sphere.

AC -2; MV 15; HP 192; THACO -4; #AT 5/2 (two-handed sword) or 2/1
(composite long bow)
Dmg 1d10+14 (two-handed sword +1, flume tongue*, +11 STR, +2 spec.
bonus in two-handed sword) or 1d8+16 (composite long bow +3, sheaf arrow
or arrow of slaying, +11 STR, +2 spec. bonus in composite long bow)
MR 55%; SZ M (6%: feet) or L (10 feet)
Str 23, Dex 13, Con 23, INT 19, Wis 21, CHa 17
Spells P: 9/9/9/7/4/2/1
Saves PPDM 3, RSW 5, PP 4, BW 4, Sp 6

*Flameheart is +2 vs. regenerating creatures, +3 vs. cold-using, inflammable
or avian creatures, and +4 vs.undead.

Special Att/Def: Gwaeron is specialized in the use of the two-handed
sword and the composite long bow; he is considered proficient in all other
weapons. Gwaeron is typically seen stalking the North wielding a massive
two-handed sword +1, flame tongue called Flameheart. Gwaeron embodies the
concept of a species enemy in his hatred of trolls. He is +4 to his attack and
damage rolls against the spawn of Vaprak, and his magical blade does addi-
tional damage to trolls as well, like all flame tongues.

Gwaeron also carries a composite long bow +3 and a quiver of arrows of
slaying and normal sheaf arrows on his back. Gwaeron’s arrows of slaying af-
fect sentient, mortal creatures who have ever desecrated a forest without
atoning for their misdeeds, and his quiver seems to produce an inex-
haustible supply of both arrows of slaying and normal sheaf arrows. Gwaeron
occasionally give one such arrow of slaying to a ranger on a specific quest to
protect a forest from a particular foe, but otherwise his arrows retain their
enchantment only in his hands.

Gwaeron tracks as a 40th-level ranger with a 25 Wisdom. He can even
track creatures that are flying, that teleport, or that have entered another
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plane of existence, such as the Ethereal or the Astral Planes, and can plane
shift (himself only) at will to follow the spoor of such creatures. Unfortu-
nately, the trail of those who shift planes, fly, or teleport grows cold quickly,
and even he cannot follow such a trail more than a month old.

Gwaeron can wind walk at will. He can cast shroud of flame (as the 5th-
level wizard spell found in Pages From the Mages) once per round as an 18th-
level wizard in additional to his normal actions. His touch can imbue a re-
cipient with natural attunement at will.

Gwaeron is immune to any spell, ability, or spell-
like effect that would cause him to become
lost, and only divine forces can actively
make him lose a trail once he acquires it.

Other Manitestations

Gwaeron occasionally manifests as a nim-
bus of faerie fire around a woodland sign
that could serve as an obscure clue when try-
ing to track some being or creature.
Gwaeron also sometimes appeats as a deer, a
boar, or some other woodland creature. The
Master Interpreter of Woodland Signs often

he is unfamiliar with, Gwaeron appears as
the corresponding creature, enabling the
ranger to make the appropriate induction.

Another of Gwaeron’s manifestations
is as the print of a bare human foot with a
faint impression of his symbol recognizable in the heel print. He may mani-
fest in this fashion when a devout worshiper loses a trail. By looking in the
direction indicated by the anomalous print, a ranger can often pick up the
lost trail again. Occasionally Gwaeron manifests as a footprint a split second
before a being steps in the depression. Beings so favored automatically re-
ceive the effects of a natural attunement spell.

Gwaeron is served by a wide variety of naturally appearing forest crea-
tures. Herds of herbivores move to obscure a trail at his command, and var-
ious birds, particularly crows, magpies, and blue jays, may move to obscure
or reveal clues indicating a trail to disguise them from a foe of one of his fol-
lowers or make them readily apparent to a favored tracker. Faerie dragons
and pseudo-dragons are also favorites of his.

1he Church
CLERGY: Rangers
CLERGY's ALIGN.: LG, NG, CG
Turn UNDEAD: R: No
CmND. UNDEAD: R: No

All rangers of Mielikki (including those sworn to Gwaeron’s service) re-
ceive religion (Faerdnian) as a bonus nonweapon proficiency.

There is not an organized Gwaeronan faith distinct from the church of
Mielikki. Instead, Gwaeron is venerated by rangers and trackers of the
North who seek to interpret woodland signs and to track outlaws or game.
The Master of Tracking is served in particular by an order of rangers known
as the Fellowship of Stalkers of the Silent Path who are drawn from the
ranks of Mielikki's clergy.

In the North, temples and shrines of the Lady of Forests, such as the
shrine found in the hamlet of Mornbryn’s Shield, often include a small
shrine or side altar to the Master of Tracking within their confines. Shrines
consecrated in Gwaeron's name are typically simple altars made of a single
boulder inscribed with Gwaeron’s symbol and are mainly found within the
High Forest and Cormanthor.

Dogma: Gwaeron’s teaching mitror those of Mielikki, whom he serves.
Intelligent beings can live in harmony with the wild without requiring the
destruction of one in the name of the other. Gwaeronans are taught to em-
brace the wild and not fear it, because the wild ways are the good ways.
They are to keep the balance and learn the hidden ways of all life. They
should not allow trees to be needlessly felled or the forest to be burned.
They are to live in the forest and be a part of the forest, not dwell in endless
battle against the forest.

Stalkers of the Silent Path must protect forest life and strive to keep
the balance that indiscriminate fire-users, woodcutters, and hunters
break. They are to live in harmony with the woods, to teach others to do
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s0, and to punish and frustrate those who hunt for sport (not food) and

“ who practice cruelties upon wild creatures, Gwaeronans are to take their
roles as protectors very seriously and to keep in check the numbers of sen-
tient, generally malicious wild creatures and humanoids who would dis-
tort the Balance just as much as incursions from civilized, careless and
thoughtless humans.

Day-to-Day Activities: Stalkers of the Silent Path walk the trails and
wilderness of the North practicing their craft, becoming attuned to their
environment, and observing the activities of the “monster” races. When
called upon by the church of Mielikki or hired by local rulers, they track
down fugitives from justice, elusive predators (both human and beast), or
lost travelers. Some join militias, mercenary companies, or adventuring
companies where they typically serve as scouts. In times of famine, Stalkers
travel to regions where game is scarce and the inhabitants are in danger of
starving and use their skills to provide food.

Holy Days/Important Ceremonies: Gwaeron has no special holy
days outside of those commonly celebrated by the faith of Mielikki. After a
successful “stalk,” Stalkers of the Silent Path and any would-be tracker who
invokes Gwaeron’s name are expected to leave a circle of six footprints in
the ground with their right foot, the heel of each print nearly touching and
the toes facing outward.

Major Centers of Worship: Gwaeron is said to sleep in a stand of trees
just to the west of the town of Triboar, known as Gwaeron’s Slumber. On
rare occasions he can be seen walking into or out of the trees. Rangers who
venerate Mielikki often visit Gwaeron’s Slumber to pray, but there is no
shrine there and Gwaeron never appears to those who come seeking him. It
is said that worshipers of Mielikki who sleep in this wood receive in their
dreams some hint of what the goddess wants them to do. If such a worshiper
is not a ranger, the person gains a once-in-a-lifetime, day-long ability to
track as a ranger does. To avoid angering Gwaeron, there are laws in Tri-
boar against cutting any wood from these trees or hunting any creature in
the woods. The local militia patrols the forest to prevent orcs, trolls, and
other such creatures from camping there—but less intelligent monsters
have never been seen in Gwaeron’s Slumber.

Affiliated Orders: As discussed above, those rangers of Mielikki’s
clergy who are specifically sworn into Gwaeron’s service are members of the
Fellowship of Stalkers of the Silent Path. This informal order (composed
exclusively of single-classed human and half-elven rangers) focuses on the
interpretation of woodland signs and tracking all manners of beings and
beasts. Members retain close ties to the regular hierarchy of Mielikki’s faith
and are considered regular members of that church as well as of the fellow-
ship. They serve as the tracking, scouting, and hunting arm of Mielikki's
faith, much as Gwaeron serves Mielikki.

Priestly Vestments: Stalkers of the Silent Path dress practically for
their environment, preferring clothing made of supple, sturdy leathers and
comfortable boots. They let their hair and beards grow freely, but keep
them neatly combed and arranged in practical styles. Female Stalkers of the
Silent Path wear their hair in a long, loose braid down their back. Male
Stalkers rarely go bald and can always grow beards. All Stalkers wear a
patch or sport embroidery on their formal vestments displaying Gwaeron’s
symbol and respect the seasonal colors of Mielikki’s clergy’s ceremonial rai-
ment in the dyes used to color their formal clothes. Many Stalkers choose
to tattoo a blue or brown five-pointed star on themselves in honor of their
dedication to the order of the Silent Path.

Adventuring Garb: Gwaeron’s followers dress practically when adven-
turing, in clothing very similar to their formal garb, but not as colorful.
Stalkers pay respect to the seasonal colors of Mielikki's clergy’s garb in their
trim or accessories while in the field, but not so as to make targets of them-
selves in incompatible-colored terrain. When the weather permits, male
Stalkers like to work bare-chested, and both male and female Stalkers pre-
fer working barefoot or in soft moccasins when practical.

Specialty Priests (Rangers)

REQUIREMENTS: Strength 13, Dexterity 13, Constitution 14,
Wisdom 14

PriME ReQ.: Strength, Dexterity, Wisdom

ALIGNMENT: LG, NG, CG

WEAPONS: Any

ARMOR: Any (penalties to some special abilities accrue

if wearing heavier armor than studded leather)

MINOR SPHERES: Animal, divination, plant, travelers
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Same as rangers

Survival (woodland)

Animal lore, herbalism, hunting, set snares, mod-
em languages (elvish), modern languages
(gnome), modern languages (halfling) (pick three)

Magical ITems:
Req. Profs:
Bonus Prors:

Gwaeron is venerated by an order of elite trackers drawn from the ranks of
the single-classed rangers in Mielikki’s clergy. The order is known as the
Fellowship of Stalkers of the Silent Path. The abilities and restrictions of
members of this order, aside from the changes noted above and below, are
identical to those of all other rangers in the clergy of the Lady of Forests as
detailed in the Player's Handbook and Faiths & Avatars.

o Stalkers of the Silent Path receive a +1 bonus for every three levels of
experience (round up) to their hunting and tracking proficiencies, to a
maximum of +5.

o Stalkers of the Silent Path lead solitary, lonely lives and, as a result, do
not attract followers at 10th level except for a single bloodhound of
maximum hit points (who can never be replaced).

o At 3rd level, Stalkers of the Silent Path can cast natural attunement (as
the 2nd-level priest spell) once per day. At 6th level they can cast this
spell twice per day, and at 9th level and above, they can cast it three
times per day.

o At 14th level, stalkers of the Silent Path can wind walk (as the 7th-level
priest spell) once per day.

Gwaeronan Spells
Note that all clergy of Gwaeron also gain access to the applicable religion-
specific spells of Mielikki.

2nd Level

Natural Attunement (Pr 2; Enchantment/Charm)
Sphere: Animal, Plant

Range: Touch

Components: V,§, M

Duration: 1 round/level

Casting Time: 5

Area of Effect: One living creature

Saving Throw: None

This spell enables the recipient to become fully attuned to the surround-
ings, to notice every detail of the environment, and to parse which facts are
important and why. This spell provides the recipient with a +2 bonus to
surprise rolls, a +1 bonus to initiative, and a +1 bonus to saving throws for
its duration. If the recipient does not have proficiency in tracking, the abil-
ity is conferred for the spell’s duration. Recipients who are nonrangers pro-
ficient in tracking can track as a ranger for the duration of the spell (in
other words, without the -6 penalty). Recipients who are rangers can track
common trails with a +3 bonus for the duration of the spell. They can even
track “impossible trails,” such as those left by flying or noncorporeal crea-
tures, but with a —6 penalty. If a trail is ever lost during the spell’s duration,
ranger recipients are allowed a second chance to find the trail again.

The material component of this spell is a handful of dirt that is smeared
on the spellcaster’s palms.

Hoar

(The: Doombringer, Lord of” I‘m s Thunders,

the Poct: off )us[ ice, Hurler of Thunders)

Demipower (formerly Lesser Power) of Mechanus, LN

PorTFOLIO: Revenge, retribution, poetic justice

ALIASES: Assuran (Unther, Chessenta)

DoMaiN NaMe: Mechanus/Doomcourt

SUPERIOR: None

ALLIES: Beshaba

FoEs: Anhur, Ramman (dead)

SymBoL: A black-gloved right hand holding a coin with
a two-faced head or three lightning bolts or
three deep rolls of thunder

WoRr. ALIGN.: LG, NG, LN, N, LE, NE
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Hoar (HORE) the Doombringer is not often actively
b worshiped in set services, but his name is invoked by
those seeking vengeance. When a guilty party falls
prey to fate (such as when a murderer is killed acci-
f dentally just after the murder is committed, particu-

larly if the accident—for example, slipping to his
death—was initiated by the murderer himself), the
hand of Hoar is given credit. Hoar has a more benign
aspect in the North, where he is seen less as a god of
vengeance and more as a god of poetic justice. Many bounty hunters and
some assassins propitiate the Doombringer before commencing a hunt, the
truly faithful among them seeking to capture their quarry in a suitably
ironic style.

Hoar is actually an ancient Untheric deity worshiped in the Inner Sea
Lands as Assuran, Lord of Three Thunders. He and his worship were driven
from that land in centuries past by priests of Ramman around the same time
that Hoar battled and lost to that Untheric god of war, thunder, rains, and
storms in a tumultuous conflict.

Although worship of the Lord of Three Thunders dropped off rapidly in
Unther (to the point where Assuran was no longer considered part of the
Untheric pantheon), the cult of the Doombringer remained strong in
Chessenta for many years, particularly in the cities of Akanax and Mourk-
tar. In the past century, Assuran’s worship again declined precipitously in
size when Chessentan mercenaries returning from Mulhorand brought with
them the faith of Anhur. Although ‘the officers remained loyal to Assuran,
many soldiers converted to the faith of the Mulhorandi god of war.

During the Time of Troubles, Hoar/Assuran took as his mortal avatar
the body of King Hippartes of Akanax. After traveling to Thay to obtain a
cache of weapons he had hidden in the Thaymounts (and narrowly evading
the plots of a Red Wizard known as the Masked One), Hoar commanded
the army of Akanax and several hired mercenary companies into wars
against the neighboring cities of Cimbar, Soorenar, and Luthcheq in re-
venge for ancient insults. The Doombringer incited several long-simmering
conflicts between those cities as well, plunging most of Chessenta into war.
After a string of victories against ancient foes of Akanax and himself, he
forged an alliance between Chessenta’s fractious cities. He then turned
Akanax’s armies against Unther and against the church of Ramman in par-
ticular. Ramman’s avatar met him face-to-face and toe-to-toe, and in an act
of poetic justice, the Doombringer wove a powerful spell that slew Ramman
by causing a bolt of lightning to rebound after the Untheric storm god’s
third thunderous lightning attack. However, once again Assuran lost out
when, before he could seize Ramman’s portfolio, the Untheric lord of war
passed it on to Anhur, war god of Mulhorand, and left the Realms perma-
nently. The revitalized Mulhorandi god of war led his troops to Unther’s de-
fense and routed the Chessentan mercenaries, many of whom defected to
his side. The Doombringer was once again driven from Unther in defeat.
(After the Godswar, the alliance of city-states quickly disintegrated, as
most such alliances in Chessenta seem to do.)

Although his worship had been spreading slowly throughout the Heart-
lands prior to the Time of Troubles, Hoar’s direct action in the Realms has
not been felt since the Time of Troubles, and his sign (three deep rolls of
thunder) has not been heard in the Inner Sea lands for a decade. Although
some speculate that he died during the Time of Troubles, the truth is that
he has retreated into himself and cut off many of his routine activities to
plot his revenge against Anhur. Combined with the massive defection of
worshipers from his faith in battered Chessenta, the Lord of Three Thun-
ders has found himself reduced to demipower status throughout the Realms
in the aftermath of the Godswar.

Hoar is a moody power, prone to violence and with a penchant toward
bitter humor. He alternately curses Tymora for his fate and attempts to unc-
tuously wheedle her for better luck, treating her at times as an enemy and at
others as a friend. He seeks to aid the Maiden of Misfortune in unleashing
bad luck on the deserving. He has a dry, hollow chuckle, a haunted appear-
ance, and a morbid fascination in the plight of doomed mortals. It is said
that both Tyr and Shar contest for Hoar’s tormented soul. Shar seeks to twist
the Doombringer into a servant of blind vengeance and bitterness, while Tyr
seeks to unlock his bittersweet humor and shift his portfolio towards irony
and poetic justice, but to this date he serves no one's interests but his own.

Hoars Avatar (Thief 23, Fighter 20, Cleric 18, Mage 18)

Hoar appears as a tall, dark, gaunt man with dark, long, ringleted hair and a
pointed goatee. His eyes are jet black, and he wears the garments of a noble

or rich merchant, most often of Unther, but sometimes of Chessenta or
western Faerdn. He usually appears tired and battered, sporting several
poorly healed, serious cuts attributed to Ramman or Anhur, depending
upon the time period. Hoar wields a massive broad sword, but wears no
armor save for a pair of golden bracers. He carries a quiver of javelins on his
back. The Doombringer can cast spells from any sphere or school, but fa-
vors those from the weather and charm spheres and the illusion/phantasm
school, as careful application of such spells facilitates the implementation
of a suitably ironic fate on his victims.

AC-2; MV 15; HP 190; THACO 1; #AT 52 or 7/2

Dmg 2d4+14 (broad sword +3, +9 Str, +2 spec. bonus in broad sword) or
1d6+29 (javelin of lighting, +9 Str, +20 electrical damage)

MR 55%; SZ M (6% feet) or L (10 feet) =~

Str 21, DEx 19, Con 21, INT 23, Wis 18, CHa 16

Spells P: 10/10/9/9/6/4/2, W: 5/5/5/5/5/3/3/2]1

Saves PPDM 3,RSW 4, PP 4, BW 4, Sp 5

Special Att/Def: Hoar normally attacks with his magical broad sword;
Hand of Retribution, wielded in his right hand. Against opponents suscepti-
ble to electrical damage, in addition to his atracks with his sword, he hurls
with his left hand one javelin of lightning per tound from his seemingly inex-
haustible quiver (it magically replenishes itself and seems to always hold a
half dozen or so javelins). Javelins that miss dissipate in a harmless bolt of
lightning.

Hoar prefers to cast the Bigby’s hand spells or related spells like Cali-
garde’s claw or Geirdom'’s grappling grasp. He can maintain up to three such
spells at a time while continuing to cast spells and fight in melee. The
Doombringer can also cast any wizard spell of an electrical nature (such as
lightning bolt) at will, once per round, and can continue to cast such spells
once a round even after he runs out of his normal number of spells (given
above).

If the Doombringer claps his hands together or stomps his foot on a
solid surface, it generates a sonorous, thundering boom equal in effect to a
great shout (as the 8th-level wizard spell from Pages from the Mages). Hoar
can create up to one such thunderclap per round in addition to all his nor-
mal atracks. If the Lord of Three Thunders creates three such thunderclaps,
one in each of in three consecutive rounds all directed at the same oppo-
nent, that being immediately suffers a fitting punishment for the greatest
as-yet-unpunished injustice it has ever committed, as adjudicated by the
DM.

Other Manitestations

Hoar's commonly manifests as three deep rolls of thunder when a guilty
party falls prey to a suitable, often ironic, fate. Occasionally the Doom-
bringer manifests as a ghostly hand seen only by the one being punished
(and possibly that one’s victim’s loved ones). Such manifestations are only
seen in the process of delivering an appropriate punishment. For example,
the spouse of a murdered man might see the hand of Hoar push her hus-
band’s murderer—who is afraid of heights—off a cliff.

Hoar’s favor is seen occasionally through the discovery of red tear-
shaped gems; his displeasure is indicated by the discovery of a powdered
Laeral’s tear gem. The Doombringer works through aerial servants, cursts,
feyrs, harrlas, haunts, invisible stalkers, justice incarnates, keres, living
steels, revenants, lhiannan shee, and maruts.

The Church

Clerics, specialty priests, crusaders

LG, LN, LE

C: Yes, SP: No, Cru: No

C: No, SP: Yes, as described below, Cru: No

CLERGY:
CLERGY'S ALIGN.:
TurN UNDEAD:
CwmND. UNDEAD:

All clerics, specialty priests, and crusaders of Hoar receive religion (Faertn-
ian) and religion (Untheric) as bonus nonweapon proficiencies.

Hoar is propitiated more than he is worshiped. Inhabitants of the
Realms commonly attribute fitting acts of justice to the Lord of Three
Thunders, and some beings (particularly the helpless and the weak) go so
far as to entreat the Doombringer to deliver their vengeance, but few actu-
ally worship him on a regular basis in set services held in shrines or temples.

The few temples of Hoar found scattered throughout the Realms are
plain, even severe, stone edifices. Most are built in high, hidden places
where their inhabitants can secretly brood and plot vengeance against all
who have slighted them.
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Approximately 40% of the clergy of Hoar are clerics, 30% are crusaders,
and 30% are specialty priests (doombringers). As could be expected, the
clergy is splintered into a multitude of backstabbing factions with centuries-
old hatreds and constantly shifting alliances. Commonly used titles vary
from faction to faction, but in the Heartlands, priests of Hoar are known as
(in ascending order): Eye of Irony, Hand of Doom, Fist of Vengeance, Claw
of Revenge, Fateful Eye of Irony, Fateful Hand of Doom, Fateful Fist of Ven-
geance, and Fateful Claw of Revenge. Senior priests are known as Lords of
Thunderous Vengeance.

Dogma: Hoar charges his clergy to uphold true and fitting justice and
to maintain the spirit of the law, not the letter of the law. Fitting recom-
pense will always accrue for one’s actions. Violence will meet violence and
evil pay back evil, but good will also come to those who do good. One must
be careful to walk the line of Hoar’s teachings, to seek retribution, but to
fall not into pursuing evil acts for evil’s sake, for that way is seductive and
leads only to one’s downfall. Vengeance must be sought for all injustices,
and all punishments must fit the crime. Revenge is sweetest when it is
sharpened with irony. All attacks must be avenged. Those who do not re-
spond to attacks against their person or that which they hold dear only in-
vite future attacks.

Day-to-Day Activities: There are few actual temples of Hoar in the
western Realms. Instead the Doombringer’s priesthood is composed primar-
ily of itinerant wanderers who travel from town to town ‘agreeing to pray for
Hoar'’s intercession on behalf of one who seeks or fears vengeance for some
attack in exchange for a small fee. Charlatans masquerading as members of
Hoar's clergy or priests who neglect the prayers they have promised to make
receive a fitting punishment by Hoar’s hand.

In addition, Hoar's clergy seek out victims of injustice, hear their sto-
ries, evaluate the veracity of their accounts, and track down the perpetra-
tors in order to inflict a fitting form of punishment or “essential justice” as
they like to think of it. No injustice is too large or too small for revenge to
be sought and a fitting punishment meted out. Actions of this type have
caused most town watches and Tyrists to brand priests of the Doombringer
as vigilantes and raised the stature of the priesthood to that of champion of
the downtrodden and underdogs in the eyes of the common folk.

Holy Days/Important Ceremonies: The clergy of the Doombringer
celebrate few major holy days. Instead, each priest is encouraged to cele-
brate the anniversaries of his most fitting and sweetest acts of revenge. Each
priest is also expected to mark the anniversary of each injury, insult, or
slight as yet not avenged with quiet contemplation (many persons not of
the faith would call it brooding) upon strategies for appropriately enacting
that revenge. However, true members of Hoar’s clergy are also to remember
those who have helped them unselfishly, protected them from harm, or oth-
erwise provided them aid and contemplate ways to reward them personally
and lastingly, rather than with meaningless titles, shallow items of wealth,
or faint and passing praise. Silent or thunderous praises (as appropriate)
must be given to Hoar each and every time some form of vengeance is ex-
acted by a priest of the Doombringer.

The Penultimate Thunder is celebrated on the 11th of Eleint with great
feasts of game, bread, fruits, and mead. It marks the long-anticipated vic-
tory over Ramman by the Lord of Three Thunders. The Impending Doom
is observed on the 11th of Marpenoth with daylong ceremonies of rumbling
drums, vigorous oaths, and exhausting acts of purification. It celebrates jus-
tices yet to be meted out, revenges yet to be carried through with, and good
deeds that call to the celebrants to be remembered.

Major Centers of Worship: In the South, two temples of the Lord of
Three Thunders contest for leadership of the faith. The Thunderous Hand
of Vengeance in Akanax is strictly loyal to the king of that city, and its
priests run the city watch and the city courts with an iron fist. Priests of the
Thunder Hand, as they are commonly known, make up a large percentage
of the high-ranking officers in Akanax’s armies.

The Amphitheater of the First Thunder in the independent city of
Mourktar is a large, open arena where numerous gladiatorial combats take
place between accusers and the accused instead of the more common court
trials found elsewhere in the Realms. It is believed that Hoar intervenes di-
rectly in each bout, ensuring that fitting justice always enacted. The actual
temple is located in the bowels of the arena. Since the Time of Troubles and
the death of King Theris, the most prominent member of the faith, the in-
fluence of this temple has rapidly shrunk throughout the nearby regions of
Threskel and Chessenta. Priests of the Doombringer have been shunted
from most positions of power by the Banite clergy of the Black Lord’s Cloak
(discussed in the Bane entry in Faiths & Avatars).
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With Assuran’s declining influence in Chessenta, the Hidden Hand of
Fate temple in the depths of the Arch Wood has risen to some prominence
in the North. The inhabitants of Archendale have always been known for
their short tempers, grudges, arrogance, and love of intrigue. In this environ-
ment, Hoar’s worship has begun to take hold, and quite a few of Archen-
dale’s inhabitants clandestinely worship the Doombringer. The priests of the
Hidden Hand of Fate sponsor a number of bards, bounty hunters, and assas-
sins active throughout the Heartlands and coordinate a loose network of
vigilantes dealing rough justice throughout the wilder stretches of the Dales.

Affiliated Orders: The Hunters of Vengeance are an informal order of
bounty hunters and vigilantes active throughout the Heartlands and the
North. Few in number, their actions are spoken of with admiration and
dread long after they have moved on.

The Fellowship of Poetic Justices is an order of bards and crusaders
founded in the aftermath of the Time of Troubles. Dedicated to both Hoar
and Tyr and supported by clergy from both faiths, members of the fellow-
ship seek to spread tales of ironic justice throughout the Realms and
achieve through words and deeds what violence often fails to accomplish.

Priestly Vestments: The clergy of Hoar wear their ceremonial garb
whenever possible except when they wish to conceal their identity while
stalking a perpetrator of some injustice. Their ceremonial raiment always
includes a black tunic over a long gray robe, soft, black leather gloves, and
a surreal mask that covers their faces when they are officially on a “hunt”
for vengeance. Priests typically keep small tokens of their successes on
silver-bordered, dark red sashes slung from their waists. They carry
curved daggers, and sport the symbol of Hoar worked into piece of jewelry
as a holy symbol.

Adventuring Garb: When adventuring, priests of the Doombringer
wear whatever garb is best suited for the mission. Typically they garb
themselves in leather armor when stealth is required, and the heaviest
armor available when a frontal attack is anticipated. While they can wield
any weapon, Hoarite priests must carry at least one blunt, one piercing,
and one slashing weapon at all times. When injured (or anticipating in-
jury) by an opponent, Hoarite priests are expected to use a weapon of the
same type or at least the same damage type in response, as such attacks are
more fitting in their impact. Those who deserve death should be finished
off with their own weapons.

Specialty Priests (Doombrinacrs)
! Y 1

REQUIREMENTS: Dexterity 10, Wisdom 9

PriME REQ.: Dexterity, Wisdom

ALIGNMENT: LN

WEAPONS: Any (if fitting, as described above)

ARMOR: Any

MAJOR SPHERES: All, charm, combat, law, guardian, necroman-

tic, summoning, travelers, weather
Creation, divination, healing, protection, time
Same as clerics

MINOR SPHERES:
Magical ITems:

REeq. ProFs: At least one blunt, one piercing, and one slash-
ing weapon as soon as possible, hunting
Bonus Prors: Blind-fighting, tracking, modern languages

(pick two: dwarvish, elvish, gnome, halfling,
orc, Untheric)

¢ Doombringers can incite a focused rage once a day in themselves. This
rage allows them a +2 bonus to attack and damage rolls against a specific
being or group of beings they are seeking to bring satisfactory justice
against and a +2 bonus to all saving throws. It takes one full round to in-
cite a this rage, which then lasts a turn or ceases ealier if all foes of the
identified type are dead or unconscious. While in a focused rage, the re-
cipient cannot flee from a fight against his or her targets. The target of
the rage must be specific, such as “Therian Blackbeard,” “this man be-
fore me identified as the nurderer of an innocent child,” or “the outlaws
here of the Flaming Sword band.” This cannot be applied to all crea-
tures of a type, such as “all orcs” or “all thieves,” and the group or indi-
vidual the rage is focused on much be the target of a mission of righteous
justice the doombringer is engaged in completing.

¢ Doombringers cannot turn undead, but if they make a successful at-
tempt to command undead, they can order unliving creatures to seek
out and attack their creators regardless of any commands (magical or
otherwise) to the contrary, assuming the monsters did not seek undeath
prior to their transformation. If an undead creature is nonintelligent, it




ceases to seek vengeance as soon as it is no longer under the control of
the doombringer. Intelligent undead do not cease their quest for ven-
geance until they are permanently destroyed or their creator dies or is
destroyed. When the creator is killed, his undead creations immediately
collapse into dust, their vengeance spent.

¢ Ifadying being begs for revenge against his or her killer or killers on his
or her deathbed with a doombringer in attendance, the priest can say a
special Prayer of Revenance upon the death of the luckless recipient.
This increases the chance to 25% that, if the recipient’s Constitution is
18 and Wisdom or Intelligence is 17 or greater, the deceased will rise as
a revenant. The chance of a recipient of Hoar’s Prayer of Revenance ris-
ing as a revenant if his or her ability scores do not meet the normal cri-
teria for a revenant is 5%.

¢ Ifkilled unjustly (as adjudicated by the DM) and not raised from the dead
(or able to be raised), a doombringer always rises as a revenant. The weak-
ness of this revenant is not always to fire, as is normal for a naturally-
occurring revenant, and should be determined by the DM. For example,
some such revenants have had to be immersed in fresh water for one turn
or only been vulnerable to nonregeneratable damage after a particular
item associated with them in life is destroyed in a particular way.

® At 3rd level, doombringers can cast shocking grasp (as the 1st-level wiz-
ard spell) once per day.

¢ At 5th level, doombringers can cast lightning bolt (as the 3rd-level wizard
spell) once per day.

® At 7th level, doombringers can cast hand of Hoar (as the 4th-level priest
spell) once per day.

® At 10th level, doombringers can cast thunder staff (as the 4th-level wiz-
ard spell) once per day.

¢ At 13th level, doombringers receive the benefits of a permanent protec-
tion from normal missiles spell.

Hoarite Spells
2nd Level
Scent of Vengeance (Pr 2; Alteration)

Sphere: Animal
Range: 0
Components: V,$,M
Duration: 2 days/level
Casting Time: 1 round

Area of Effect: The spellcaster

Saving Throw: None

This spell imbues the spellcaster with the ability to unerringly track any liv-
ing creature who has directly caused insult or injury to a designated being
(including the caster). This spell does not allow the tracking of undead
creatures, and the name of the being who committed the action must be
known for the spell to be effective. This spell can only be cast at the site of
the offending insult or injury. The priest can follow the trail across any ter-
rain by following the scent of his foe, even underwater or through the air if
she or he can swim or fly.

The only way for the quarry to throw the pursuit from the trail is to tele-
port, employ a gate, shift to another plane or employ some other, similar
form of magical transportation. Even if the quarry employs such forms of
magical transportation, the tracking priest can continue to follow the trail
until the point of magical departure, at which point the spell ends.

The material components of this spell are a small token once possessed by
the quarry and the priest’s holy symbol. Neither is consumed in the casting.

4th Level
Hand of Hoar (Pr 4; Abjuration)

Sphere: Law

Range: Touch

Components: V,§, M

Duration: Special

Casting Time: 7

Atrea of Effect: One intelligent creature

Saving Throw: Neg.

This spell (also known as divine justice) inflicts a fitting punishment for an
act of cruelty upon a single living and intelligent recipient of the spell that
cannot be ended by dispel magic or other magical effects. It lasts until the
hand of Hoar has struck the spell’s recipient or the recipient is dead.

Upon casting the spell, the priest of Hoar must touch the spell’s recipi-
ent and then verbally accuse the creature of some particular injustice com-
mitted that caused harm (DM’s discretion) to some other creature or to the
spellcaster. If the target fails a saving throw vs. spell, is actually guilty of
committing the named injustice, and can understand the priest’s accusa-
tion, then the spell takes effect. Note that the priest has no way of knowing
if the spell has actually taken effect except to hypothesize if a fitting re-
sponse occurs following the casting of the spell.

The vengeance of the hand of Hoar is swift and harsh. For example, if an
assassin kills the wrong target and is then subject to the effects of Hoar’s di-
vine justice, it is likely the assassin will die while unintentionally foiling a
rival assassin’s attack on the original target. If a mage imprisons an innocent
rival and is then subjected to the effects of the hand of Hoar, it is likely that
mage’s next spellcasting attempt will take effect within the radius of a spon-
taneously-appearing wild magic region. The resulting miscast spell might
result in the mage being imprisoned. The effects of the hand of Hoar vary on
a case-by-case basis, and must be adjudicated by the DM, but should be
suitably ironic—a punishment to fit the crime.

The material components of this spell are a small token once possessed
by the one who committed the act of cruelty and the priest’s holy symbol.
Neither is consumed in the casting.

6ih Level
Revenance (Pr 6; Necromancy)

Sphere: Necromantic
Range: Touch
Components: V,$, M
Duration: Special
Casting Time: 1 round
Area of Effect: One corpse

Saving Throw: None

When cast on the corpse of any sentient being killed by another sentient
being, whether the death was accidental or deliberate, this spell causes the
corpse to rise as a revenant, as detailed in the MoNsTROUS MANUAL tome,
and to immediately seek out its killer. If the corpse’s killer is already dead,
this spell is has no effect and is wasted. There are no ability score require-
ments for the dead character as there are for naturally-occurring
revenants, but a salvageable corpse (at least in good enough shape to
transform into a skeleton or zombie if an animate dead spell were used)
must exist for this spell to be cast on. The priest has no control over the
revenant and may even be attacked by the undead creature if she or he
interferes in its quest for revenge. The revenant tracks its killer until it
destroys the killer or until 3-6 months pass, at which time its body
disintegrates and its spirit rests in peace.

The material component for this spell is the priest’s holy symbol and
some token that was important to the deceased being (such as a favored
scarf, locket, etc.).
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Hovd ol the nd ol et hin;.’;. Senbe of the Doomaed,
Sencachal of thie Crystal Spire, the Torsot ten One,
the Pitiless One)

Demipower (formerly Greater) of
the Gray Waste, LN

PortFoLIO: Fatalism, order in death, proper burial, guardian
of tombs, protector of the names of the dead

ALIASES: Nakasr

Domain NAME: Oinos/Crystal Spire

SUPERIOR: Kelemvor (formerly Cyric, and previous to that
Myrkul)  *

ALLIES: Amaunator {now dead)

FoEs: Cyric, Velsharoon

SymBoL: A jawless skull and a writing quill resting on a
scroll

WoR. ALIGN.: LG, NG, LN, N, LE, NE

ANTHEON (I )(!ﬁnip( wers): Hoar, J(;Kgdl




Jergal (JER-gull), Lord of the End of Everything, is
résponsible for keeping records on the final disposi-
tion of all the spirits of the dead. He is the fatalistic
undertaker who strives for order in death, anticipat-
ing the ever-encroaching termination of all things
living. Jetgal strives for an orderly accounting of the
fate of the world as it slowly sinks into death. Few
mortals are even aware of Jergal’s existence except
for a few sages studying ancient history.

Jergal was Myrkul's predecessor as Lord of the Dead, although he ap-
parently voluntarily relinquished that position to the Lord of Bones many
centuries ago. Some sages believe Jergal held the portfolios of Bhaal and
Bane at that time, as well, and was venerated as Nakasr by the Netherese
survivor states. After stepping down from his position, Jergal became the
Seneschal of Bone Castle, assisting Myrkul in the execution of his duties.
In the intervening centuries, Jergal has become the Forgotten One and
faded into Myrkul’s shadow.

Jergal played no part in the Time of Troubles, but when Cyric suc-
ceeded Myrkul as Lord of the Dead, the Scribe of the Doomed continued
to serve as the Seneschal of Bone Castle. A core component of his very
being makes Jergal absolutely loyal to the current Lord of the Dead, re-
gardless of who holds that office. From Jergal’s actions during Cyric’s
tenure, however, it is apparent that while Jergal is utterly loyal to the of-
fice of Lord of the Dead, he does have the freedom to subtly undermine
the current officeholder if she or he is not true to the position’s responsi-
bilities.

Jergal seems to find working with Kelemvor, the new Lord of the
Dead, much more to his personal satisfaction. The Forgotten One serves
the Judge of the Damned as seneschal by maintaining careful records of
all who enter the Crystal Spire, Kelemvor’s new abode built on the rubble
of the Bone Castle. It is possible that Jergal will regain some of his former
prominence serving Kelemvor, but it is equally likely that the Seneschal
of the Crystal Spire will pass on into death himself, having found a suit-
able successor to his old position. Regardless, the Scribe of the Doomed
has little apparent interest in the living save for recording their final
fates.

Jergal retains a fondness from Netheril’s heyday for the long-vanished
Amaunator, valuing that ancient sun god’s adherence to law and order,
but he otherwise has few allies aside from Kelemvor, and even fewer
friends. Following the events of the Cyrinishad debacle, Jergal has noth-
ing but scorn for Cyric, the former Lord of the Dead, considering him
anathema to the orderly dissolution of the universe. In the aftermath of
Velsharoon’s divine ascendance, Jergal spends much of his efforts in the
Realms combating the Necromancer’s efforts to prolong life into undeath
and to thwart the orderly procession of death in the Realms.

Jergal never angers, and always speaks with a disembodied, chilling
voice that echoes with the dry whisper of a long forgotten crypt. His tone
is always bland, his words fatalistic, and his demeanor excessively formal.
Most mortals find the Forgotten One a shadowy, sinister figure who leaves
a vague feeling of unease and enervation in his wake. Jergal is totally fo-
cused on death and perceives life as momentary existence before death’s
eternity. A few bards have noted that Jergal’s philosophy and actions re-
semble a mortal attempting to tidy up his affairs and accounts before his
imminent death.

This monstrous scribe is depicted in his religion’s art as a smooth gray
face holding no features other than a pair of bulging yellow eyes. His body
is nothing but a shadow-filled gray cloak which rises and falls as if buf-
feted by an unseen wind, and he wears white gloves that are supported by
invisible hands and arms.

Jergal’s Avatar (Cleric 25, Necromancer 18)

Jergal appears as a wizened, insubstantial mummy of some ancient, alien
race. His skin is gray and tightly drawn across his frame. His bulbous, yel-
low, lifeless eyes and insectoid mandibles resemble a cross between a hu-
manoid and a preying mantis. His ears and nose are barely distinguishable
from his elongated skull. Most of his body is covered with an utterly light-
less cloak that seems to absorb the very atmosphere that envelops it. His
white gloves cover elongated, claw-like hands and forearms. He always
clutches a thick scroll covered with intricate, incomprehensible script
and a freshly inked quill in his hands. Jergal draws his spells from the
spheres of all, astral, law, combat, divination, elemental, guardian, necro-
mantic, protection, thought, time, travelers, war, wards, and weather and
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from all schools except illusion/phantasm and enchantment/charm. He
has reversed access only to the spheres of animal, creation, healing, and
plant, though he is able to use the positive spells from the healing sphere
on his clergy only. i

AC -3; MV 15; HP 156; THACO 4; #AT 2

Dmg 1d10-+enervation

MR 60%; SZ L (10 feet)

Str 18, Dex 13, Con 20, InT 22, Wis 23, CHa 10
Spells P: 13/12/12/12/11/9/4, W: 5/5/5/5/5/3/3/2/1
Saves PPDM 2, RSW 5, PP 5, BW 8, Sp 6

Special Att/Def: Jergal never wields a weapon. The touch of either
hand causes enervation (as the 4th-level wizard spell of the same name) in
addition to his normal damage. If he successfully hits with both hands in
the same round, in addition to the normal effects, he draws the victim
through his noncorporeal body, inflicting an energy drain on the unfortu-
nate victim (as the 9th-level wizard spell of the same name). The outer side
of Jergal's cloak is itself a gate to the Negative Energy Plane, and anyone
touching his mantle must succeed at a saving throw vs. death magic ata -3
penalty or be sucked into that plane of absolute nothingness and die.

In a single round, Jergal can, by looking into a being’s face, read the
entire tapestry of its life and death, regardless of any magical protections
or psionic defenses, and then distill it to its simplest expression. During
this probe, a being is utterly helpless and completely paralyzed. This ex-
trasensory touch is perceived as something cold and inhuman slithering
across the mind and burrowing into every memory. Simply by inscribing a
mortal’s name on his voluminous scroll, Jergal can inflict the target’s fated
demise immediately upon it. Such victims must make a successful saving
throw vs. spell at a -2 penalty or be transported forward in time to the
moment of their death. Thereafter, they are relegated to the afterlife for
eternity, and may never be raised or resurrected.

Other Manifestations

Jergal can take the form of any undead creature, gaining all its innate
abilities in doing so. He also retains his enervation and energy drain at-
tacks, provided that they are not equaled or surpassed by the form he has
taken. He can also take the form of a mortal man with a great white
beard, bent with extreme age yet holding intelligence and a driving en-
ergy within his sunken eyes. Jergal’s preferred manifestation is the sound
of a heavy tome being closed with chilling finality. This manifestation
often occurs upon the death of an exceptionally long-lived mortal, partic-
ularly one who has extended his or her life with potions of longevity and
like magical manipulations—such as the magic of an archwizard.

Jergal is served by a wide variety of creatures seen as a harbingers of
death in various cultures. For example, in Anauroch, the great white-
bearded vultures known as N’ast’s children (commonly thought to serve
Nasr, an alias of Cyric) ferry spirits into the afterlife to their preordained
realms at Jergal’s bequest. The Lord at the End of Everything also exerts his
influence through a variety of undead tied to the Negative Energy Plane,
such as slow shadows, spectres, and wraiths as well as trillochs, wastrels, and
xeg-yi. Jergal has somewhat de-emphasized his affiliation with undead that
sap energy since Kelemvor's assumption of the position of Lord of the Dead,
but he still is not reluctant to call upon them when their use most effi-
ciently accomplishes a task his superior has set before him—he merely does
not dwell upon their use when reporting to Kelemvor.

The Church

CLERGY: Clerics, monks, specialty priests

CLERGY'S ALIGN.: LN, LE

Turn UNDEAD: C: Yes, if neutral, SP: Yes, at priest level +2,
Mon: No

CMmnND. UNDEAD: C Yes, if evil, SP: Yes, at priest level +2, Mon:
No

All clerics, specialty priests, and monks of Jergal receive religion (Faertin-
ian) as a bonus nonweapon proficiency.

Jergal has only a handful of living worshipers, but it is believed several
score of his priests still survive as mummies and greater mummies in long-
sealed tombs. These mummmies still possess their living intelligence and can
cast priest spells. While most are lawful evil in alignment, some favored few
tend toward a stricter lawful neutral ethos.




Priests of Jergal existed historically only in very lawful and militaristic
societies which did not venerate Deneir.or any of the goodly gods. In addi-
tion to serving as scribes, funerary workers, and morticians, Jergal’s priests
kept careful records of births, deaths, and taxes for the kings and rulers they
served. Jergal was perceived in such societies as a compassionless steward of
death who would visit each mortal at their appointed time and transport
them to the appropriate realm in the afterlife.

Jergals few temples are typically lifeless stone mausoleums or dry, dusty
crypts. Animals and plants never live long in these dreary, bleak houses of
endless drudgery. Sentients who toil daily in Jergal’s dusty temples quickly
age and grow weak, yet never die before their appointed time, dooming
them to a life of venerability. Rare visitors to such shrines find long rows of
scribes dutifully recording the affairs and fates of the short-lived mortals in
the surrounding lands.

The clergy of Jergal are known as the Scriveners of Doom. Within their
ranks, the high priest of each temple is known as First Scrivener of Doom, but
otherwise the faith eschews titles or ranks. The faith has always been evenly
split between clerics, monks, and specialty priests, known as doomscribes.

Dogma: Each being has an eternal resting place that is chosen for him
or her at the moment of creation. Life is a process of seeking that place and
eternal rest. Existence is but a brief aberration in an eternity of death.
Power, success, and joy are as transitory as weakness, failure, and misery.
Only death is absolute, and then only at its appointed hour. Seek to bring
order to the chaos of life, for in death there is finality and a fixedness of
state. Be ready for death for it is at hand and uncompromising. Life should
be prolonged only when it serves the greater cause of the death of the
world. Undeath is not an éscape or a reward; it is simply a duty of a chosen
few who serve the Lord of the End of Everything.

Day-to-Day Activities: Mummified Scriveners of Doom are chosen
priests who continue to serve their lord by delaying their eternal rest to
bring order and regulation to the disposition of the dead. Buried in long-
forgotten crypts, they do nothing but scribe the fate of all things living on
cracked parchments. Some are served by zombies and skeletons, but never
by sentient undead. For eons Jergal has whispered to his mummified clergy
an unending litany of names and fates that they then dutifully record on
scrolls until Jergal grants them eternal rest. It is said that when the world fi-
nally grinds to a halt and passes away, the last mummified Scrivener of
Doom will lay down its pen and crumble to dust. Such undead priests some-
times attack and sometimes ignore interlopers who invade their dusty
tombs, depending upon whether or not such beings have reached their ap-
pointed hour of death. They always attempt to drive off and if necessary de-
stroy any being who disturbs their sacred tasks, since order in death is as im-
portant as death itself in the teachings of the faith.

The small cult of living Scriveners of Doom spend their days maintaining
and extending vast archives of scrolls listing how sentients under their
purview passed away and their destination in the afterlife. Despite their near
hopeless task, they toil on undaunted, knowing they have eons to complete
their appointed task. In Thay, where the tiny cult of Jergal is relatively promi-
nent compared to elsewhere in the Realms, most members of Jergal’s clergy
are employed by individual Zulkirs or Red Wizards to oversee their slave
records. In addition to fulfilling a necessary task for society, this gives the
scribes crucial access to records detailing large numbers of sentient beings.

Holy Days/Important Ceremonies: Jergal’s faithful have little pa-
tience or need for holy days or religious ceremonies, viewing them as un-
necessary distractions. The one small ritual Jergal’s priests are required to
perform is called the Sealing. After recording each and every creature’s
demise, form of death, and destination in the aftetlife, Scriveners of Doom
are required to sprinkle a light dusting of ash and powdered bone over their
inscribed words to blot the ink and mark another small step toward the
world’s end.

On the last night of the year, the 30th of Nightal, Jergal’s clergy cease
their endless toil for a full night. On this holy night, known as the Night of
Another Year, the priests read every name whose death they have recorded
from the scrolls they have carefully inscribed over the past year. With a cry
of “One Year Closer!”, all the scrolls are then burned, and work begins anew.

Major Centers of Worship: Jergal’s cult has undergone a small renais-
sance in Thay where death is a daily fact of life. The Crypt of Imminent
Death in Bezantur, Thay, is a small onion-domed structure of gold-veined
black marble. Dyhna Zhyborrin, the temple’s mistress, oversees the temple’s
small staff, leads worship services in the city, and maintains close ties with
the clergy and worshipers of Kelemvor. Cultists of the Forgotten One jour-
ney throughout Thay recording deaths for the annals of the Crypt library.

Godswalk Keep in the Barony of Great Oak in the Border Kingdoms re-
gion has become a sacred site for a the church of Kelemvor as well as the
scattered cultists of Jergal. The Meeting of the Three (also known as the
Howling) happens at certain times during the year when Garagos the War
God, the Dancing Lady (Sharess), and the Forgotten One (Jergal) all wan-
der through the ancient castle. Jergal seems to wander the ruins aimlessly,
ignoring Garagos’s attacks and the Dancing Lady’s alluring smile.

Affiliated Orders: The Jergali church has grown exceedingly small,
and it no longer sees a need for a fighting branch of the faith or other affili-
ated orders. All creatures shall die at their appointed time whether or not
the clergy of Jergal assists in that process or not, so the Scriveners of Doom
spend their days toiling at the more important task of recording the fates of
the dead rather then actively delivering death themselves.

Records of the Jergali church speak of two now-extinct affiliated groups:
the Companions of the Pallid Mask and the Hand of Jergal. The Compan-
ions of the Pallid Mask were a group of Jergali priests who specialized in
combating or commanding the undead. They eliminated undead creatures
whose existence was not sanctioned by the church or who had proven to be
troublesome. They also supervised nonsentient undead work crews that the
church sometimes ran for profit long ago. The Hand of Jergal was an elite
group of fanatic priests who led others under their command to avenge
slights upon the church of Jergal at the direction of a high priest. They
acted against those of other faiths who raised or resurrected someone with-
out paying due tribute to Jergal or who violated or looted a tomb under the
protection of the church.

Priestly Vestments: Jergal’s clergy shave their heads smooth and garb
themselves in unadorned gray robes and long, white gloves. At all times
they carry a satchel of scrolls, inks, and quills. They also carry a desiccated
human skull with the openings plugged that they use to contain the simple
mixture of ash and powdered bones employed in Sealing rituals. This skull
also serves as their holy symbol.

Adventuring Garb: Jergal’s priests only very rarely adventure, and
then only at Jergal's bequest. Adventuring Scriveners of Doom seek out
those who attempt to prolong their lives beyond their appointed time
through magic and then terminate their existence. Jergal’s priests may wear
any armor that they wish to protect themselves—it is irrelevant to the Lord
of the End of Everything since every living being will die at its appointed
time, regardless of what protections it takes to the contrary. Jergal’s priests
are trained in bludgeoning weapons so that they can powder the bones of
their opponents for use in future Sealing rituals.

Spmvi;ﬂ Ly Priests (Doomscribes)

REQUIREMENTS: Wisdom 9, Intelligence 11

PriMEe Req.: Wisdom, Intelligence

ALIGNMENT: LN, LE

WEAPONS: Any bludgeoning (wholly Type B) weapons
ARMOR: Any

All, animal, divination, law, necromantic, sum-
moning, thought, time, sun

Combat, elemental, healing (reversed only),
war

Same as clerics

Reading/writing (Common)

Reading/writing (Thorass)

MAJOR SPHERES:
MINOR SPHERES:

Magical ITems:
Req. Prors:
Bonus Prors:

® The number of doomscribes in existence is very small, and doomscribes
never adventure except at Jergal’s behest. Essentially, they are a non-
player character class.
Only humans can be doomscribes.
When doomscribes successfully turn or command undead, they can
double the number of creatures they affect up to three times a day.

® Doomscribes know a great deal about undead creatures and the ultimate
destinations of the spirits of living cteatures after they die. This knowl-
edge is separated into two fields: necrology and netherworld knowledge.
(These fields of knowledge are identical to the necrology and nether-
world knowledge nonweapon proficiencies from the Complete Book of
Necromancers.)

Necrology: Doomscribes are well versed in necrology, the lore of
undead creatures. When checking their necrology knowledge, doom-
scribes make an ability check against their Wisdom score. Their
knowledge may be used to help determine the probable lairs, dining
habits, and history of such creatures (no ability check needed). Whenever




a doomscribe confronts an undead creature, she or he may be able to
specifically identify the creature (discerning between a ghast and a com-
mon ghoul, for instance) with a successful ability check. In addition, pro-
vided the doomscribe makes another successful ability check, she or he re-
calls the creature’s spetific weaknesses and natural defenses or immuni-
ties. At the DM’s discretion a failed ability check (in either of these cases)
reveals misleading or even completely erroneous information which may
actually strengthen or otherwise benefit the undead creature.

Netherworld Knowledge: Doomscribes learn about the cosmology and
organization of the Outer Planes and how this specifically relates to the
Realms, focusing primarily on the ultimate destination of spirits after
death. In addition, doomscribes learn about the dangerous behavior of
the creatures that inhabit the nether regions, including such fiends as
tanar’ri and baatezu. When checking their netherworld knowledge,
doomscribes make an ability check against their Wisdom score minus
three. With a successful ability check, netherworld knowledge can reveal
the specific weaknesses and natural immunities of beings from the Outer
Planes. Netherworld knowledge can also be used to classify the exact
type of extraplanar creature encountered with a successful ability check.

o Some doomscribes retain their abilities into undeath as mummies and
greater mummies. Living doomscribes have no choice in the matter; Jer-
gal decides, in some fashion inscrutable to mortals, at the moment of
death whether a doomscribe’s services will continue to be needed on the
Prime Material Plane and she or he will then become a mummy in Jer-
gal's service. '

o All spells cast by doomscribes from the spheres of law and time are cast
at double strength in all aspects.

o Doomscribes gain a saving throw vs. petrification against any form of
energy-draining attack that could drain them of experience levels or hit
points.

¢ Doomscribes can feign death (as the 2nd-level wizard spell) or cast a ray
of enfeeblement (as the 2nd-level wizard spell) once a day.

e At 3rd level, doomscribes are able to cast mummy touch or skull watch (as
the 3rd-level wizard spells from Pages From the Mages) once per day.

o At 5th level, doomscribes are able to cast undead ward (as the 5th-level
priest spell) once a day. The ward they create turns undead creatures at
the level of the doomscribe using this ability, rather than two levels
lower.

® At 5th level, doomscribes become immune to one level of energy-
draining damage per day. Thus, if they are struck by a creature that
causes them to lose two levels of experience and they fail their saving
throw vs. petrification, they lose only one level of experience. They
gain another level of immunity at 10th level, and yet another (for a
total of three) at 15th level.

¢ At 7th level, doomscribes are able to cast enervation by touch (as the
4th-level wizard spell) thrice per day.

e At 10th level, doomscribes are able to animate dead (as the 5th-level wiz-
ard spell) once a day. Since Kelemvor became the Lord of the Dead, the
creation of additional undead by Jergal’s clergy is discouraged. Nonethe-
less, creating nonintelligent undead is vastly preferable to the creation of
sentient undead, and some priests continue to employ this ability.

o At 13th level, doomscribes can cast age creature (as the 6th-level priest
spell) twice a day. This ability is not doubled in effect.

o At 20th level, doomscribes are able to energy drain (as the 9th-level wiz-
ard spell of the same name) by touch once per day.

Jersali Spells
Ist Level
Detect Living (Pr 1; Divination, Necromancy)

Sphere: Divination, Necromantic

Range: 0

Components: V, S

Duration: 1 round/level

Casting Time: 4

Area of Effect: 60-foot-radius sphere, centered on caster

Saving Throw: None

This spell discovers emanations of life, making all living things within the
area of effect glow with an easily discernible aura visible only to the caster. In-
telligence is the main quality upon which the spell focuses, because more in-
telligent creatures glow more brightly. The spell does not allow direct mental
contact and does not detect magically or psionically-shielded creatures or the

wills of “not present” scryers such as wizards using wizard eyes or crystal balls.
Beings hidden in extradimensional space are considered “not present.” This
spell can detect life that is invisible, concealed, disguised (even trapped
within solid objects or magical forms), astral, or ethereal, but does not reveal
the state of the life. This spell gives no hint of the nature, thoughts, or incli-
nation (in other words, hostile or friendly) of the life detected.

This spell was developed by Scriveners of Doom who understood that
mortals often flee from eternal rest, too blinded by fear and ignorance to re-
alize that a priest is trying to help them. The spell also serves as a defense
against living adversaries who might try to ambush the spellcaster.

3rd Level

Determine Final Rest (Pr 3; Divination)
Sphere: Divination

Range: 10 yards
Components: V, S

Duration: 1 turn

Casting Time: 6

Area of Effect: 1 creature or 1 corpse

Saving Throw: Neg.

This spell is similar to know alignment in that it enables the priest to read the
aura of a living or deceased creature. However, this particular strain of magic
is used to quickly determine the Outer Plane and the particular level within
that plane (if it possesses more than one) to which the examined individual
correctly should be consigned to after death (as determined by a being's reli-
gion, nature, and alignment, though the DM notes these are they are not re-
vealed to the spellcaster). If a being has been sent to an incorrect final rest or
redirected unwillingly en route, this spell notes that fact, but not the desti-
nation to which the being has been sent. Note that those spells and objects
that would prevent a know alignment spell from functioning also inhibit a de-
termine final rest spell. Corpses do not normally receive a saving throw vs.
this spell unless they are actually undead creatures.

4th Level
Seek Eternal Rest (Pr 4; Alteration)

Sphere: Necromantic, Time

Range: 0

Components: V,S,M

Duration: 5 rounds or until the caster attempts to turn undead
Casting Time: 7

Area of Effect: The caster

Saving Throw: None

By means of this spell, the priest can augment his or her next attempt to
turn undead. While empowered by the effects of this spell, priests who suc-
cessfully turn undead on their next attempt to do so irrevocably dispel the
undead creatures they turn. For example, if a 8th-level cleric attempted to
turn a ghost and rolled an 19 after casting seek eternal rest, the ghost would
be immediately destroyed.

Priests who are empowered by the effects of this spell and would auto-
matically dispel the type of undead they are turning affect twice the normal
number of undead. For example, if an 8th-level cleric attempted to turn a
host of skeletons, she would automatically dispel 4d6+4d4 skeletons.

If the priest does not attempt to turn undead within five rounds of cast-
ing seek eternal rest, the spell ends with no effect and is lost.

The material component for this spell is the priest’s holy symbol.

5th Level
Jergal’s Mind Probe (Pr 5; Divination, Necromancy)

Sphere: Divination, Necromantic
Range: Touch

Components: V,S, M

Duration: Special

Casting Time: 8

Area of Effect: 1 creature

Saving Throw: Neg.

This spell combines the effect of a the 3rd-level wizard spell paralyze with
the 2nd-level wizard spell ESP. Upon casting this spell, the priest gains the
ability to attack a single sentient being with the effects of this spell. The
priest must roll a successful attack roll in order to strike an opponent and
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deliver the spell effects. The priest can delay the attack indefinitely while
trying to successfully complete an attack, but if he attempts to cast any
other spell before successfully employing this spell, the previously cast but
unused mind probe is immediately lost, Any sentient being touched by the
spellcaster (other than himself or herself) following the casting of this
spell is considered the target of this spell, even if the priest did not intend
to attack that being.

When the priest touches a sentient being, the target must make a suc-
cessful saving throw vs: spell to avoid the spell’s effects. If the saving
throw is successful, the spell ends immediately with no effect. If the sav-
ing throw is failed, the target is paralyzed for 2d4 rounds. Creatures that
are immune to paralysis; as well as undead and unliving creatures such as
golems, cannot be affected by this spell. Nonintelligent creatures are sim-
ilarly immune.

While a being is paralyzed by the effects of this spell, the priest can
probe every corner of its mind. This aspect of the spell is blocked by
magical or psionic defenses to ESP, mind-reading magic, or similar pro-
tections. The only type of information the priest can determine is the
professed faith of the victim of this spell, how true the victim has been to
its professed faith, how well the victim has used its natural strengths over
the course of its life, how well the victim has dealt with its weaknesses
over the course of its life, the failures of which the victim is most
ashamed, and the accomplishments of which the victim is most proud.
One such nugget of information, in order, is learned per round that the
paralysis is in effect. :

The spell is ended immediately if the priest casts another spell, as stated
previously, or ceases to concentrate on probing the mind of the spell’s tar-
get. The casting of this spell is such a violation of a being’s sense of self that
most victims targeted by this spell build up a strong hatred for the casting
priest during the spell’s effects.

The material component of this spell is the priest’s holy symbol.

7th Level

Gate of Doom (Pr 7; Conjuration/Summoning)
Sphere: Summoning

Range: 10 yards

Components: Vv, S, M

Duration: 1 round/level

Casting Time: 1 round

Area of Effect: 10 square feet per level
Saving Throw: None

This spell creates a wall of energy from the Negative Energy Plane that is
actually a portal to that fell place. A gate of doom appears as a shimmering
curtain of lightless black. Any mortal creature who touches a gate of doom
suffers 2d6 points of damage and permanently loses one level of experience
or Hit Dice per round of contact. Those foolish enough to pass through this
curtain are instantly transported to the Negative Energy Plane, almost cer-
tainly causing their deaths, as no portal is created by this spell on that side
by which to return.

The spellcaster may cast this spell in any loosely rectangular configura-
tion that does not exceed the area of effect. Once cast, the location of the
gate of doom is fixed and cannot be moved by the priest or anyone else until
the effect fades. This spell cannot be cast on any living creature. Attempt-
ing to do so causes the gate of doom to appear nearby in a random location.

The spell negative plane protection provides complete immunity to this
spell while it is in effect, including preventing an individual from passing
into the Negative Energy Plane. All undead creatures except mummies (or
any other type of undead tied to the Positive Energy Plane) may ignore this
spell’s effects as well. )

Level-draining undead, energy drain spells, and enervation spells and sim-
ilar effects and abilities cast or used within 100 yards of a gate of doom al-
ways operate at twice their maximum effect.

The material components of this spell are a small stick of black char-
coal, a solid black gemstone of at least 50 gp value, and the priest’s holy
symbol.

Karsus (Dead)
(The Momentary God, The Archwizard)
Demipower of the Prime Material Plane, N

PortroLio: Folly of overweening arrogance and ambition,
. unending hubris

Alviases: None

Domain Name: Formerly: Toril/Faer(n; currently mired in the
Dire Wood and tenuously adrift in the Astral
Plane

SUPERIOR: None

ALLigs: None

Foes: Mystra ,

SymBoL: None ;

Wor. ALIGN.: LN, N, CN, LE, NE, CE

Karsus (KAHR-sus), the Momentary God, was a mortal who achieved di-
vinity for but a brief instant before being destroyed by the folly of his own
overweening arrogance and ambition. However, unlike most dead powers
who are transported to the Astral Plane, the Archwizard exists as only a
sort of divine, unmoving, unresponsive phantom on the Astral Plane and
persists in a form of unlife within the heart of the Dire Wood. In a sense, he
is bound to the moment of time at which he was destroyed by the twisted
magic of the Dire Wood. )

As a mortal, Karsus was a mentalist (one of three wizard classes found in
Netheril) who created Karsus’s avatar, a 12th-level spell that forever
changed the way magic functions. This fantastic spell, the only 12th-level
spell ever created, was designed to temporarily steal the powers of a deity,
allowing the spellcaster to briefly become divine. When Karsus cast his in-
cantation, he foolishly chose Mystryl, the goddess of magic, as his target.
Knowledge has always outweighed wisdom in the minds of the ambitious,
and Karsus was no exception. .

After casting his spell, the body of the Archwizard swelled with the sud-
den influx of godly power, and his mind filled with unimaginable knowl-
edge. Karsus instantly realized the horrible mistake he had made, but he
knew there was nothing he could do to stop the inevitable. The Archwizard
had stolen the mantle of divinity from the one power whose portfolio re-
quired her to constantly rework the Weave of magic—the Weave that
Netheril and its glut of magic constantly threatened to unravel. When
Mystryl lost her ability to maintain the Weave’s integrity, Karsus was ill-
equipped to serve in her stead. The Weave began to fluctuate wildly, and
the lands of Netheril and beyond were inundated with a flood of raw magic
which surged and ebbed with far greater power and destructive force than
had ever been seen before.

Mystryl sacrificed herself to save the Weave before the damage became
irreparable. This self-sacrifice temporarily held interaction with the Weave
in abeyance, causing all magic to cease functioning for a few minutes.
Without a steady infusion of magic, the floating cities of Netheril plum-
meted to the ground. Karsus was slain instantly when Mystryl sacrificed
herself, as her action broke his link to her magic.

Upon his death, Karsus’s power-engorged body immediately turned to
red-hued stone, and the Momentary God plummeted from the heights of
his floating city to the ground. As his body fell, Karsus replayed over and
over in his mind the image of Netheril’s cities plunging to the ground and
shattering, a vision granted to him by his brief tenure as a divine being.
Karsus's heart broke as he realized that his greed for the power of the deities
themselves had caused the destruction of his home, his family, his friends,
and his people. Even in his death, his heart still bleeds. Through the magic
of the Dire Wood, Karsus is bound in eternal torment to relive repeatedly
the moment he became aware of his folly.

Karsus's Avatar and Other Manifestations
Karsus, having only existed as a god for*an instant, never created an avatar.
If he had, it would have likely exhibited some of the powers he held as a
mortal at the time of his destruction. He was a 41st-level mentalist wizard
with the following ability scores: STr 18, Dex 15, Con 19, InT 22, Wis 19,
CHa 23. (See the Netheril: Empire of Magic campaign expansion for infor-
mation on mentalists, who are one of the precursor classes to modern mages
and specialist wizards.)

Even in death, Karsus’s undying spirit persists amidst the chaotic magic
of the Dire Wood. The Archwizard’s essence is ensnared in a single point of
time by the magic of the lich Wulgreth, and it manifests in three separate
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pieces. Each manifestation contains one portion of Karsus's tripartite spirit.
It is believed that Karsus cannot depart from the Realms until his sundered
spirit is reforged into one.

Karsus’s mortal body survives as a tall butte of red stone embedded in
the ground in the eastern reaches of the High Forest and eroded by the
elements. This manifestation of his spirit radiates the sphere of heavy
magic responsible for the creation of the Dire Wood and represents the
ever-expanding magical chaos resulting from Karsus’s folly. During the
Time of Troubles, a powerful spellcaster, possibly Azuth, encircled the
black, petrified trees that marked the boundaries of the Enchanted Wood
with an outer ring of albino oak trees. As a result, the Dire Wood no
longer expands, but it does persist.

Karsus’s gigantic, ever-bleeding heart beats ponderously within the
butte itself. This manifestation is essentially powerless, but it cannot be
destroyed, even if its red stone prison were somehow sundered. Karsus's
heart continuously radiates an enchantment similar to the sadness effect
produced by the 4th-level wizard spell emotion. No saving throw to avoid
its effects is permitted and magic resistance provides no defense against
this effect. The radius of the emotion’s area of effect seems to fluctuate
wildly from the immediate environs of the red stone butte to the entire
Dire Wood.

Finally, an animate stone statue depicting Karsus in his original form re-
sides in the temple built atop the red stone butte. This manifestation bleeds
an ever-flowing stream of otherworldly bloodlike liquid from the gaping
hole in its chest above its heart. This flow eventually mingles with the
Heartblood River, giving it the color for which it is named within the con-
fines of the Dire Wood. The statue itself is a stone golem created by Wul-
greth to hold one part of Karsus’s essence. If destroyed, it always reforms
within 24 hours, emerging intact from the floor of the temple.

The Church

CLERGY: Lay followers of any class except priests, pal-
adins, or rangers

CLERGY’S ALIGN.: LN, N, CN, LE, NE, CE

All lay followers of Karsus receive ancient history (the Shadowed Age of
Netheril) as a bonus nonweapon proficiency if they are instructed by a well-
established cult familiar with the era.

The tale of Karsus's folly has long been lost to time, and the Momentary
God is all but unknown in the Realms today. The elves and half-elves of the
eastern High Forest view the Archwizard as the embodiment of human arro-
gance and recklessness and a monument to humankind’s foolishness. After the
destruction of Netheril, many Netherese fled their nation’s collapse to the
lands claimed by the elves of Eaerlann by following a series of “dream visions.”
At the base of the red stone butte formed where Karsus fell, they built the city
of Karse in —298 DR. The inhabitants of Karse created a cult to the fallen
Archwizard that persisted for slightly more than a decade. Followers of the
Momentary God clung to the mistaken belief that Karsus could somehow re-
store the people of Netheril to their former glory. With Wulgreth’s hidden as-
sistance, the cult was exposed as a sham lacking any divine patron. Karse was
destroyed in the ensuing fighting and abandoned. »

The misguided inhabitants of Karse built but a single temple to the Mo-
mentary God on top of the red stone butte that they believed imprisoned
his essence. The cult included many individuals of various classes in its
ranks, but most were minor magelings with little talent or ability. The cult
died out before a formal hierarchy of titles could be established. Members of
Karsus’s clergy were known informally as Heartbloods.

Dogma: The cult of Karsus in ancient Karse taught that the fall of civ-
ilization (in other words, Netheril) was a result of humankind’s folly and
pride being punished by the wrath of the gods. Karsus in his arrogance had
destroyed Netheril, but the very act which caused Netheril’s collapse trans-
formed the Archwizard into a being both human and divine. Karsus, they
believed, would be reborn to lead humankind into a new age of magic built
on the ashes of the old but tempered with experience.

Day-to-Day Activities: The cult of the Momentary God primarily
consumed itself with the administration of Karse, the mining of rich metal
deposits in the neighboring Star Mounts, and an unending series of unsuc-
cessful rituals designed to reawaken Karsus and usher in the promised re-
birth of Netheril.

Holy Days/Important Ceremonies: Karsus's followers performed an
endless series of rituals designed to reawaken their god. These ceremonies
were supposedly inspired by the “dream visions” of the cult leaders, similar
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to those that had led the Netherese to Karsus’s mortal form. Although the
ceremonies changed from month to month, most involved extreme displays
of various emotions and rolling chants synchronized with the endless beat-
ing of Karsus’s heart.

Major Centers of Worship: The Shrine of the Undying Heart, located
atop the red stone butte formed from Karsus’s mortal form, is constructed
from pink marble that has been stained a deep crimson hue. The temple
consists of a circle of 36 pillars, each over 10 feet in diameter, with a total
radius of 100 feet. A hemispherical roof, apparently hewn from a single
stone, surmounts the circle of columns. In the center of the shrine stands a
lifelike statue of a human heart that appears to undulate in harmony with
the beat of Karsus’s true heart and is covered with a continuously switling
sheen of blood.

At one time a ring of outlying buildings surrounded the temple proper,
but they have long since vanished. No tunnels or chambers have been dug
into the butte. Altering Karsus’s earthly form was seen by the cult as an act
of heresy deserving of immediate execution. A stone golem carved to te-
semble Karsus that contains one part of his essence aimlessly wanders
within the temple’s confines. It immediately attacks any intruders, a legacy
of Wulgreth’s corrupting influence.

Affiliated Orders: Wizards in the cult of Karsus formed the Order of
Thaumaturgists. Many researched new spells in the wake of Mystryl's
demise and the subsequent transformation of the nature of magic. Some of
their long-lost spell tomes may still survive in shattered towers scattered
about the confines of the Dire Wood.

Priestly Vestments: All Heartbloods were expected to garb them-
selves in blood-red robes with gold and silver filigree.

Adventuring Garb: The cult of Karsus forbade the use of any form of
armor. Only staves, daggers, and darts were permitted to the clergy.

Karsite Spells
12th Level

Karsus’s Avatar
(Wiz 12; Invocation/Evocation, Enchantment/Charm,

Alteration)

Field: Mentalism

Range: Unknown, probably 0
Components: Unknown, probably V, M
Duration: Unknown, limited
Casting Time: Unknown

Area of Effect: The caster

Saving Throw: Unknown

The only 12th-level spell ever created, this incantation enabled Karsus to
steal the power of a deity. All notes and information developed by Karsus
regarding the casting of this spell were destroyed by Mystra, successor of
Mystryl. Even if they were recovered, this spell could never again be cast,
since Mystra has since changed the way magic works, making 11th and
12th level incantations impossible.

This spell required countless unique and currently impossible-to-
acquire material components. For example, Karsus had to dip a gold dragon’s
gizzard in a brew of tarrasque blood and bile from a 12-headed hydra just to
enchant one of the many material components required to cast the spell.

Lurve

{1he Unicorn. the Unicorn Queen,

rhe Queen of Falking Beasts and Intellisent: Monsters)
Demipower of the Prime Material Plane, CG

PorTtroLio: Talking beasts and intelligent nonhumanoid
creatures

AlLiases: Silverymoon, Lurae, Yathaghera the Winged
Quieen

DomMaIiN NaME: Toril/Faertin

SUPERIOR: Mielikki

ALLIES: Chauntea, Gwaeron Windstrom, Mielikki,
Nobanion, Shiallia, Seline, Silvanus

Fogs: Malar

SymBoOL: Unicorn head against the background of a silver
crescent moon or a white unicorn rampant
against a silver crescent moon

WoR. ALIGN.: LG, NG, CG, LN, N,CN




Lurue (Luh-RUE) the Unicorn, also known as
“Silverymoon,” is the goddess of talking beasts and
good intelligent monsters. She is venerated by many
sentient beasts who have inherited or magically ac-
J quired the ability to speak human and demihuman
languages. While some entire species, such as uni-
corns, pegasi, and talking owls, venerate her as
Queen, many of her worshipers are outcasts from
their own kind due to their unique abilities.

Worship of the Lion and the Unicorn, as Nobanion and Lurue are often
called, is frequently lumped into the catch-all category of “beast cult.”
These two deities, however, differ from the tribal totem great spirits of the
Uthgardt and the Ice Hunters of the North, as those spirits are not divini-
ties in their own right, serving rather as conduits for the actions of Uthgar
or Ulutiu, respectively. Lurue is a deity in her own right, and always has
been to the knowledge of her faithful. However, her primary group of wor-
shipers is not human, or even humanoid, and most of them do not maintain
written histories or even many oral traditions. Their religion is a personal
and direct faith, and until Lurue began attracting human worshipers, her
nature and the ways of her religion went unattended, unrecorded, and es-
sentially unnoticed.

Lurue is said to be the daughter of Selfine, Lady of Silver and goddess of
the moon. Some say she is also related to one of the Earthmother’s chil-
dren, Kamerynn the Unicorn, of the Moonshae Isles. Travelers from other
crystal spheres have attempted to link her to Eachthighern, a male deity of
unicorns and pegasi who is not worshiped on Toril, but she reacts only with
puzzlement to mention of his name and claims no relation to him. Lurue is
revered by the elves as Yathaghera, the Winged Queen, the nominal ruler
of the pegasi and unicorns of Evermeet. Lurue serves as Mielikki’s ally,
friend, and steed when the Lady of Forests needs her services. Lurue and
Nobanion have a long-standing alliance and deep friendship that has stood
for many centuries. Lurue detests the dark deity Malar, and battles with his
avatar or his servants at any opportunity. Some indications seem to show
she is preparing a realm on Karasuthra in the Beastlands in the Outer
Planes to be relatively close to Nobanion.

The Queen of Talking Beasts and Intelligent Creatures is often taken
with wanderlust. She can be whimsical but is infinitely loyal once she takes
someone into her trust, and she never abandons her worshipers in times of
need. When faced with no other option but combat, Lurue is a dedicated
and intractable foe, but she prefers light banter, clever riddles, new discov-
eries, and the joyous exploration of life.

Lurue’s greatest sorrow is the existence of the black unicorns created by
the Red Wizards of Thay. These malevolent creatures are the offspring of
true unicorns tainted with the blood of fiends. Lurue blames Malar for se-
cretly assisting the Red Wizards in their magical research, and she seeks a
method of redeeming their corrupted souls.

Lurues Avatar (Mage 23, Cleric 19, Ranger 17, Bard 16)

Lurue appears as a gigantic, beautiful unicorn bathed in a silvery nimbus. (On
Evermeet, as Yathaghera, she appears in this same form with gorgeous silver-
and-opalescent pegasi wings.) Her horn, known as the Argent Alicorn, is
made of the purest silver tempered harder than the strongest adamantine.
The Unicorn favors spells from the spheres of animal, divination, charm,
healing, plant, and sun and the schools of abjuration, alteration, divination,
enchantment/charm, and illusion/phantasm, although she can cast spells
from any sphere or school except for harmful necromantic spells.

AC -3; MV 25, F1 72; HP 175, THACO 4; #AT 6

Dmg 2d6x2/2d6x2/2d12+5%2 (hooffhoof/alicorn +5)

MR 80%; SZ L (10 feet tall at the shoulder) to H (15 feet tall at the
shoulder

Str 18, DEx 23, Con 19, INT 24, Wis 19, CHa 22

Spells P: 12/11/10/9/6/4/2, W: 5/5/5/5/5/5/5/5/3

Saves PPDM 2, RSW 3, PP 4, BW 4, Sp 4

Special Att/Def: Lurue is incredibly quick and nimble in battle. She
can trample with her forehooves (up to two targets, one per hoof) or kick
with her rear hooves (both hoof attacks at one target) twice each per
round. She can also thrust with her horn, which is treated as an alicom +5,
twice per round. The Unicorn Queen can charge into battle, using her
horn as lance and strike for triple damage (6d12) once in a round, but she
cannot use her hooves in the same round.

The touch of Lurue’s horn to a mortal being acts as a heal spell, a regener-
ate spell, a neutralize poison spell, and a silver tongue and starry eyes spell if she
so wishes. One side effect of this touch is that it bathes the recipient in a sil-
ver faerie fire radiance for 40 rounds and leaves a permanent silver tattoo of
Lurue’s symbol over the recipient’s brow. The touch of Lurue’s horn to any
body of water is equivalent to that of a triple-strength sweet water potion.

Lurue can teleport without error at will. She can sprout or retract a pair of
translucent, silvery wings at will, flying when they are displayed at 72 (A).
Once per tenday she can speak a holy word, create a forbiddance, and banish
an evil extraplanar being. Any female of pure heart and good alignment
that Lurue allows astride her back (an extraordinarily rate and treasured
gift) immediately gains two points of Charisma permanently.

‘It is said that if Lurue ever loses her horn, spring will never return to
Faer(in, and the continent will perish beneath the icy claws of an endless
winter.

Lurue is immune to all spells or spell-like effects from the school of en-
chantment/charm or the sphere of charm, to paralyzation, all poisons, and
to all hold magics. She can only be harmed by spells and by +3 or better
magical weapons.

Other Manifestations

Lurue often manifests at night as a silvery nimbus around Seliine visible to
a few lucky individuals. Such individuals are said to receive Lurue’s bless-
ing, a +1 bonus on all saving throws until the following dawn.

The Unicorn Queen sometimes appears on the horizon as a ghostly sil-
ver unicorn leading the Silver Herd—12 unicorn stallions of maximum hit
points—in a spirited run. If a devout worshiper of the Queen of Talking
Beasts and Intelligent Creatures is under attack, the herd bears down on
the attackers in a thunderous stampede led by their ghostly queen. This
ghostly charge is usually enough to scare off most antagonists, but if not
the unicorn stallions attack until their opponents are driven off. If any of
the unicorn stallions is slain, he immediately evaporates into morning
dew. If the entire Silver Herd is vanquished, Lurue’s avatar calls the other
nature deities to her aid, solidifies, and attacks without mercy.

Silverymoon is served by courage, hope, temperance, and wisdom
minor incarnates, unicorns, faerie dragons, firestars, ki-rin, pegasi, pseudo-
dragons, talking owls, giant lynxes, tressyms, and a wide variety of sen-
tient, talking beasts. She is said to love flowers, from romantic white and
red roses to simple daisies, and to have a persistent sweet tooth with a spe-
cial fondness for mint and for honey wine.

The Church

Clerics, specialty priests, crusaders, mystics
NG, CG, CN

C: Yes, SP: No, Cru: No, Mys: No

C: No, SP: No, Cru: No, Mys: No

CLERGY:
CLERGY’S ALIGN.:
Tur~n UNDEAD:
CMND. UNDEAD:

All clerics, specialty priests, crusaders, and mystics of Lurue receive reli-
gion (Faer@inian), land-based riding (horses), and land-based riding (uni-
corns) as bonus nonweapon proficiencies. All of Lurue’s priests must be fe-
male and may be human, half-elf, or elf.

Lurue is well-loved by the goodly races throughout the North and
wherever else she is known. Sightings of any unicorn are considered lucky,
and the appearance of the Unicorn Queen is a blessed event. Dour
guardians of order and discipline view her as flighty and mischievous, but
most sentient creatures admire her free spirit and unrestrained, rollicking
joy.

Lurue is worshiped in sylvan glades and moonlit glens wherever uni-
corns tread. She has no temples dedicated in her name, choosing instead
to be worshiped at sacred natural sites and holy groves. The banks of the
Unicorn Run, the river which winds through the southern reaches of the
High Forest, are representative of her holy sites. Unicorns are known to
cavort and gambol along the Unicorn Run’s banks, and they are an ex-
ample of woodland nature in its purest and most unspoiled incarnation.

Priestesses of Lurue have no formal hierarchy of titles. Junior clergy are
known as Sisters of the Moonlit Sky, and senior clergy are known as Sisters
of the Silver Moon. Those priestesses lucky enough to have ever ridden a
unicorn are forever after known as Ladycorns. The clergy comprises cler-
ics, crusaders, mystics, and specialty priests, known as silvermaids. The
breakdown of classes within the clergy is approximately 40%, 10%, 5%,
and 45%, with little differentiation between the types in the respect they
accord each other or their responsibilities.
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Lurue has many beasts in her clergy as well. Most unicorns could be
considered lay priests of Silverymoon, as might quite a few pegasi. Lurue
grants any unicorn who worships her the power to cast one beneficial
priestly spell of any sphere or level per day.

Dogma: The Unicorn is-a symbol of hope, joy, salvation, and protec-
tion for the needy, forlorn, and forsaken. Life is to be relished and lived
with laughter. Quests are to be taken on a dare and gifts are to be made
on a whim. Impossible dreams are to be pursued for the sheer wonder of
the possibility of their completion. Everyone, no matter how unique, is
to be praised for their strengths and comforted in their weaknesses. Evil
melts quickest in the face of a rapier wit and unshackled joy. Search for
the unicorn and in the pursuit find happiness.

Day-to-Day Activities: Priestesses of Lurue spend their days provid-
ing aid and comfort to the needy, lending support to dreamers so that they
can achieve their aspirations, and rescuing all who need aid from what-
ever assails them. Few stick to a single duty for any length of time, though
they are very good about seeing a single particular task through to the
end, and most are periodically struck with wanderlust. Many of Lurue’s
clergy are adventurers who travel about the Realms seeking wrongs to
right and finding a good balance of merriment, new experiences, and self-
improvement in such a profession.

Holy Days/Important Ceremonies: Lurue’s twin holy days are
Midsummer's eve and the Feast of the Moon. The former holiday is
celebrated in a night-long festival of revelry, wild antics, and much
hullabaloo. Such events are marked by wild rides through the country-
side and sky, numerous theatrical skits, humorous oratories, mock
duels, grand songs in which everyone joins in, and romantic declara-
tions. Many unicorns take a mate for life on this night.

The Feast of the Moon is a quiet ceremony marking the onset of
winter and serving as a time for remembering those who have passed
away and now “dance with the unicorns.” Many great works of art and
epic song are unveiled during the Feast of the Moon to quiet applause,
particularly in the city of Silverymoon, which celebrates its founding
on this day.

Major Centers of Worship: Lurue’s worship is scattered throughout
the North, but her namesake, the city of Silverymoon, serves as the spir-
itual heart of her faith. The city is built along the banks of the River
Rauvin at a site sacred to both Lurue and Mielikki. According to legend,
these shallows were the site where Mielikki first encountered Lurue ages
ago. The Unicorn Queen appeared on a shaft of moonlight, the newly
foaled child of Seliine, while the Lady of Forests was quenching her
thirst. Mielikki befriended the unicorn filly and taught her to run
through the forests of the North chasing the moon, but the site remained
holy to Lurue. Thereafter Lurue was seen on occasion in the vicinity of
the Silver Ford as a glowing unicorn whose appearance was considered
lucky.

The pair of goddesses returned centuries later disguised as a female
ranger and her steed. They fell in love with the Moonsilver Inn and
Silverymoon Town, which had been built on the site, since the inhab-
itants chose not to plunder the forests and destroy, but rather build in
harmony with the land. The goddesses blessed the inn with their
power, promising safety to all who kept goodness in their hearts.

Today, Lurue has no specific shrine or glade within the city. Rather
every copse in the city is considered sacred to Lurue, and her avatar has
been spotted in nearly every coppice, at least according legend. Lurue’s
priestesses in Silverymoon commonly worship the Unicorn Queen in
Mielikki’s Glade or the Silverglen, sacred to Silvanus, but they may be
found throughout the city ministering to the less fortunate. Almost all of
the city's inhabitants venerate the Unicorn Queen as the sacred protector
of their city and all they hold dear about it.

Lurue occasionally appears in a sacred grove that can only found at
night, located in the hills northeast of Leilon. It is known as the Place of
the Unicorn. Wizards of the Sword Coast believe that it lies in another di-
mension, reached only by a moongate (a magical gate that operates only in
moonlight). The Place is sacred to the Unicorn Queen and consists of a
stand of trees whose leaves are brilliant blue, surrounding a bluegrass
meadow. Beings who rest therein are healed of all diseases, poisons, curses,
and insanity; unicorns (only) are healed of physical damage. Beings who
have no faith or are wavering in their beliefs often see Lurue herself in the
trees, and their reaction may reshape their lives.

Affiliated Orders: The Knights of the Unicorn began as a roman-
tic, whimsical group of high-born adventurers from Baldur’s Gate who
roamed across the Sword Coast North seeking excitement and adven-
ture wherever they wandered. Relatively early in their career, the
Knights explored the legendary elven castle of El'lahana Raikeil at the
heart of the Moonwood. During their explorations, the band con-
fronted and overcame a series of puzzles with aplomb seasoned with a
dash of whimsy. As they overcame each riddle, the image of a silver
unicorn shadowing their progress slowly solidified. When they reached
their goal, the long lost Crown of Joy and Tears, the Knights each in
turn placed it on their brows and found themselves cavorting with
elves and unicorns along the banks of a silver stream. When all had
partaken of the crown’s delights, the band returned the crown to its
setting and took their leave of the elven castle in search of new adven-
tures.

As the company strode through the gates into the moonlight, the
leader of the knights, Javalar Roaringhorn; declared, “May none again
find the Crown of Joy and Tears unless they enter with the heart of a
child and the laugh of a dryad or wish to regain that which they have
lost.” Enchanted by the sense of whimsy and romance displayed by the
Knights, an avatar of Lurue appeared to the adventurers outside the
castle accompanied by the Silver Herd. The Unicorn Queen and her
noble retinue took the Knights for the most exhilarating ride of their
lives the length and breadth of the Moonwood that night. After their
encounter with Silverymoon, the Knights chose their now-legendary
name and pledged themselves in the service of Lurue. The Unicorn
Queen found favor with their laughter and has gifted them ever since
with an unending series of adventures to be had and wrongs to be
righted.

Shortly after the Time of Troubles, the Knights had the opportunity to
ferret out a group of bandits that operated along the Sword Coast. When
the time came for the final assault on the bandit stronghold, the Knights
gathered a small corps of mercenary infantry, including a number of rangers
and rogues. After the successful raid, the Knights kept much of the band to-
gether (perhaps 50 people), most of whom worshiped or at least revered
Lurue. The group operated as a mercenary company for a while doing good
deeds, but eventually began to fragment as wanderlust, the desire to pursue
individual goals, and the whimsical nature of the original Knights began to
reassert itself. During an expedition into Shilmista, Forest of Shadows, the
Knights caught sight of Lurue’s avatar once again and gave chase. The Uni-
corn Queen led them on a merry ride for one enchanted eve until she van-
ished by racing up a shaft of moonlight. The winded Knights solemnly
vowed to “chase the Unicorn until they could see the moonlight in her
eyes.

Immediately thereafter, the senior knights reorganized the group
into a loose collection of affiliated adventuring bands known as the
Order of the Unicorn. Reaffirming their dedication to Lurue, each
company of Knights wanders the Realms “chasing the Unicorn.” On
the way, they right any wrongs they discover and spread the tale of the
chase. Each company of Knights is led by one of the original members
or their henchmen, and Knights shift from company to company as
needed or desired. Companies of Knights have begun to extend the
range of the original group and have been seen as far afield as Tethyr,
Myth Drannor, and Starmantle. Senior members include Javalar Roar-
inghorn (CG hm F19), lallanara Moondust (CG hf P[Lurue]18), Plom-
dar the Bombastic {(CG hm Enc18), Balanta Whiteshield (CG hf F16),
Ventar Halfhuman (CG hem R15), Penegala Sashenstar (NG hf B14),
and Jolboss “Stoutguts” Twylar (CG hm F14, of impressive girth and
pompous manner).

Priestly Vestments: When priestesses dedicate themselves to
Lurue, their irises change color to a deep shade of blue or purple.
Priestesses of Lurue garb themselves in simple white robes of cotton,
linen, or silk woven with threads of pure silver, often in form of Lurue’s
symbol. Most wear their hair long and free, dyed silver or bleached
white. (Some say this is not artifice, but another manifestation of their
holy calling.)

Adventuring Garb: Lurue’s clergy garb themselves in relatively
light armor, typically gleaming silver chain mail (or elven chain mail,
for those so lucky) and a shield polished mirror-bright, and wield a
lance and a long sword when expecting combat. The Lady Knights of
the Silver Moon, as they are often called, rival Silverymoon’s fabled
defenders in martial skill and argent luster.
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Specialty Priests (Silvermaids)

REQUIREMENTS: Wisdom 13, Charisma 12

PriMe REQ.: Wisdom, Charisma

ALIGNMENT: CG

WEaPONS: Any

ARMOR: All armor types up to and including chain mail
and shield

MAJOR SPHERES: All, animal, charm, divination, healing,

guardian, sun, travelers

Combat, plant, protection, weather

Same as clerics

Lance (any type), long sword, animal lore;

singing or artistic ability (pick one)

Herbalism, land-based riding (horse), land-

based riding (unicorn), airborne riding (pegasi)

¢ Silvermaids must be female and may be humans, elves (gold [highl,
moon [gray], or wild [wood]), or half-elves of any of the allowed elven
types or half-drow.

e Silvermaids can speak with animals at will.

¢ Silvermaids are immune to all forms of poison and death spells, and they
can never be charmed or held by magic.

¢ Silvermaids are able to cast find familiar (as the 1st-level wizard spell) at
most once per year. If a familiar is acquired through the casting of this
spell, it will be able to converse in the priestess’s native language due to
some magical transformation or inherited trait.

o At 3rd level, silvermaids are able to cast cure blindness or deafness (as the
3rd-level priest spell) once per day.

o At 5th level, silvermaids are able to cast cure disease (as the 3rd-level
priest spell) once per day.

o At 7th level, silvermaids are able to cast dance of the unicorns (as the
4th-level priest spell) once per day.

® At 7th level, silvermaids are able to cast negative plane protection (as the
3rd-level priest spell) once per day.

o At 10th level, silvermaids are able to neutralize poison (as the 4th-level
priest spell) once time per day by touch. They are able to do so twice per
day at 13th level and three times per day at 15th level.

® At 10th level, a silvermaid of truly pure heart can summon a unicorn to
serve as her steed. The unicorn is an exceptionally loyal mount and
friend and serves the priestess for life as long as she never falls out of
Lurue’s favor. If the unicorn is ever killed for any reason or the priestess
ever willfully violates Lurue’s teachings, Lurue may or may not decide to
send the silvermaid another unicorn mount even after she repents or
makes amends.

o At 20th level, silvermaids are able to teleport without error (as the 7th-
level wizard spell) once per day.

MINOR SPHERES:
MagcicalL [TEMS:
ReqQ. ProFs:

Bonus Prors:

Luruean Spells

2nd Level

Alicorn Lance (Pr 2; Invocation/Evocation)
Sphere: Combat

Range: 40 yards

Components: V,§, M

Duration: Special

Casting Time: 5

Area of Effect: One creature

Saving Throw: %

This spell creates a silver-hued, partially ethereal lance shaped in the form of
an alicorn, the proper name for a unicorn horn. The alicorn lance hovers
above the brow of the spellcaster for a maximum of 1 round per level of the
spellcaster. By silent act of will, any time before the spell expires, the spell-
caster can choose a target and the alicorn lance instantaneously fires at it,
striking as a +1 magical lance (if the caster is less than 7th level) ora +2
magical lance (if the caster is of 7th or higher level) for the purpose of the
types of creatures it can damage and inflicting 3d6 points of piercing dam-
age. The alicorn lance never misses, but the target can partially avoid its ef-
fects (taking only half damage) by making a successful saving throw vs. spell.
After striking, an alicorn lance dissipates into nothingness, leaving only
a silvery faerie fire radiance outlining the target, with all the attendant
combat penalties of that spell, for 1d4 rounds.
The material components for this spell are the priestess’s holy symbol and a
lock of unicorn mane.

3rd Level

Favor of Yathaghera (Pr 3; Alteration)
Sphere: Animal

Range: Touch
Components: V, S, M

Duration: 1 hour/level
Casting Time: 6

Area of Effect: One equine

Saving Throw: None

The equine target of this spell (typically a horse, but sometimes a centaur,
unicorn, or pegasus) immediately sprouts a pair of wings similar to those
borne by pegasi if it does not already have wings. The newly winged
equine can fly with a movement rate of 48 and maneuverability class C
(D if mounted). Favor of Yathaghera makes the spellcaster (but only the
spellcaster) proficient in aerial riding for the duration of the spell and en-
ables the equine steed to maneuver and fly as if it were born with wings.
As part of the magic of the incantation, any saddle, bit, or bridle placed
on the target of this spell immediately slips off and falls to the ground; the
winged equine must be ridden bareback. While under the influence of
this spell, an equine can dive at an opponent from heights of 50 feet or
higher and use its hoof atracks; each such attack roll is at a +2 bonus and
does double damage.

If this spell is cast upon a pegasus or any other naturally winged
equine, its movement rate while flying is doubled and its maneuverability
class improves by one (to a maximum of A).

The material components for this spell are a feather from a pegasus
(freely granted) and the priestess’s holy symbol.

5th Level
Dance of the Unicorns (Pr 5; Alteration)

Sphere: Combat

Range: Touch
Components: V,S$,M

Duration: 6 rounds

Casting Time: 8

Area of Effect: One sentient being
Saving Throw: None

This spell is a priestly variant of the 7th-level wizard spell teleport without
error and the 3rd-level wizard spell blink. Once per round, by silent act of
will, the recipient can teleport without error with a range of 360 yards.
Spell recipients can carry with them a maximum weight of 250 pounds
plus 150 pounds for each level of experience of the casting priestess above
10th.

The teleportation effect can occur at the end of the round or at a ran-
dom time during the round. In the latter case, the spell operates identi-
cally to a blink spell, but the range and direction are chosen by the spell
recipient.

The material components for this spell are a small vial of clear fresh
water from a river or stream stirred by a unicorn with its horn, and the
priestess’s holy symbol.

6th Level
Silver Tongue and Starry Eyes (Pr 6; Alteration)

Sphere: Animal

Range: Touch

Components: V,S,M

Duration: Permanent

Casting Time: 1 round

Area of Effect: One creature of animal intelligence

Saving Throw: Neg.

This spell, whimsically named silver tongue and starry eyes, enables a
priestess of Lurue to add another potential worshiper to Lurue’s herd.
This spell is only effective on creatures of animal intelligence. If the
target fails its saving throw vs. spell {which cannot be voluntarily for-
gone), its intelligence is permanently boosted by 2d6 points and it is
permanently granted the capacity of speech intelligible to humans and
demihumans, typically acquiring the common tongue of humans imme-
diately through the magic of this spell (or possibly Elvish, if the caster is
an elf or half-elf).




There is a 1% chance per level of the spellcaster that the increase in
sentience and the acquired capacity for speech will breed true in succeed-
ing generations. This chance is doubled if both parents have been simi-
larly augmented.

The material components for thxs spell are the priestess’s holy symbol
and a small vial of water gathered from the River Rauvin at Silverymoon
Ford within the past fortnight.

Nobanion

(Lord Firemane, King of the Beasts,

King of Lions and Strong Beasts, the Lion King,
Lord of the Gulthmere Forest,

Guardian of the Vilhon Reach)

Demipower of the Beastlands, LG

PortroLio: Lions, good-aligned beasts, lammasu, wemics,
werelions, felines, noble beasts, royalty

ALIASES: None

DomaIN NAME: Krigala/Pridelands

SUPERIOR: None

ALLIES: Balador, Ferrix, Gwaeron Windstrom, Lurue,
Mielikki, Sharess, Shiallia, Silvanus, Tapann,
Torm, Tyr, Water Lion

Fogs: : Malar

SymBoL: A male lion's head or a golden lion rampant on
a green shield

Wor. ALIGN.: LG, NG, CG,; LN, N, CN

Nobanion (No-BAN-yun), the Lion God of Gulth-
mere, is viewed as the protector of that woods, the
wild natives within it, and the nearby Shining
Plains. He is typically portrayed as a great male lion
f or a majestic lammasu. He draws his power from the
wild animals of the Vilhon Reach and Dragon
Coast regions, particularly the great cats and the
wemics of the Shining Plains.

Worship of the Lion and the Unicorn, as
Nobanion and Lurue are often called, is frequently lumped into the
catch-all category of “beast cult.” These two deities, however, differ from
the tribal totem great spirits of the Uthgardt and the Ice Hunters of the
North which are the often cited as typical beast cult “deities,” as those
spirits are not divinities in their own right, serving rather as conduits for
the actions of Uthgar or Ulutiu, respectively. Nobanion is a deity in his
own right and always has been since he entered the Realms from another
crystal sphere. However, his primary worshipers are not human, but
rather animals, especially felines, strong beasts, and animals of regal bear-
ing, and most of them do not maintain written histories or even many
oral traditions. Their religion is a personal and direct faith, and until
Nobanion began attracting human and humanoid worshipers, such as
wemics, the ways of his religion went unrecorded and were little noticed.

Nobanion entered the Realms centuries ago through one of the many
magical pools in the Weathercote Wood, each of which acts as a gate to
another world on the Prime Material Plane. Lord Firemane stalked the
length and breadth of the Realms for over a century before settling amidst
the trees of the Gulthmere Forest with a pack of greater lammasu and
claiming that land as his pridelands.

During the Time of Troubles, in a titanic combat known as the Roar of
the Shadows, Nobanion and a handful of Emerald Enclave druid allies
drove Malar the Stalker north and west from the region. Nobanion has
since become something of a legend in the Vilhon Reach and Dragon
Coast regions. After driving off Malar, Nobanion emerged from the
Gulthmere Forest to roam the Shining Plains. Most of the Tenpaw Tribe
of wemics joined Nobanion’s Great Pride, as the Lion King’s followers are
collectively known, and Lord Firemane’s faith rapidly spread south and
west throughout the Shining Plains and beyond. (While the wemics re-
vere him as a great warrior god, Nobanion has yet to make a significant
impression on their neutral morals and ethics, though he is gradually
swaying them.)

In the aftermath of the Godswar, Nobanion opened a permanent por-
tal to the Beastlands in the heart of the Gulthmere Forest. The Lion King
and his pride now split their time between their territory in the Quter

Planes and the lands under his dominion in the Realms. He holds court
with representatives of all the beasts, great and small, in both realms, and
he serves as king over those who accept his benevolent sovereignty.

Nobanion and Sharess get along well because of their mutual feline
natures, but Nobanion finds himself frequenitly annoyed at Sharess’s in-
ability to focus on long-term plans and her constant innuendo-laden teas:
ing. He is on good terms with most of the animal lords of the Beastlands,
Water Lion, Balador (lord of werebears), Ferrix (lady of weretigresses),
Tapann (god of korreds), and most of the nature deities of Faeriin. He
hates Malar with a passion as the perversion of all that is noble and nat-
ural in beasts, and he would hunt Malar to extermination if he had the re-
sources to do it. Gwaeron Windstrom and he share this hatred, and they
sometimes coordinate their efforts against Malar,

Nobanion also gets along well with Torm and Tyr and sees himself as
trying emulate among beasts what they strive for among humans; how-
ever, both these powers are too busy with human affairs to have devel-
oped a relationship with Nobanion beyond cordial acquaintance. Noban-
ion and Lurue have a long-standing alliance and deep friendship that has
stood for many centuries, and their relationship is one that Nobanion
counts upon most when he needs to get an outside viewpoint on a prob-
lem or is troubled or depressed.

Nobanion radiates both power and gentleness. His roar is deafening,
and when he chooses to exert the full force of his charisma, his regal
majesty is overwhelming, yet the tiniest creature who approaches him in
good faith finds itself comfortable in his presence. He tries to lead his pride
to do what is noble and right, but does not force his faithful to pursue that
path. He deeply wants those under his rule to willingly choose good over
evil, action over inaction, and order over chaos. He does not command
from the rear and would never ask someone to do something he would not
be willing to do himself, including laying down his life for another.

Nobanion’s Avatar

(Paladin 23, Cleric 23, Ranger 19, Mage 10)

Nobanion appears as a great male lion of at least twice normal size. His coat
gleams with the radiance of the sun, and his mane is incredibly thick and
luxurious. Sometimes the Lion God's mane ignites in a nimbus of amber
and golden fire, the origin of his title “Lord Firemane.” At will he can
sprout the wings of a gigantic eagle. He favors spells from the spheres of an-
imal, combat, guardian, protection, and war, although he can cast spells
from any sphere. He can cast spells from the schools of elemental fire (his
favorite), abjuration, divination, invocation/evocation, and alteration.

AC -3; MV 15, F148 (B); HP 183, THACO -2; #AT 4
Dmg 2d6+2/2d6+2/8d4/2d12 (claw/claw/rear claws/bite)
MR 75%; SZ L (12 feet long) to H (17 feet long)

Str 23, Dex 18, Con 20, InT 19, Wis 23, CHa 22
Spells P: 13/12/12/12/11/8/3, W 4/4/3/2/2

Saves PPDM 2, RSW 5, PP 4, BW 4, Sp 6

Special Att/Def: Normally, Nobanion pounces upon his prey and can
attack every round with both forepaws and a rear claw rake as well as his
bite. If he chooses not to jump or fly, he has only three attacks per round
from his two forepaws and his bite. His jaws are so powerful that, once
clamped shut, they cannot be opened by any force in the mortal world. If he
wishes, he can bat with only his forepaws with his claws sheathed to do
blunt subdual damage rather than killing damage.

The sound of Nobanion’s roar is equivalent to a roar of the king spell with
five times the normal effects. (The cone of noise affects creatures in its con-
ical area of effect from his mouth up to 200 feet away with a 50-foot radius at
the end. Creatures within the area of effect are deafened for 10d6 rounds and
suffer 10d8 points of damage. No saving throw is allowed. It can be heard up
to five miles away. Through his divine nature, Nobanion is also able to se-
lectively avoid causing damage to his friends and allies with his roar. The vi-
brations from his roar can penetrate a silence, 15’ radius spell, but without the
deafening effect, to inflict half damage. In addition, Nobanion’s roar is
equivalent in effect to a horn of blasting within its entire area of effect.

If he chooses to ignite his mane, enemies (and only enemies) that come
within a 40-foot radius of him sustained 2d6 points of heat damage per
round, and those who hostilely touch or physically attack him sustain 3d8
points of additional fire and heat damage per round. Undead creatures of
less than divine or semidivine status who enter the 40-foot radius of effect
are instantly destroyed.
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If he chooses to sprout wings, Nobanion can fly (somewhat awkwardly
for a deity). He is able to heal at will by a lick of his rough tongue. He pro-
jects an aura of comfort in a 120-foot radius affecting only his friends and al-
lies. He can cast courage at will and cloak of bravery once per round by
touch. Any creature within 50 feet of the Lion God is immune to magical
fear. Finally, the Lion God can summon any felines within 5 miles to do his
bidding at will, provided they are not in the control of another deity.

It is said that if Nobanion ever dies the great cats of Faer(in will leave
the Realms until his return, and only the tears of Lurue can bring him back
to life.

Nobanion is immune to all spells or spell-like effects from the school of
necromancy or the necromantic sphere that he does not wish to be affected
by, to paralyzation, all poisons, and to all hold magics. He can only be
harmed by spells and by +3 or better magical weapons,

Other Manitestations

Nobanion often manifests as a lion’s roar that seems to emanate from every-
where and rumble across the landscape. If he so desires, he can create a roar
of the king effect emanating from any feline, no matter how small.

Nobanion sometimes appears to his worshipers as a great lion’s head
outlined in a mane of amber and scarlet flickering fire. In this form he can
also unleash the roar of the king effect discussed previously for his avatar.

Nobanion is served by good major incarnates and charity, courage,
faith, justice, temperance, and wisdom minor incarnates, androsphinxes,
dragonnes, lammasu, greater lammasu, and great cats of all sorts, including
leomarhs, lions, mountain lions, sea lions, thylacines, and tigers. He is said
to love fine poetry and song and to have a peculiar sentimental fondness for
pastries and sweetmeats, cinnamon, rice candies from far Kara-Tur, and
sweetened concoctions made from Maztican cocoa, cream, and butter, in
addition to liking a good cut of meat.

The Church

CLERGY: Clerics, specialty priests, crusaders, shamans
CLERGY’S ALIGN.: LG,NG,LN,N

Turn UNDEAD: C: Yes, SP: No, Cru: No, Sha: Yes, if good

Cwmnp. UNDEAD: C: No, SP: No, Cru: No, Sha: Yes, if neutral or

evil

All clerics, specialty priests, crusaders, and shamans of Nobanion receive
religion (Faer(inian) as a bonus nonweapon proficiency. In addition to be-
coming shamans, wemics in the service of Nobanion may become clerics,
crusaders, or specialty priests. Nobanion is not served by any witch doc-
tors.

Worship of Nobanion is scattered throughout the Vilhon Reach, Dragon
Coast, and Shining Plains regions, but Lord Firemane is venerated primarily
within the confines of the Gulthmere Forest, in the city of Nathlekh, and
among the wemics of the Shining Plains. In the Gulthmere Forest, Noban-
ion is the much-beloved monarch of the beasts and the wild natives within.
Those who serve another lord, such as the druids of the Emerald Enclave
and the inhabitants of Cedarsproke, are expected to live in harmony with
the Lion King’s laws nonetheless. On the Shining Plains, he is honored as
the titular ruler of the Tenpaw tribe. Across the Vilhon Reach region, he is
seen as the great protector and the guardian against Malar the Stalker.

Aside from his temple in the city of Nathlekh, Nobanion is worshiped
at simple shrines, not elaborate houses of worship. Shrines to the Lion God
of the Gulthmere are often difficult to locate, since they are carried by no-
mads or tribes of wemics who migrate with the seasons (which makes it all
the more difficult for Malar’s clergy to seek vengeance for their god's defeat
during the Time of Troubles). Such shrines are typically set up atop granite
outcroppings or beneath solitary trees on the savanna.

Clergy of the Lion God, known as the Pride of Nobanion, are not given
to elaborate titles. Specialty priests are known as firemanes and are com-
monly referred to as Lights of the Lion’s Mane. Clerics and crusaders are
known as Roaring Avengers, while shamans are addressed as Speakers of
the Paw and Roar. Lammasu and greater lammasu are considered part of the
clergy and are addressed as Elders and Reverend Elders, respectively.

Dogma: Hunt only when hungry and do not gorge without need. Waste
nothing and all shall have plenty. The cycle of life links all living things
into one being, and that being is life itself. The law of the jungle is that
only the strong survive, but they survive best by being leaders, not tyrants,
and by protecting the weak, not bullying them. All creatures have their
strengths in their assigned roles and should be encouraged to find their

niche. From cooperation between beings of differing strengths comes the
strength of teamwork and community, the strongest force of all. By demon-
strating compassion and tolerance and living within the land, all living
creatures may find harmony with nature and one another. By staying true to
oneself and one’s pride and conducting oneself with dignity and honor, the
respect of one’s peers may be earned.

Much of what is known of Nobanion’s teachings has been filtered
through the wemics and is colored by their racial tendencies into a
harsher dogma than is presented above: Their interpretation of Noban-
ion’s teachings is more along the lines of “Only the strong survive,” “Live
and let live unless provoked,” and “Protect the pride and all its members,
but if injury or illness bring one of them down, allow him or her a swift
and painless end to suffering.” Nobanion hopes that as more beings of
other species flock to his church, his message will be more clearly trans-
mitted.

Day-to-Day Activities: The Pride of Nobanion fill leadership roles
in many communities where the Lion God is revered. Many serve as
benevolent monarchs, judges, militia, constables, or as guardians against
evil. The vanguard of armies loyal to Nobanion is typically filled with
clerics and crusaders of the Lion King. Others teach their hunting or mar-
tial skills to the young, while passing along moral instruction and impor-
tant traditions both by word and deed.

Among the wemic tribes of the Shining Plains, Nobanion’s shamans are
typically powerful leaders, second only to the chieftain or king. They are re-
sponsible for choosing which creatures to hunt, blessing the kill, and con-
firming the passage of young members of the pride into adulthood.

Holy Days/Important Ceremonies: Two major religious obser-
vances are held each year for Nobanion, and they are always exactly three
and one half months apart. Their spacing is representative of the gesta-
tion period of the lion.

The Festival of the Pride normally takes place during the first week of
Ches. This is a time for frolicking, dancing, courting a mate, lovemaking,
and generally celebrating the bounty of life and its potential. Religious
belief promises that a child/cub conceived this night will go on to become
ruler of the church/pride.

The Newborn Celebration always takes place during the third week of
Kythorn. This ceremony celebrates the birth (or rebirth—church teach-
ings are vague) of Nobanion, the prominence of lions in the Vilhon
Reach, and the importance of the hunt in the region. It is marked by a
great hunt and a great feast. Newborns undergo the Rite of the First
Blooding where their right paw (or hand) is placed in the blood of the
prey and blessed by a priest of Nobanion.

Major Centers of Worship: Deep in the Gulthmere Forest is the vil-
lage of Gurnth, inhabited by human followers of the Lion God. The in-
habitants live the “life of the cats,” following the tenets of Nobanion.
The villagers worship Nobanion at the nearby Machran Spire, a moun-
tainous outcropping of granite from which Nobanion is said to have held
court on numerous occasions. Lammasu and greater lammasu are said to
reside on the Spire most of the year, and the priests of Nobanion in resi-
dence are believed to include numerous werelions among their ranks.
Any worshiper of Nobanion who spends the night atop the Spire is said to
receive the benefits of a heal or regenerate spell, as needed.

Nathlekh, City of Cats, is located at the western end of the Gulth-
mere Forest and the northern edge of the Shining Plains on the banks of
the Lake of the Long Arm. Overrun with felines of all breeds, this city is
loosely governed by the Council of the Cat Lords. Numerous werecats,
werelions, and weretigers are citizens of Nathlekh in addition to the mys-
terious Cat Lords who rule. Twin temples of Nobanion and Sharess domi-
nate the religious activity of the city, although a temple of Malar the
Beastlord is rumored to exist in the city’s catacombs.

The Pride of Nobanion, his temple in Nathlekh, is a vast pillared
structure built on the city’s acropohs Constructed to evoke the impres-
sion that it is a natural extension of the granite plug extending up from
the city’s heart, this porticoed and colonnaded structure is festooned with
statues of lions in various natural poses. Numerous real lions wander the
temple’s halls and gardens, but they never molest the citizenry unless pro-
voked. Nathlekh’s judiciary, a trio of greater lammasu, holds court within
the Pride of Nobanion on a weekly basis.

Affiliated Orders: The Legion of Lions is a military order of wemic fire-
manes, clerics, and crusaders. In the aftermath of the Time of Troubles, this
unorthodox fellowship of beast knights was founded by Karrlon, formerly a
scout of the Mindulgulph Mercenary Company and now a crusader who




fights for the Lion God's standard. Though small in number, this elite fight-
ing company has quickly become the champion of good-aligned beasts
throughout the Realms and the bane of Malarites everywhere. In addition to
the main company, individual members often join adventuring companies of
disparate races to see more of the world and spread the faith of Nobanion.

Priestly Vestments: Priests of Nobanion have little in the way of for-
mal raiment. Typically they garb themselves in cloaks made from the hide
of a gazelle or antelope and wear a necklace of the teeth and claws of van-
quished opponents around their neck. Their symbol is a single, unblinking
lion’s eye which each priest paints on his or her forehead. Priests also often
depict the face of Nobanion on their robes in stitchery, beadwork, or quill-
work or on their chests in paints or as a tattoo.

Adventuring Garb: When adventuring, the Pride of Nobanion select
armor and weapons as appropriate for the foe they expect to face. Although
they may wear any type of armor available, many eschew armor altogether
or wear hide armor fashioned from beasts they themselves have hunted. A
few powerful wemic priests have commissioned (for a minimum of 1,000
gp) a hybrid plate mail and chain mail suit of armor that resembles conven-
tional human armor for their upper half and barding for their lower half,
giving them an effective AC of 4.

Specialty Priests (Firemanes)

REQUIREMENTS: Strength 11, Wisdom 12, Charisma 11

PriME REQ.: Strength, Wisdom

ALIGNMENT: LG

WEAPONS: All bludgeoning (wholly Type B) weapons,
spear, natural weaponry

ARMOR: Any (usually hide or none)

MaAJoR SpHERES: All, animal, combat, guardian, healing, law,

protection, summoning, war, wards
Elemental, necromantic (no reversed), plant,
weather

Same as clerics

Fire-building, hunting, running

Animal lore, set snares, survival (forest or
plains; pick one)

MINOR SPHERES:

Magical Items:
ReQ. Prors:
Bonus Prors:

¢ Humans, wild (wood) elves, any sort of feline lycanthropes (werecats,
weretigers, werelions, werepanthers, etc.), and wemics can be firemanes.

* Any animal creature summoned by a firemane (including through the
use of spells from the sphere of summoning) will be a type of feline or a
partially feline being.

¢ Firemanes with a Strength of 18 are entitled to roll percentile dice for
exceptional Strength as if they were warriors.

¢ Firemanes can select nonweapon proficiencies from both the priest and
wartior groups with no crossover penalty.

* Nonwemic firemanes receive 5 extra hit points at 1st level. (Wemics re-
ceive 5 extra hit points at 1st level for their race, as noted in The Com-
plete Book of Humanoids, and so they do not receive an additional 5 hit
points beyond this.)

¢ Firemanes know a great deal about fighting in the style of beasts, partic-
ularly about the tactics of great cats in battle. This knowledge is sepa-
rated into two areas: natural fighting and wild fighting. (These fields of
knowledge are identical to the natural fighting and wild fighting non-
weapon proficiencies from The Complete Book of Humanoids.)

Natural Fighting: This skill is usable only by firemanes who have as-
sumed a partial or total feline form (such as the hybrid tiger/human form
or the totally tiger form of a weretiger), including wemics in their natural
form. The knowledge of natural fighting allows humanoids with natural
weaponry (claws, fangs, tails, etc.) a +1 damage bonus on all natural
weapon attacks. In addition, they receive a free natural attack beyond
normal attacks they are allowed. When checking their natural fighting
knowledge, firemanes make an ability check against their Strength score
with a +1 bonus. A successful ability check must be made at the begin-
ning of combat to gain the benefits of this skill. Failure indicates that the
benefits cannot be used for the duration of the battle.

Wild Fighting: Firemanes can employ an extremely unorthodox and
unpredictable fighting style. Wild fighting is ferocious and deadly, with-
out any grace or discipline. It is also extremely tiring, as part of its na-
ture is that it focuses every bit of energy a firemane has into the attack.

The benefits of wild fighting lie in the number of attacks a firemane
gets and in the amount of damage attacks inflict. Wild-fighting fire-

manes get one more attack per round than they are normally entitled to.
All damage rolls for attacks that hit receive a.+3 bonus.

However, wild fight also has its detriments. When wild fighting, fire-
manes’ attack rolls are reduced by a -3 penalty. Also, their Armor Class
is penalized by -3, making it easier to hit them.

To use wild fighting, firemanes must make a successful ability
check against their Constitution score at the start of combat. A failure
means that a firemane receives only the penalties of the wild fighting
and none of the benefits.

Wild fighting can only be used twice per day since it is extremely
tiring. After a battle ends, firemanes must rest one hour before they
can again call on the proficiency. Resting méans doing nothing but
resting ot engaging in light travel (riding a slow-moving horse, etc.). If
firemanes must walk, they cannot wild fight again until four hours
have passed. Without this rest, firemanes suffer a~3 penalty to all pro-
ficiency checks, a—5 penalty to Armor Class, a =5 penalty to THACO,
and a -3 penalty to damage rolls. These penalties remain in effect
until the full resting period has elapsed.

® At 3rd level, firemanes can cast lionheart (as the 2nd-level priest spell)
once per day.
At 5th level, firemanes are immune to all forms of magical fear.

® At 7th level, firemanes can unleash a roar of the king (as the 4th-level
priest spell) once per day.

® At Tth level, firemanes can make three melee attacks every two
rounds.

® At 10th level, firemanes can cast pride of Nobanion (as the 4th-level
priest spell) once per day. .

® At 13th level, firemanes can make two melee attacks per round.

¢ At 15th level, firemanes can cast feline form (as the 7th-level priest
spell) once per day.

Nobanionite Spells

2nd Level

Lionheart (Pr 2; Abjuration, Illusion/Phantasm)
Sphere: Charm

Range: 10 yards

Components: V,$,M

Duration: Special

Casting Time: 5

Area of Effect: One creature/3 levels

Saving Throw: None

This spell is a more powerful version of the 1st-level priest spell remove
fear, but, unlike that spell, it is not reversible. The priest casting this spell
instills the courage of a lion in each spell recipient. Every creature af-
fected by this spell is immune to magical fear attacks for one turn and
need never check morale while under its effects. In addition, if the recip-
ient has recently failed a saving throw versus a fear effect during the cur-
rent day, the spell immediately ends the effect if it is still ongoing. For
every three levels of the caster, one creature can be affected by the spell
(one creature at levels 1 through 3, two creatures at levels 4 through 6,
etc.). This spell has no effect on undead.

The material component for this spell is a tuft of hair from a lion or re-
lated creature (including wemics, werelions, lammasu, etc.).

4th Level

Roar of the King (Pr 4; Evocation)
Sphere: Combat

Range: 0

Components: V,M

Duration: Instantaneous
Casting Time: 1 N
Area of Effect: 10-footx30-foot cone
Saving Throw: Special

This spell is a priestly version of the 4th-level wizard spell shout. When a
roar of the king spell is cast, the caster acquires tremendous vocal powers
similar to those of a male lion. The caster can emit an ear-splitting roar
that has a principal effect in a cone shape radiating from his or her mouth
to a point 40 feet away. Any creature within the area of effect is deafened
for 2d6 rounds and suffers 2d8 points of damage. A successful saving
throw vs. spell negates the deafness and reduces the damage by half. Any
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exposed brittle or crystal substance subject to sonic vibrations is shattered
by a roar of the king spell, while those brittle objects in the possession of a
creatute receive the creature’s saving throw. Deafened creatures suffer a
-1 penalty to surprise rolls, and those that cast spells with verbal compo-
nents are 20% likely to miscast them,

A roar of the king spell cannot penetrate the 2nd-level priest spell silence,
15" vadius. Unlike the related wizard spell, there is no limit to the number of
times this spell can be employed per day.

Finally, a roar of the king spell can be heard a mile away, if not farther. No
words can be communicated via this spell, but it is an effective way of alert-
ing distant allies.

The material components for this spell are a drop of honey, a piece of
cinnamon bark, a small piece of meat, and a small piece of amber worth at
least 20 gp.

Pride of Nobanion (Pr 4; Conjuration/Summoning)

Sphere: Animal, Summoning
Range: One mile
Components: V,S

Duration: Special

Casting Time: 7

Area of Effect: Special

Saving Throw: None

This spell is a specialized variant of the 5th-level priest spell animal sum-
moning II. By means of this spell, the caster calls a number of great cats
whose combined Hit Dice total 48 or less. If more than one species is avail-
able, the race with greater Hit Dice is summoned. Common lions are al-
ways summoned to the exclusion of all other great cats if they are available.
Only great cats within 1 mile of the spellcaster at the time of the casting re-
spond, but such felines include cantobeles, cath shee, cheetahs, dragonnes,
jaguars, leopards, lions, mountain lions, spotted lions, giant lynxes, tigers,
red tigers (snow cats), smilodons, and thylacines among others.

Unlike the animal summoning I1 spell, the caster can only make one call
as she or he does not get to choose what form of great cat shows up, if any.
The great cats summoned aid the caster by whatever means they possess,
staying until a fight is over, a specific mission is finished, the caster is safe,
they are sent away, etc.

7th Level

Feline Form (Pr 7; Alteration)
Sphere: Combat
Range: 0
Components: V,§,M
Duration: 1 hour/level
Casting Time: 1 round
Area of Effect: The caster

Saving Throw: None

This spell is similar to the 9th-level wizard spell shapechange, but it only al-
lows the caster to assume the form of a feline or partial feline of any species.
Those who cast feline form become the creatures they wish to and have all
of their abilities save those dependent upon Intelligence, innate magical
abilities, and magic resistance, for the mind of the assumed form is that of
the caster. The caster can change into a tressym and fly away, then to a sea
lion to dive into a lake, and then into a wemic or dragonne to run across
the plains. The first form adopted has whatever hit points the casting priest
had at the time of the casting of the feline form spell, and subsequent forms
carry the current total hit points with them. Each alteration in form re-
quires only a second, and no system shock survival roll is required.

A priest adopting another form also adopts its vulnerabilities. For ex-
ample, a priest who becomes a sea lion still cannot breathe out of the water
for more than 24 hours. Like the shapechange spell, a priest who is killed
while in another form does not revert to his or original shape, which may
disallow certain types of revivification.

The material components for this spell are locks of hair from three different
species of feline.
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Red Knight

(Lady of Strategy, Grandmaster of the Lanceboard)
Demipower of the Prime Material Plane, LN

PorTrOLIO: Strategy and planning

AL1ASES: None

DoMAIN NaME: Toril/Faertin

SUPERIOR: Tempus .

ALLIES: Tempus, Torm, Valkur the Mighty

Fogs: Cyric, Garagos

SymsBoL: A red knight chess piece with stars for eyes
WoR. ALIGN.: LG, NG, LN, N, LE,NE

The Red Knight serves Tempus, the Lord of War, as
the goddess of planning and strategy. She is por-
trayed as a dark-haired woman in blood-red armor,
with a map of the Realms tightly clasped in her
hands. The Red Knight keeps her true name secret
from all but the Lord of Battles, as she realizes that if
any power, mortal or divine, were to gain any mea-
sure of control over her, they would be privy to all
the plots and stratagems of rulers throughout the
Realms and the powers throughout the planes.

The Red Knight is venerated by the Foehammer’s followers in a sec-
ondary position to the Lord of Battles. Only since the Time of Troubles has a
small priesthood distinct from that of the Foehammer arisen in her name.
This small priesthood, owing its existence in part to the increasingly complex
nature of war, is grudgingly tolerated by Tempurans and apparently encour-
aged by the Lord of Battles himself. Some sages speculate that Tempus has
sponsored the Red Knight to the rank of demipower and encouraged her wor-
ship as a natural counterbalance to Garagos the Reaver, his mortal enemy.

The Lady of Strategy is calm and logical in demeanor, but displays a great
wealth of compassion, though she is unafraid to send her worshipers to their deaths
when necessary to secure the objective of a plan. She rarely raises her voice and is
said to love a good joke and have a throaty laugh. She dislikes flighty behavior, and
looks unfavorably upon those who switch alliances often or capriciously.

The Red Knight sees Tempus as father figure, and the two of spend a great
deal of time together. They sometimes hunt together or exchange tales his
feasting hall, but most often they are busy visiting the numerous fields of battle
in Faerfin or reviewing battles of times past. The Red Knight sees Valkur as her
best ally in the disposition of naval conflicts, though her expectations of him
sometimes exceed his demonstrated level of commitment to all but the pro-
tection of sailors. The Red Knight and Torm are similar in disposition, and
their interests in battle and the duties of warriots coincide well. She is known
to be fond of him, but whether they are in love or merely close friends is a mat-
ter they have kept very private. The Lady of Strategy dislikes Garagos from
what she has been told of his behavior by Tempus, though she personally has
not come to blows with him. Her animosity is reserved for Cyric, who she de-
spises as the utmost of traitors and liars and a poor planner besides.

During the Time of Troubles, the Red Knight was active in Tethyr de-
fending the strife-torn nation against an army of monsters that threatened
to surge forth from the Forest of Tethir. Her military genius was decisive in
numerous battles where the small, but determined, Company of the Red
Falcon overwhelmed numerically superior armies of beasts and humanoids.

Red Knights Avatar (Crusader 25, Fighter 21)

The Red Knight always appears in blood-red full plate armor. Her long,
dark braids stream out behind her, and her eyes sparkle like ruby stars. Her
presence commands attention and respect. She often rides a red phantom
charger of twice normal size and sometimes is accompanied by a red war
hound of twice normal size. The Red Knight’s standard is a plain white field
adorned with her symbol. She favors spells from the spheres of combat, div-
ination, travelers, and war, but she can cast spells from any sphere.

AC =3; MV 15; HP 179; THACO 0; #AT 2/1 (heavy horse lance) or 5/2
(broad sword)

Dmg 1d8+13 (heavy horse lance +5, +7 STR) or 2d4+11 (broad sword +3, +7
STR, +2 spec. bonus in broad sword)

MR 60%; SZ L (10 feet)

Str 19, DEx 16, Con 19, INT 23, Wis 23, CHa 22

Spells P: 13/12/12/12/11/9/4

Saves PPDM 2, RSW 5, PP 4, BW 4, Sp 6




Special Att/Def: In combat, the Red Knight wields a lance +5 or a broad
sword +3, as appropriate. She is specialized in broad sword and proficient in
all other weapons. Her shield, carved from a single glassteeled ruby, acts as a
ring of spell turning should her magic resistance fail. Once per round, the Red
Knight can utter a shout (as the 4th-level wizard spell), and five times per

- day, a great shout (similar to the 8th-level wizard spell found in Pages from the
Mages, but never having any detrimental effect on the Knight). Her touch
can heal any allies who fight in common cause with her once per day. She
can rally any forces she has sided with within 5 miles of her (as long as she is
aware of their morale breaking) up to three times a day.

The Lady of Strategy can never be unseated from her steed involuntar-
ily. Farra (Fortitude), as her horse is known, can attack up to twice per
round using either her fore or rear hooves for 2d8 points of damage per
hoof, but can only attack a single target per set of hooves. If she attacks
with her fore hooves, she can also bite for 2d8 points of damage. She can-
not be struck except by another deity while the Red Knight is conscious
and present; at other times she is AC 2. She has 8+8 Hit Dice. Farra is very
intelligent (INT 11), moves at MV 21, and can also sprout shadowy pegasus
wings at will and fly at MV Fl 30 (B) with a rider. She allows others to ride
her only if ordered to do so by her mistress or if the Lady is in distress and
she believes someone will aid her. Paysar (Perseverance), the Red Knight’s
war hound, is a war dog of double normal size and Hit Dice who inflicts
twice normal damage with her attacks and has an Armor Class of 4. She is
of average Intelligence (INT 9) and is said to be able to track any
who have fled a battle or betrayed a commander’s trust.

The Red Knight always knows of a foe’s plans ahead
of time and so she is both never surprised and able to
counter most plans used against her. She has an un-
canny knowledge of how to use terrain to her ad-
vantage, and unfailingly is able to discern places
or items camouflaged or hidden from common
view and people disguised or altered in appear-
ance from their natural form in any way. She is
immune to all enchantment/charm spells and
spell-like effects that she does not wish to be af-
fected by and to all nondivine illusion/phan-
tasm effects.

Other Manitestations

The Red Knight commonly manifests as a
chess board on which various pieces are posi-
tioned. By discerning the most appropriate
next move on the board, worshipers blessed
with such a vision can intuit an appropriate
strategy for the future for their current situation.

The Red Knight shows her favor by the dis-
covery of small, red chess pieces carved from price-
less rubies. She shows her displeasure by the discov-
ery of similar pieces carved from crumbly white
quartz. She also has been known to enable trained battle
animals to perform feats of strength or intellect normatly be-
yond their capacities in order to aid their owners. The Red Knight
is served by einheriar, maruts, pers, and stone golems and stone guardians
shaped in the form of chess pieces. More common creatures said to manifest
her presence or interest include owls, eagles, falcons, elephants, pegasi,
horses, and domestic dogs and cats, especially those trained for battle; most
such creatures are of a ruddy hue.

The Church

CLErGY: Clerics, specialty priests, crusaders, monks

CLERGY’S ALIGN.: LG, LN, LE
Turn UNDEAD: C: Yes, if good or neutral, SP: No, Cru: No,
Mon: No

Cwmnp. UNDEAD: C: Yes, if evil, SP: No, Cru: No, Mon: No
All clerics, crusaders, monks, and specialty priests of the Red Knight re-
ceive religion (Faerinian) as a bonus nonweapon proficiency.

Only in recent memory has the Red Knight emerged as a demipower in
her own right, distinct from Tempus. Most folk still view her as a follower or
aspect of Tempus, similar to Veiros and Deiros, the Foechammer’s twin
steeds. Although the Red Knight serves all sides in battle, villagers and city
dwellers perceive her as an ally of civilization who enables small numbers of

brave defenders to triumph through superior intelligence and foresight
against ravening hordes of rapidly breeding humanoids.

The Red Knight has but a few shrines dedicated to her name, and all
but one are found within temples of Tempus. Chapels of the Red Knight are
dominated by images of chess pieces and the floor is-inlaid with a chess
board (also known as a lanceboard) of black and white or red and white
marble. Typically they are guarded by numerous stone guardians of blood
red and bone white hue, carved in the shape of various chess pieces.

The clergy of the Red Knight, known as the Red Fellowship, is an off-
shoot of a monastic order within the hierarchy of the church of Tempus
that concentrated on planning and strategy. Evenly divided into clerics,
crusaders, monks, and specialty priests (known as holy strategists), this rel-
atively small priesthood has only organized into a distinct faith since the
Time of Troubles and has been most active since after the end of the great
crusade against the Tuigan Horde in the Year of the Turret (1361 DR). Re-
gardless of class, priests of the Red Knight are regimented in a strict hierar-
chy with corresponding titles. In ascending order, these titles include: Page,
Squire, Knight, Knight Quartermaster, Knight Commander; Knight Cap-
tain, Lord Knight, Lord Knight Commandant, and Lord Knight of the Red
Standard. Higher-ranking priests precede their title with their relative rank
within the clergy (for example, the eighth-highest ranking priest of the Red
Knight's faith is known as the Eighth Lord Knight of the Red Standard), al-
though this practice may be abandoned as the clergy grows in size.
Dogma: War is won by those with the best planning, strat-
egy, and tactics, regardless of the apparent odds. Any fool

can snatch defeat from the jaws of victory with fortune’s
aid. Only a master strategist can ensure victory and
that it will last.

War is a series of battles. Losing a battle does

not necessarily indicate the war is lost. Seek out

your opponent’s weaknesses and recognize your

own; avoid an opponent’s strengths and play to

your own. Only by focusing one’s own strengths

on one’s opponent’s vulnerabilities can tri-
umph be ensured.

In times of war prepare for peace; in times
of peace prepare for war. Seek out your
enemy's enemies as allies, and be prepared to
compromise. Life is an endless series of skir-
mishes with occasional outbreaks of war. Be
ready—and have a contingency plan.

Day-to-Day Activities: Members of the

Red Fellowship serve in armies throughout the
Realms. Many are high-ranking commanders,
often of elite squads. Others are well-respected
instructors in war colleges in kingdoms through-
out the Realms. A few are quartermasters skilled
at obtaining and managing supplies or establishing
and maintaining supply lines over hostile territory.
Quite a few priests of the Red Knight have authored
tomes on military strategy.
When not on duty, priests of the Red Fellowship are known for
their love of gaming. Although they avoid games of chance that require the
smile of Lady Luck more than the brilliance of the Red Knight, priests of
the faith strive to constantly improve their skills in abstract games of all
sorts to further challenge their development of parallel lines of thought and
new stratagems and to sharpen their ability to read an opponent’s inten-
tions.

Holy Days/Important Ceremonies: n addition to observing the holy
days and important ceremonies of the church of Tempus, the clergy of the
Red Knight observe two important holy days themselves.

The Retreat is an annual event held every Midwinter’s day. During this
solemn ceremony, the clergy of the Red Knight assemble for a day-long ret-
rospective on the previous year’s campaigns. Strategies are discussed, battles
are analyzed, and the accumulated lore is integrated into the church’s
teachings.

The Queen’s Gambit is celebrated on the first day of Tarsakh. During
this festival, the clergy of the Red Knights unwind with a day of feasting
and gamesmanship. Day-long tournaments of chess and go (a game im-
ported from Kara-Tur) are held, with the tournament victors receiving
recognition, titles of merit, promotions, and, sometimes, a precious gift
from the temple armory.
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Major Centers of Worship: The Citade! of Strategic Militancy has
arisen as the center of the Red Knight's faith outside of the aegis of the
church of Tempus. Located at the juncture of the Coast Way and Thun-
dar’s Ride, approximately 40 miles north and east of Baldur’s Gate, this
small castle was the hold of the Bloodhawk clan, part of the minor, self-
styled nobility scattered throughout the region encompassing the Fields
of the Dead. The castle was built by Taric Bloodhawk over a century ago
with money he plundered from an orc chieftain’s secret horde during
the battles of the Year of the Lost Lady (1241 DR).

During the night of the Fall of the Gods, Lady Kaitlin Tindall Blood-
hawk, sole heir of Lord Ronlar Bloodhawk, was exploring the ruins en-
veloping the village of Tempus's Tears with the rest of her adventuring
band, the Company of the Red Falcon. During the night, she was pos-
sessed by the Lady of Strategy to serve as her avatar host. The Red
Knight forged the Company of the Red Falcon into a small, but power-
ful, mercenary company. She led the band south where the group was
single-handedly responsible for eradicating an army of monsters that
swarmed out of the Forest of Tethir and threatened to overrun the
northeastern quarter of beleaguered Tethyr. The strategic genius of the
Red Knight enabled the Company to triumph against overwhelming
odds and forever earned them a place in Tethyr's history.

When Lady Kaitlin returned to her ancestral home at the conclusion
of the Godswar, however, she found the lands pillaged, the castle a
smoking ruin, and all of the inhabitants put to the sword. Broken-
hearted, she vowed revenge, but she could never discover the perpetra-
tors of the foul deed. In her family’s memory, she rebuilt the castle and
dedicared it as a temple to the Red Knight.

Today the Citadel of Strategic Militancy is a bastion of military
might and serves as the home of the newly founded Red War College.
This school caters to military officers throughout the Realms who are
sponsored by their lieges to study strategy and planning. The Citadel’s
walls are checkered with red and white marble, and a blood red dome
tops the central keep. The central chapel is a giant lanceboard on
which the priesthood engages in strategic battles during religious cere-
monies. Farmlands in a 20-mile radius are worked by peasants who
gladly embrace the Citadel’s expanding hegemony. The harvested land
serves as a training field in the cold winter months. High Lady Blood-
hawk administers the burgeoning complex in the name of her liege, the
Red Knight, and serves as First Lady Knight of the Red Standard (high
priestess) of the faith.

Affiliated Orders: The Order of the Red Falcon is a fellowship of
crusaders, warriors, and a few paladins who serve the Red Knight and
Lady Bloodhawk. Small in number, the elite knights of this order are
dangerous opponents who have triumphed in the face of overwhelming
odds on numerous occasions. Based in the Citadel of Strategic Mili-
tancy, many of the knights serve as instructors in the Red War College.
Others serve stints in various armies throughout the Realms training
the officers in military history. On rare occasions they are all summoned
back to the Citadel and led into combat by Lady Bloodhawk herself,

Priestly Vestments: Clergy of the Red Knight wear blood-hued
suits of plate armor or plate mail for ceremonial functions over which is
worn a white tabard embroidered with the Red Knight's symbol. They
are not forbidden to cover their faces with their helms like Tempuran
clergy are, however, and so they often sport full helms when visibility is
not a concern and they wish to convey a grand impression. When not
armored, their clerical robes are red, although the shading varies
slightly from darker to lighter with increasing rank. They wear the sym-
bol of the Red Knight carved from a red-hued gemstone on a chain
around their necks.

Adventuring Garb: Adventuring garb for priests of the Red Knight
is the best armor they can obtain. Although their armor can be battle-
worn, most priests strive to keep it polished and unmarred, as befits a
commander seeking to inspire both his followers and the bards. All
clergy of the Red Knight have a battle standard, paint their heraldic
symbols (if entitled to one) on their shields, or display the symbol of the
Lady of Strategy on banner or shield to form a rallying point for troops
when they are going into organized battle. Covering or concealing such
a standard generates no disapproval from the church, however, if a strat-
agem should require it.
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Specialty Priests (Holy Strategists)

REQUIREMENTS: Intelligence 13, Wisdom 13, Charisma 10

PriME REQ.: Intelligence, Wisdom

ALIGNMENT: LN

WEapoNs: Any

ARMOR: Any (plate mail, field plate; or full plate pre-
ferred)

Major SpHERES: All, charm, combat, divination, healing, law,
protection, travelers, war

MINOR SPHERES: Creation, guardian, necromantic, thought,

wards

Same as clerics

Etiquette, heraldry, land-based riding (horse)
Engineering, gaming, hunting

MagicaL ITems:
Req. Prors:
Bonus Prors:

e Holy strategists can cast spells from the travelers and war spheres as if
they were twice their actual level. (Only the effect of the spells is im-
pacted, not the number of spells available.)

o Holy strategists are resistant to illusions, and get a +1 bonus to their sav-
ing throws vs. spell against illusions for every three levels of their ability
(rounded up) to a maximum of +5.

o Holy strategists can select nonweapon proficiencies from both the priest
and warrior groups with no crossover penalty.

e At 3rd level, holy strategists can cast clairaudience or clairvoyance (as the
3rd-level wizard spells) once per day.

o At 5th level, holy strategists can cast divination (as the 4th-level priest
spell) once per day.

o At 7th level, holy strategists can cast consequence (as the 5th-level priest
spell) once per day.

o At 7th level, holy strategists can make three attacks every two rounds.

o At 9th level, holy strategists can cast hallucinatory terrain (as the 4th-
level wizard spell) or mass invisibility (as the 7th-level wizard spell) once
per day. )

¢ At 10th level, holy strategists can cast wizard spells on scrolls from the
schools of lesser or greater divination as a mage of the same level. They
are automatically able to read such spells and only such spelis.

o At 13th level, holy strategists can call for a war horse, similar to the fash-
ion in which a paladin does. This animal need not be a horse, but it is al-
ways a steed of exceptional intelligence for its species and possessing max-
imum hit points. The holy strategist must find this animal in a memorable
way, most often by a specific quest. Holy strategists have bonded not only
with war horses, but pegasi, griffons, hippogriffs, wild tigers, and buffaloes.

e At 13¢h level, holy strategists can make two attacks every round.

Red Knight: Spells

Ist Level

Analyze Opponent (Pr 1; Divination)
Sphere: Divination

Range: 10 yards/level
Components: SSM

Duration: 1 round

Casting Time: 4

Area of Effect: One creature/level

Saving Throw: Neg.

This spell facilitates the quick analysis of a single opponent by the spell-
caster. At 1st level, the priest can divine one salient weakness or strength of
a single opponent. At 3rd level and every two levels thereafter up to Sth,
the spellcaster can determine an additional strength or weakness. The tar-
get of this spell is entitled to a saving throw vs. spell. If the saving throw is
successful, the spell is wasted and nothing is learned.

For example, if this spell was cast by a 5th-level priest on a troll, he
might learn that trolls can tegenerate {a strength), that they are particu-
larly susceptible to fire (a weakness), and that this particular troll was par-
tially blind in his left eye. The last nugget of information might translate
into a +1 bonus to hit, at the DM’s discretion, if the priest attacked so as to
exploit the troll’s weakness.

According to legend, one of the earliest priests of Tempus to win the
Red Knight's favor employed this spell prior to battling a rakshasa. With it
he divined that diabolical race’s weakness to blessed crossbow bolts, a fact
that is now known by many adventurers throughout the Realms.




The material component of this spell is the priest’s holy symbol, which
needs simply to be touched to cast the spell.

3rd Level

Knight’s Move (Pr 3; Alteration)
Sphere: Combat
Range: 0
Components: V,$,M
Duration: 1 round/level
Casting Time; 6

Atrea of Effect: The caster

Saving Throw: None

This spell is similar to the 3rd-level wizard spell blink. In a fashion reminiscent
of the chess piece of the same name, the spellcaster employing a knight's move
can cause his or her material form to blink directly from one point to another,

Unlike the wizard spell, the spellcaster can control the timing, direc-
tion, and distance of a knight's move within certain constraints. The priest
can blink at any time during a round in lieu of taking any other action. Al-
ternatively, the caster may perform some other action at his or her normal
initiative and then blink at the very end of the round after all other actions
of other individuals have been taken.

The direction and distance of the blink are under the control of the
priest, who can blink from his or her current location to any location in
sight within 5 feet times his or her level to a maximum of 120 feet.

The material component of this spell is the priest’s holy symbol.

5th Level

Telepathic Broadcast (Pr 5; Alteration)
Sphere: Combat, Thought
Range: 10 yards/level
Components: V,S,M

Duration: 1 round/level
Casting Time: 8

Area of Effect: The caster’s allies
Saving Throw: None

This spell puts the priest in one-way telepathic communication with all al-
lies within range. No opponent hostile to the spellcaster can “hear” the tele-
pathic broadcast. While this spell is in effect, the priest can telepathically
broadcast instructions, orders, information, or anything else desired at will,
50 long as the information can be transmitted verbally. The priest cannot
select which allies hear the message; anything chosen for broadcast is heard
by all allied forces. This spell also does not allow the priest's allies to re-
spond.

The caster must choose the language the broadcast will be sent in. Al-
lies who cannot understand the language in which the caster is communi-
cating hear the words but do not understand their meaning without addi-
tional magical aid.

The material components of this spell are the priest’s holy symbol and
a pinch of dust from the desiccated brain of a mind flayer or other creature
with telepathic abilities or a drop of a potion of clairaudience or potion of

ESP.

Savras

(The All-Seeing, the All-Secing One,

Lord of Divination Magics, He of the Third Eye,
The Diviner)

Demipower (formerly Lesser) of Arcadia, LN

PorTFOLIO: Divinations, divination magic, diviners, fate,
: truth, truth-speakers

ALIASES: None

Domain Name: Buxenus/The Eye

SUPERIOR: Azuth, Mystra

AlLLIES: Azuth, Mystra

Foes: Bhaal (dead), Bane (dead), Cyric, Leira (dead),
Mask, Talos

SyMBOL: Crystal ball in which dance countless eyes of
many different types

WoR. ALIGN.: LG, NG, LN, N, CN, LE

Foresight Forsaken
he Lady of Mysteries has long been an enigmatic figure worshiped
I throughout the Realms. To those who revere magic, there is none so
beautiful as the Lady of Spells. In the wake of Mystryl’s death and re-
birth as Mystra, two rival spell-hurlers sought the favor. (and some say even the
hand) of the Mother of All Magic.

The younger of the two wizards was the brash and powerful Azuth, who
delighted in the power and unbounded beauty of magic, while the older of the
pair was the deliberate and introspective Savras the All-Seeing, who wasted
nary a single spell and saw beauty in magic’s precise application. For years the
duo fought with neither wizard gaining the upper hand, but both steadily
gaining in power. While Savras’s careful preparation was initially enough to put
Azuth on the defensive, the Lord of Spells battled back over time, demon-
strating his superior mastery of the Weave. Azuth finally shattered his rival’s
defenses in a climactic battle that split a mountain and created a deep lake.
He imprisoned Savras's essence within a magical artifact of his construction
that came to be known as the Scepter of Savras. With this act he became the
High One and the first Magjister of Mystra, later to be sponsored by her to be-
come a god.

Ever since Savras's loss, sages have speculated that the All-Seeing One
must have foreseen his own defeat. If this is true, perhaps Savras planned his
own defeat as a feint in a long-term ploy for victory. Only he can say, and he
refuses to speak on it. ‘

e, Savras (SAHV-ras) is believed to know all that has
R happened and all that will occur. Some claim that he
guides the forces of fate, while others believe he is
cursed to know all of history but is unable to affect
Jits flow.
Savras was a long-ago god of the South who was
H worshiped in Halruaa, Durpar, Estagund, Dambrath,
B/ and Var the Golden, with small pockets in Calim-
shan, Tethyr, and Amn. He was once as powerful as
Azuth and shared much of the same portfolio: mages in the service of Mys-
tra, goddess of magic. The two contended during or slightly after the Dawn
Cataclysm, and Savras fell. Azuth became the one god of wizards, and the
All-Seeing One’s essence was imprisoned in an artifact of Azuth’s construc-
tion that came to be known as the Scepter of Savras. (See Volo's Guide to All
Things Magical for details on this relic.)

The Lord of Spells, as Azuth was thereafter known, intended to keep
the scepter in which Savras was imprisoned as his staff of office. Although
reduced to demipower status, Savras was still powerful enough to block
Aczuth’s divination abilities and teleport his prison into the Realms where it
passed beyond Azuth’s reach.

While the All-Seeing One was imprisoned in the relic, Savras's wor-
shipers slowly dwindled, disheartened by the disappearance of their god and
pilloried by the followers of Azuth. His final worshiper of note was Alaundo
the Seer, to whom he revealed only visions that would come true, and thus
Alaundo is the only true prophet of the Realms.

Eventually the Scepter of Savras past into the hands of Syluné Silver-
hand, one of the Seven Sisters. She employed the artifact for quite some
time, ignoring Savras's entreaties to be freed. Syluné finally returned the
Scepter to Azuth after uncovering secret doings of the gods that Mystra
deemed it better for mortals not to know.

After reacquiring the relic, Azuth found himself troubled by Savras’s
long imprisonment. Following the Time of Troubles, the Patron of Wizards
agreed to Savras’s request to be released in exchange for a pledge of fealty by
Savras to the High One. Today Savras is a demipower who serves Azuth, al-
beit uneasily. The two powers seem to be cautiously working toward friend-
ship and a formal division of portfolios.

Some sages and devout defenders of the All-Seeing One believe that
Savras deliberately lost his battle with Azuth, having chosen the more fa-
vorable outcome in the long-run. The followers of Azuth hotly contest any
such implication. Some lorebooks recount that Azuth was the victor be-
cause his personal drive and passionate nature at the time complemented
the restraint of Mystra, and she favored him over Savras, who was more
cautious and distant like herself. Many sages who have studied the relation-
ships of the powers in the past find this to be not an unlikely premise, since
previous to his ascending to godhood Mystra had favored Azuth by naming
him the first Magister.

N (Demipowers): Red Knight, Savras A7




\‘llllllﬂlﬂﬁﬁﬁﬂ




The All-Seeing One is a cautious, logical power given to long intervals
of meditative silence. He despises anyone or any power who would obscure
the truth, and thus he opposes Cyric and Mask (and opposed Leira) at every
opportunity. He also dislikes brutal destruction and killing for no end, and so
Bhaal found him no friend, and Talos still does not: Bane's insufferable arro-
gance set Savras's teeth on edge (along with his evil behavior), and those
who display overweening pride and arrogance still irk him. He serves Azuth
to honor their agreement and a distant respect for their ancient rivalry and
Mystra out of duty and a sort of misplaced affection, as the personality of the
first Mystra, whose very presence warmed his spirit, is no longer.

Savras’s statements are clear, precise, and rarely what the listener wants
to hear. He always speaks the absolute truth, and in cases where the truth is
a matter of perspective, he reveals all sides of the truth. There is little com-
passion or emotion in Savras's actions or demeanor, but sages speculate this
seemingly emotionless facade is merely a front for a power who cares deeply
about the fate of the Realms but finds himself relatively helpless to change

its destiny. Savras almost never loses his temper, but when he does, his

wrath is dreadful.

Savras's Avatar (Diviner 25, Cleric 25)

Savras appears as a human male of advancing years with a crystalline visage,
clear to all who see him. A third crystalline eye winks with an inner light
on his smooth brow. A sort of hush follows him about, and extraneous
noise seems to fade into the background in his presence. The All-Seeing
One favors spells from the spheres of divination, numbers, and thought
and the school of divination, although he can cast spells from any sphere
or school.

AC -2; MV 15; HP 166, THACO 4; #AT 1

Dmg 1d10

MR 70%; SZ L (10 feet)

Str 13, Dex 19, Con 22, INT 24, Wis 24, CHa 15
Spells P: 13/12/12/12/12/10/4, W: 6/6/6/6/6/6/6/6/5*
Saves PPDM 2, RSW 3, PP 5, BW 7, Sp 4

*Numbers assume one extra divination spell per spell level.

Special Att/Def: Savras can maintain any spell from the school of div-
ination or sphere of divination indefinitely after casting it. Savras’s crystal
ball, Truthseer, resides both in Mystra’s library (even when Savras is not
there) and in Savras’s home domain, The Eye (on Buxenus), simultane-
ously. It can reveal anything to Mystra that Savras knows or can determine
if asked by her or Azuth. The privilege of looking within Truthseer has
sometimes been allowed by Savras to mortals especially devoted to him or
on a mission for himself, Azuth, or Mystra. What is seen by mortals within
its depths has never been spoken of by those who have gazed within it, but
it has always changed their lives.

Savras can see any event in that occurred in the past and all possible fu-
tures. There is a 75% chance that he can anticipate any opponent’s actions
far enough in the future to counter them. This enables him to automatically
dodge missile attacks, the first melee attack in a round, or spell effects
(effectively always making his saving throw vs. target effects and area-of-
effect spells that there is any room to escape and taking only one-quarter
damage in cases where a saving throw is for half damage). He is also eas-
ily able to exploit an opponent’s weaknesses and gains a +1 bonus to his
attack and initiative roll for each consecutive round he has engaged an
opponent after the first.

At his will, the touch of the All-Seeing One paralyzes mortal opponents
with indecision (in addition to inflicting damage, if Savras wishes) as they
are ovetwhelmed with all alternate futures that may result from any deci-
sion they reach. This effect lasts 2d6+2 rounds and no saving throw is al-
lowed. During this time, the victim of Savras’s touch is helpless to attack or
defend himself or perform any other mental or physical activity.

Savras is immune to all charm-type and illusion/phantasm spells or
spell-like abilities, even of a divine nature.

Other Manifestations

Savras commonly manifests as a single unwinking eye that always seems to
stare directly at anyone viewing it. Savras can cast any spell or create any
spell-like effect available to his avatar from this manifestation. The All-
Seeing One sometimes manifests as a vision of the future or the past. Such

visions always contain some peatl of insight, but their meanings are typi-
cally uncertain and obscure.

Savras shows his favor through the discovery of water opals, white
pearls, or blue quartz and his displeasure through the revealing of powdered
psaedros (a substance worthless in most divinations). The Lord of Diviners
is served by demaraxes, pers, spectators, spellhaunts, and wizshades, and by
normal-seeming animals that mysteriously speak, especially calico and all-
gray house cats, lap dogs, fish, and birds.

The Church
CLERGY: Clerics, specialty priests, diviners, monks
CLERGY's ALIGN.; LG, LN, LE, NG, N

TurN UNDEAD: C: Yes, if good or neutral , SP: Yes, Div: No,
Mon: No :

CwmnND. UNDEAD: C: Yes, if evil, SP: No, Div: No, Mon: No

All clerics, specialty priests, and monks of Savras receive religion (Faerfin-
ian) as a bonus nonweapon proficiency.

Savras is little known in the Realms outside of the coterie of diviners
and fortunetellers. Those outside the ranks of his faithful who know of the
All-Seeing One typically hold him in poot regard: Savras’s penchant for
speaking the truth, even when it is unlooked for, have earned him more
foes than allies. In addition, the clergy of Azuth have long contributed to
sullying Savras's name. Only in recent years has the church of Azuth mod-
erated its invectives against Savras. With the resurgence of Savras’s faith in
the aftermath of the Time of Troubles, priests of the All-Seeing One have
begun a campaign to improve their deity’s standing in the Realms.

Shrines and temples of the All-Seeing One are typically dominated by
a giant, sacred statue of Savras carved from white marble seated atop an
onyx dais in meditative repose. The Lord of Diviners is always portrayed
with his palms upward in a gesture of supplication and with blank eyes gaz-
ing from a placid face. In the center of the idol’s brow is a crystalline third
eye that is often reputed to have magical powers. Savras’s statues are often
placed in large halls dominated by titanic columns and accessed by circu-
lar portals and windows which close and open like an iris. The walls of the
All-Seeing One’s temples are inscribed with countless hieroglyphics de-
picting alien landscapes and events in the distant past or future scryed by
the temple’s diviners.

During the long imprisonment of Savras, his faithful dwindled to a few
specialist wizard diviners, as his clerics received no answer to their prayers
for centuries and gradually died out. Upon his release from the Scepter of
Savras, Savras has added mainly specialty priests, known as sibylites, and
monks to his clergy. Currently about 65% of the clergy of Savras, known
collectively as divinators, are specialty priests, 5% are clerics, 15% are
monks, and the remainder are specialist wizard diviners. Novices are known
as Truth Seekers. In ascending order, priests in the clergy of Savras are
known as Truth Speakers, Savants, Scholars, Sages, Clairvoyants, Sooth-
sayers, Prophesiers, Prophets, and Oracles. Higher-ranking priests have
their own unique titles, a tradition begun during the centuries of Savras’s
imprisonment.

Dogma: The blindness of mortals is the origin of all folly. Search for
the truth in all things great and small and conceal nothing. Speak only
the truth, for lies and misdirection, even for benign motives, are the root
of all sorrow. Be not paralyzed by indecision, but take no action without
analyzing the implications. Hasty actions and decisions are rarely more
beneficial than well thought out strategies which are revised as necessary.
Mortals who employ only their two common eyes are essentially blind.
Savras provides the third blessed eye, allowing both foresight and hind-
sight, so that mortals can access the omniscience of the gods. It is not
wrong to use the knowledge that Savras gives to help yourself and your
church, but caution should be employed in furthering the goals of others
as part of their agenda may be hidden. Seek for the hidden motive before
you act, and damage not the whole of the realm in which you live out
your mortal life.

Day-to-Day Activities: Divinator} begin and end their days with ex-
tended sessions of peaceful meditation. Much of their daily activities are in-
volved with foretelling the future or studying the past and dealing with the
consequences of what they learn. Of necessity, Savras’s clergy engages in
extended strategy sessions to analyze the implications of future events and
plan accordingly. Some followers of the All-Seeing One wander the Realms
uttering prophecies, while other seek out remote locations to reside and be-
come oracles. A few are employed as truth speakers and serve the legal sys-
tem of various cities and kingdoms as expert witnesses, magistrates, or
judges.
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Holy Days/Important Ceremonies:
The Feast of the Moon is celebrated by
the followers of Savras as the Vision.
This holy day is observed by every
devout follower of Savras with
. 24 hours of continuous
meditation. In some
temples the meditation
occurs in a sauna or steam
bath, while in others it occurs
amidst a haze of incense. Each wor-
shiper who participates in the day-
long ceremony is rewarded with a vi-
sion from the All-Seeing One. Benefi-
ciaries of such visions are expected to
act in accordance with this prescient
knowledge or risk Savras’s wrath.

Major Centers of Worship: The
House of the All-Seeing Orb in Tash-
luta has risen in prominence since
Savras'’s release to become the preemi-
nent temple of the All-Seeing One,
though the shrine of Savras at Candle-
keep is still a place of pilgrimage to the
faithful. The House of the All-Seeing Orb
is a sprawling complex administered by
the Farseer, arguably the most powerful
divinator in the Realms after Zalathorm,
the Wizard-King of Halruaa.
Home to over a thousand
scholars, the temple houses the
College of Divination, the Ce-
lestial Observatory, and the Li-
brary of Ultimate Truth. Many of the magical scrying devices and quite a few
of the newer wizard spells classified in the school of divination employed in
the Realms were constructed or researched at this temple. The clergy of the
House of the All-Seeing Orb have a long-standing rivalry with Talona’s
clergy in the House of Night’s Embrace and often work to expose that evil
sect’s schemes. In recent years, the temple’s diviners have found hints of a
large danger brewing in the neighboring jungles and have begun to hire ad-
venturets to investigate. (See the entry on Sseth for more details.)

Savras's only known active shrine in the North is located in Candle-
keep, the former home of Savras’s most famous servant, Alaundo the
Prophet. Hidden amidst the Inner Rooms, where Candlekeep’s most
powerful magical tomes are stored, is the Hall of Pools and Mirrors. This
ancient shrine is administered by the Sibylline Farsight, a high-level
sibylite, in addition to her duties as one of the eight Great Readers. As
befits its name, the Hall is lined with countless magical and nonmagical
scrying devices, including telescopes, magical mirrors, pools, and crystal
balls. At least three of the crystal balls are believed to be a strange variant
of liches, known as crystaliches, created when a powerful diviner or
sibylite actually merges his essence into a scrying device and becomes a
sentient crystal ball. These powerful crystaliches can scry nearly any where
in the Realms or across the planes at will and can cast spells at any place
they observe.

A long-lost temple of Savras was discovered by the Company of the Red
Wolf in the depths of Undermountain beneath Waterdeep nearly 20 years
after Durnan the Wanderer established the Yawning Portal over the ruins
of Halaster’s Hold. The last member of the band to die, the warrior Jardis,
was interrogated via a speak with dead spell by a long-forgotten priest after
the fighter fell to his death at the bottom of the Well of Entry. Jardis's shade
revealed that the band had found a 500-year-old temple of the All-Seeing
One and stolen the Third Eye of Savras, a priceless crystal with unknown
magical powers. According to the bitter shade, much of the lost temple had
collapsed upon the theft of the crystal, and the Third Eye had been lost as
the company battled its way back to the surface. The clergy of Savras are
said to be hiring adventurers to explore Undermountain in search of the
long-lost temple and the holy relic, as Halaster’s enchantments have so far
blocked their scrying efforts.

Affiliated Orders: The Sibylline Sisterhood is an affiliation of female
oracles who wander western Faertin dispensing prophecies and revealing vi-
sions for a modest fee to rich and poor alike. (The fee seems to vary de-
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pending upon the relative wealth of the recipient.) Visions revealed by the
Sisters are usually accurare but often so clouded as to be helpful only in
hindsight. Most of the Sibyls are low-level sibylites, but a few are powerful
adventurers. All are capable of defending themselves, and they always seem
to anticipate attacks upon their person and plan accordingly. The Sisters
still tell the tale of one comely young acolyte who predicted a potentially
fatal encounter that night and recruited half of the Red Cloaks of Asbravn
to defend her—against a down-on-his-luck cutpurse.

Priestly Vestments: Divinators of Savras garb themselves in pale yel-
low robes with a depiction of their power’s holy symbol sewn to their chest.
They wear simple sandals on their feet and a colored sash of muted hue tied
around their waist. All of Savras’s clergy tattoo a depiction of the third eye
of Savras on their brow. High-ranking and wealthy priests have clear or
white crystals or gemstones of some value bonded to their brows in the cen-
ters of their tattoos.

Adventuring Garb: When adventuring, divinators tend to cloak
themselves with the protection of powerful warriors, eschewing armor and
edged weapons. Savras’s clergy are the quintessential planners, typically
using their divination skills to anticipate every need. As a result, they often
bring along an unusual assortment of gear when adventuring—to the gen-
eral amusement of their companions. However, the oddments they haul
along invariably fill a crucial niche.

Spccintly Priests (Sibylites)

REQUIREMENTS: Intelligence 11, Wisdom 14

PriME REQ.: Intelligence, Wisdom

ALIGNMENT: LN

WeaPoNs: Any bludgeoning (wholly Type B) weapons
ARMOR: None

All, astral, charm, divination, healing, law,
numbers, sun, thought, time

Creation, guardian, necromantic, protection,
weather

Same as clerics plus the use of any magical
items allowing scrying or divination of any type
(such as crystal balls)

Ancient history or local history

Astrology, blind-fighting

MAJOR SPHERES:
MINOR SPHERES:

MacicaL ITems:

Req. Prors:
Bonus ProrFs:

o Sibylites may cast wizard spells from the divination school in addition
to priest spells. These spells are cast as if the sibylite were a diviner of
the same level. For example, a 3rd-level sibylite casts wizard spells as a
3rd-level diviner. Sibylites pray for their wizard spells instead of study-
ing to memorize them, and chosen wizard spells replace priest spells
potentially available for use that day. (In other words, the wizard spell
occupies a priest spell slot.) Sibylites gain access to 8th-level wizard
spells at 16th level and 9th-level wizard spells at 18th level. A sibylite
must have a Wisdom of 18 or higher and an Intelligence of 16 or
higher to gain access to the 8th-level spells, and a Wisdom of 18 or
higher and an Intelligence of 18 or higher to gain access to the 9th-
level spells. If a sibylite is able to gain high-level wizard spells, every
8th-level spell prayed for occupies a 6th-level priest spell slot and
every 9th-level spell prayed for occupies a 7th-level priest spell slot.
Sibylites are always able to read divination spells on scrolls or in wiz-
ard spellbooks as if they knew read magic (but studying spells from a
spellbook is useless to them). No more than three-quarters of a
sibylite’s total number of spells available (round down) can be taken
as wizard spells.

e Sibylites can cast augury (as the 2nd-level priest spell) or clairvoyance
(as the 3rd-level wizard spell) once per day.

e At 3rd level, sibylites can cast detect lie (as the 4th-level priest spell)
or cure blindness (as the 3rd-level priest spell cure blindness or deafness)
once per day. .

e At 5th level, sibylites can cast true seeing (as the 5th-level priest spell)
or wizard eye (as the 4th-level wizard spell) once per day.

e At 7th level, sibylites can cast magic font (as the 5th-level priest spell)
or reflecting pool (as the 4th-level priest spell) once per day.

o At 10th level, sibylites can cast consequence (as the 5th-level priest
spell) once per day.

e At 10th level, sibylites can no longer be surprised in combat. The do
not automatically gain a psychic knowledge of any impending attack,
but when an attack occurs, their actions are not delayed by surprise.




¢ At 13th level, sibylites can no longer be sneaked up on. They cannot
be backstabbed or pounced on unawares.

¢ At 15th level, sibylites can automatically penetrate all disguises,
spells, and abilities disguising or changing a being’s actual shape to see
its true form. Even blind sibylites may do so; they receive a mental
image of the true nature of a being when they turn the remnants of
their visual organs upon any creature.
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Ist Level
Foresight (Pr 1; Divination)

Sphere: Combat, Divination
Range: 200 yards
Components: V, S, M

Duration: 1 round/level
Casting Time: 4

Area of Effect: One being

Saving Throw: Special

This spell enables the priest to foresee the actions of a single creature two
rounds into the future. For every three levels of experience, the caster can
predict the actions of the target an additional round into the future to a
limit of four rounds. For example, a 1st- or Znd-level priest could foresee
the actions of the spell target in the following two rounds, while a 3rd-,
4th-, or 5th-level priest could foresee the actions of the spell target in the
following three rounds. The casting priest must be able to see the target
or read its mind (through the use of mind read, a potion of ESP, etc.) for
the spell to work.

Priests benefiting from a foresight spell cannot be surprised by any action
of their target creatures. For example, if a priest foresees that the target will
cast a fireball spell, he could quaff a potion of fire resistance. Spellcasters who
perceive the target will make any sort of physical attack receive a +4 bonus to
their AC for that attack only as they anticipates their opponent’s maneuver.
Casters also receive a +4 saving throw bonus vs. attacks such as area-of-effect
spells and breath weapons but do not gain a saving throw where there is
normally none granted.

If casters reveal their visions in any fashion that the targets of their
spells can understand, the targets may adjust their actions accordingly.
For example, if a spellcaster shouts “Everyone take cover, the wizard is
casting a lighting bolt!”, the wizard can change her spell selection. How-
ever, if the priest shouts in elvish and the enemy wizard does not speak
elvish but the priest’s comrades do, the effects of the foresight spell are un-
affected.

The target of this spell is entitled to a secret saving throw vs. spell when
this spell is cast. If the saving throw is failed, the priest receives a true vision.
If the saving throw is successful, the spellcaster receives no benefit and the
spell is wasted. If the target rolls a 1, the spellcasting priest receives a false
vision. This gives affected spellcasters a —4 penalty to their AC and saving
throws for any predicted attacks they try to deliberately avoid.

The material components for this spell are the priest’s holy symbol, a
miniature silver hourglass filled with fine white sand worth at least 50 gp,
and a small piece of amber. Only the last is consumed in the casting.

3rd Level

Haunted Visions

(Pr 3; Divination, Enchantment/Charm)
Sphere: Divination

Range: 30 yards
Components: V,S, M

Duration: 2d4+2 rounds
Casting Time: 6

Area of Effect: One being

Saving Throw: Special

This spell afflicts the target with the ability to see every possible conse-
quence of every decision it may make. The multitude of overlapping vi-
sions perceived by the target are nearly incapacitating, since every pos-
sible action might result in disaster somewhere down the line.

When this spell is first cast, the target must succeed at a saving throw
vs. spell to completely avoid its effects. If the saving throw is failed, then
the haunted visions lasts for the complete duration and cannot be ended
except with the use of a dispel magic incantation or similar magics.

While experiencing overlapping haunted visions, the target of the spell
cannot move faster than one-quarter his or her normal walking move-
ment rate, always loses initiative, and is always surprised in situations
where a surprise roll is warranted. Spellcasting is impossible, and the tar-
get can only make a successful physical attack if she or he succeeds at a
saving throw vs. spell. All such attacks are made with a 2 penalty to hit.
In addition, the target of this spell receives a -2 penalty to his or her
Armor Class and saving throws for the duration of the haunted visions.

The material components for this spell are the priest’s holy symbol
and a puff of smoke. The latter is usually generated by a match or torch
and must be blown in the general direction of the spell target during the
spellcasting.

ath Level

All-Seeing Crystal Ball (Pr 6; Divination, Alteration)
Sphere: Divination

Range:

Components: V,S,M

Duration: 1 day/level

Casting Time: 1 turn

Area of Effect: Special

Saving Throw: Special

This spell enables the spellcaster to create a crystal sphere about 6 inches
in diameter with all of the powers of a crystal ball, as described in the
DunceoN MasTer Guide. In addition, the priest can cast any spell solely
from the schools of lesser or greater divination or the sphere of divination
through the all-seeing crystal ball. All other strictures associated with nor-
mal crystal balls apply to the spellcaster when employing an all-seeing crys-
tal ball.

Spellcasters who are 15th level or above can create an all-seeing crystal
ball with clairaudience. Spellcasters who are 17th level or above can create
an all-seeing crystal ball with ESP. Spellcasters who are 19th level or above
can create an all-seeing crystal ball with telepathy (communication only).
These creations have the same abilities as the magical items of the same
name, as well as the improved capability for casting divination spells
through them mentioned above.

The material components of this spell are the priest’s holy symbol and
a ball of snow and ice or a pile of fine sand of the volume of a 6-inch
sphere.
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PoRrTFOLIO: Hedonism, excess, lust, sensual fulfillment,
festhalls, cats, pleasure seekers

ALIASES: Bast, Bastet, Felidae, Zandilar the Dancer

Domain Name: Olympus/Brightwater and Ysgard/Merratet

SUPERIOR: None

ALLIES: Anhur, Hanali Celanil, Lliira, Milil, Nobanion,

Seltne, Sune
Foes: Set, Shar, Loviatar

SyMmBoOL: Feminine lips (Sharess) or a cat’s head wearing
delicate golden hoop earrings (Bast; older)
Wor. ALIGN.: Any

Sharess (SHAH-ress) is the more commonly recog-
k nized name of the deity originally known as Bast
(BAAST). When the Mulhorandi deities emigrated
to Faer(in, Bast accompanied them. At that point,
she was known mainly as Anhur’s lieutenant in the
eternal struggle against Set and as the patroness of
cats, revered for their ability to keep rats from the
precious grain of the Mulhorandi people and their eternal vigilance against
the serpents and scorpions of Set. At the height of the second empires of
Mulhorand and Unther, numerous beast cults gained popularity for a time.
