
































































































































































































































































































































NONHUMANS’ DEITIES
ELVES, Aquatic

DEEP SASHELAS

Lesser god

ARMOR CLASS: -3

MOVE: 12"/ /24"

HIT POINTS: 300

NO. OF ATTACKS: 1

DAMAGE/ATTACK: 3-30

SPECIAL ATTACKS: Double damage
under water

SPECIAL DEFENSES: 100% magic
resistance under water

MAGIC RESISTANCE: Standard (out
of water)

SIZE: M (77)

ALIGNMENT: Chaotic good

WORSHIPER’S ALIGN: Chaotic good
(aquatic elves) and sailors

SYMBOL: Dolphin

PLANE: Olympus

CLERIC/DRUID: 19th level cleric

FIGHTER: 15th level fighter

MAGIC-USER/ILLUSIONIST: 12th level
in each

THIEF/ASSASSIN: Nil

MONK/BARD: 10th level bard

PSIONIC ABILITY: 1l

S:25(+7,+14) 1:20 W:18 D:21 C:21 CH:23

Sashelas is the “Knowledgeable One’”, the being who always knows
where food or the enemy can be found. He is master of the dolphins and
20 of their strongest always follow him in the sea. Mortal sailors sacrifice to
the god for their safety and aquatic elven clerics take these offerings and
trade with other mortals for the gain of the entire race. Clerics of Sashelas
time their religious ceremonies to coincide with especially high or low
tides. The sea elves, like their friends the dolphins, are mortal enemies of
sharks. Clerics will often conduct ritual shark hunts. They, like their cousins,
can advance to the 7th level of clerical ability.

ELVES, Drow
LOLTH (demon queen of spiders)
Lesser goddess

ARMOR CLASS: ~10 (+2)

MOVE: 17 *9" (15"

HIT POINTS: 66

NO. OF ATTACKS: Tand 1 (1)

DAMAGE/ATTACK: 4-16 and webs
(by weapon type)

SPECIAL ATTACKS: Poison

SPECIAL DEFENSES: See below

MAGIC RESISTANCE: 70%

SIZE: L (M)

ALIGNMENT: Chaotic evil

WORSHIPER’S ALIGN: Chaotic evil
(Drow)

SYMBOL: Spider

PLANE: Abyss

CLERIC/DRUID: See below

FIGHTER: As 16+ HD monster

MAGIC-USER/ILLUSIONIST: See
below

THIEF/ASSASSIN: Nil

MONK/BARD: Nil

PSIONIC ABILITY: See below

S$:21(+4,+9) 1:21 W:16 D:21 C:21 CH:3(23)

The dark elves worship demon lords from the Abyss. The best known

example is the worship of the Demon Queen Lolth. Drow sacrifice both

blood (of others) and riches to her. (For particulars, see ADVANCED D&D

DUNGEON MODULES D3, THE VAULT OF THE DROW, and Q1, QUEEN OF

THE DEMONWEB PITS.) Female Drow with wisdoms of 18 can progress as

high as the 14th level of clerical ability.
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The demoness Lolth is a very powerful and feared demon Lord. She usually
takes the form of a giant black widow spider when she is on the Prime
Material Plane, and sometimes assumes this form on her own plane as
well, but she also enjoys appearing as an exquisitely beautiful female
dark elf (the statistics for this form are given in parenthesis). Little is known
about her aims, and only the fact that the Drow worship of Lolth causes her
to assume form on the earth permits compilation of any substantial in-
formation whatsoever.

Lolth enjoys the company of spiders of all sorts — giant species while in
her arachnid shape, those of normal, large and even huge species while in
her humanoid form. She is able to converse with all kinds of spiders, and
they understand and obey her unquestioningly.

Although the Queen of Spiders has but 66 hit points, her high armor class
prevents most damage, and she is able to heal herself at will, up to
thrice/day. As Lolth enjoys roving about in one form or another, she will
seldom be encountered in her lair no matter what the plane, unless
worshipers have invoked her to some special shrine or temple.

In the form of a giant spider, Lolth is able to cast web strands 30" long from
her abdomenal spinnerets which are equal to a web spell with the addi-
tion of 1-4 points of damage per round accruing to webbed victims due to
a poisonous excretion upon the strands; and during the same melee round
she is able to deliver a vicious biting attack for 4-16 hit points of damage
plus death if the victim fails to make his, her, or its saving throw vs. poison
at—4. In her humanoid form, Lolth will use weapons common to Drow.

As a giant spider, the demoness can use any one of the following powers,
one per melee round, at will: comprehend languages, confusion (creature
looked at only), darkness (10’ radius), dispel magic; once per day gate ina
type | (45%), type 1l (35%), or type Il (20%) demon (with 66% chance of
success), summon 9-16 large (20%), 7-12 huge (30%), 2-8 giant (40%) or 1-
4 phase (10%) spiders, teleport with no error, tongues, true seeing; twice
per day use phase door, read magic, and shape change. In her humanoid
shape, Lolth is a 16th level cleric/14th level magic-user with commen-
surate abilities. However, in spider form she is unable to wear armor of
any sort, and her psionic powers are lost (see below).

Lolth is not affected by weapons which are not magical, silver does her no
harm (unless magicked to at least + 1), and cold, electrical and gas attack
forms cause only one-half damage. Acid, magic missiles (if her magic re-
sistance fails her, of course), and poison affect the demoness normally.
Lolth is especially susceptible to holy water, taking 6 points of damage
from a splash and 6-21 points (3d6+ 3) from a direct hit.

The visual range of the demoness extends into the infrared and ultraviolet
spectrums to a normal distance of 120°. Lolth has limited telepathic com-
munication ability as do demons in general.

Lolth’s psionic disciplines are the minor devotions of body equilibrium,
clairvoyance, domination, and the major sciences of dimension walking,
mind bar, molecular rearrangement, and probability travel. These
disciplines (as well as her magical powers) are performed at 16th level of
ability (experience).
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ELVES, Wood
RILLIFANE RALLATHIL “The Leaflord”
Lesser god

ARMOR CLASS: -2

MOVE: 12"

HIT POINTS: 317

NO. OF ATTACKS: 2

DAMAGE/ATTACK: See below

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: +2 or better
weapon to hit

MAGIC RESISTANCE: 75%

SIZE: See below

ALIGNMENT: Chaotic good

WORSHIPER’S ALIGN: Chaotic good
(wood elves)

SYMBOL: Oak

PLANE: Olympus

CLERIC/DRUID: 14th level in each

FIGHTER: 15th level ranger

MAGIC-USER/ILLUSIONIST: 12th level
in each

THIEF/ASSASSIN: Nil

MONK/BARD: 10th level in each

PSIONIC ABILITY: |

S:19(+3,+7) 1:23 W:19 D:25 C:21 CH:24

Rillifane is often likened by his clerics to a giant ethereal oak tree so huge
that its roots mingle with the roots of every other plant in the world. On a
more mundane level, Rillifane can appear on the Prime Material Plane as
a green-skinned elf clad in bark armor and carrying a magic bow. Arrows
shot from this bow by Rillifane always slay their target if they hit (no
saving throw).

Rillifane is primarily concerned that all creatures have the opportunity to
act out their roles in nature without abusing them. Rillifane’s clerics are
deadly enemies of those who hunt for sport and those who harm trees
maliciously or unnecessarily.

While the majority of the wood elves worship Rillifane, many of those
more neutral in alignment prefer to honor Skerrit the Forester (see
CENTAURS, Skerrit). There is no friction between the two cults. Non-player
character clerics of both can work up to the 7th level.

ETTINS

see, GIANTS, Hill

GIANTS, Fire

The deity of the fire giants is Surtur (q.v.). Fire giants can rise up to the 7th
level as shamans. As a talisman, fire giant shamans often carry a severed
head (usually human) that has been cured and dipped in molten steel.

GIANTS, Frost

Thrym (q.v.) is the patron of the frost giants, whose shamans, like those of
other giants, can attain the 7th level. Frost giant shamans often placate
Thrym by freezing their still-living sacrifices in new ice.
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GIANTS, Hill
GROLANTOR
Lesser god

ARMOR CLASS: 0

MOVE: 21"

HIT POINTS: 259

NO. OF ATTACKS: 2

DAMAGE/ATTACK: 4-40 (+ 14)

SPECIAL ATTACKS: Nil

SPECIAL DEFENSES: +2 or better
weapon to hit

MAGIC RESISTANCE: 45%

SIZE: L (25" tall)

ALIGNMENT: Chaotic evil

WORSHIPER’S ALIGN: Chaotic evil
(hill giants)

SYMBOL: Wooden club

PLANE: Tarterus

CLERIC/DRUID: 10th level cleric

FIGHTER: As 16+ HD monster

MAGIC-USER/ILLUSIONIST: Nil

THIEF/ASSASSIN: Nil

MONK/BARD: Nil

PSIONIC ABILITY: VI

S:25(+7,+14) 1:14 W:10 D:19 C:20 CH:16

Grolantor appears to be a huge and powerful hill giant. He wields a huge
club named Dwarfcrusher that hits for 4-40 points of damage, and he
usually wears several belts of woven dwarfbeards.

Grolantor’s creed is persecution of all inferior races (i.e. all those smaller
than hill giants). Hill giant shamans will refuse to admit that other giants
are actually larger than they, preferring to think of them as equals. Hill
giant shamans range up to the 7th level of clerical ability.

Ettins also worship Grolantor, though in a slightly different (two-headed)
aspect. However, this does not necessarily make them friendly toward hill
giants. Despite (or perhaps because of) their two heads, ettins are less
wise than giants, and cannot become greater than 3rd level shamans.

GIANTS, Stone
SKORAEUS STONEBONES '‘King of the Rock”’

Lesser god

ARMOR CLASS: 0

MOVE: 15"

HIT POINTS: 380

NO. OF ATTACKS: 2

DAMAGE/ATTACK: 6-60

SPECIAL ATTACKS: Earthquake

SPECIAL DEFENSES: Regeneration,
+ 2 or better weapon to hit

MAGIC RESISTANCE: 50%

SIZE: L (30’ tall)

ALIGNMENT: Neutral X

WORSHIPER’S ALIGN: Neutral (stone |
giants)

SYMBOL: Stalactite

PLANE: Prime Material Plane

CLERIC/DRUID: 15th level cleric

FIGHTER: As 16+ HD monster

MAGIC-USER/ILLUSIONIST: 12th level
magic-user P

THIEF/ASSASSIN: Nil

MONK/BARD: Nil

PSIONIC ABILITY: VI

S:25(+7,4+14) 1119 W:20 D:19 C:25 CH:17

Skoraeus is the Living Rock, a huge granite humanoid who lies at the heart
of the world. He knows everything that happens in areas touching rock by
listening to the vibrations that are carried to him.
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Stonebones will never venture above ground, and he cannot even be
gated there. While touching raw stone, he regenerates 5 hit points per
round. He can strike with his fists for 6-60 points of damage each. Skoraeus
can cast one earthquake spell per round, at the 30th level of ability. He can
also instantly summon 2-20 stone giants to his aid.

Stone giant shamans cultivate an attitude of indifference and aloofness. It
is their belief that the doings of lesser mortals should have little influence
upon the affairs of stone giants. They regard both law and chaos with
suspicion, and are inclined to repulse the overtures of either. Stone giant
shamans can attain the 7th level of clerical ability.

GNOLLS

Gnolls worship the Demon Prince Yeenoghu (see MONSTER MANUAL,
DEMON, Yeenoghu). Gnoll shamans compel worship of Yeenoghu through
fear of the god’s wrath should he be slighted. Yeenoghu’s symbol is his
triple flail, and all of his shamans wield similar (though non-magical)
weapons. Gnoll shamans can advance up to the 5th level of clerical
ability.

GNOMES
GARL GLITTERGOLD
Greater god

ARMOR CLASS: -2

MOVE: 12"

HIT POINTS: 350

NO. OF ATTACKS: 3/2

DAMAGE/ATTACK: 3-30 (+8)

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: + 3 or better
weapon to hit

MAGIC RESISTANCE: 25%

SIZE: S (4’ tall)

ALIGNMENT: Lawful good

WORSHIPER’S ALIGN: Lawful good
(gnomes)

SYMBOL: Gold nugget

PLANE: Twin Paradises

CLERIC/DRUID: 15th level cleric

FIGHTER: 10th level fighter

MAGIC-USER/ILLUSIONIST:
illusionist

THIEF/ASSASSIN: 20th level thief ?' \

MONK/BARD: 8th level bard XO

PSIONIC ABILITY: Nil

$:20(+3, +8) 1:23 W:22 D:24 C:22 CH:24

16th level

Garl appears as a handsome golden-skinned gnome with ever-changing
gemstones for eyes. His mischievous exploits form the basis of an entire
cycle of stories which are told and retold around the gnomish hearths in
the hills.

However, there is another side to Garl than that of the witty adventurer
who collapsed the Kobold King’s cavern. When his people are threatened,
Garl is a grim and determined war leader who out-thinks as well as out-
fights his opponents. He wields Arumdina, an intelligent +5 mithral-steel
battle axe that cuts stone as easily as it does enemies. Arumdina strikes for
3-30 points of damage and can heal Garl completely once per day.

The gnomes have five or six other deities besides Garl Glittergold, but he is
their leader, and none are as popular as he. Garl’s clerics require gold (or
other precious metals, if no gold is available) for sacrifices to the deity.
Gnome non-player character clerics can advance to the 7th level.
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GOBLINS

MAGLUBIYET
Greater god

ARMOR CLASS: -2

MOVE: 12"

HIT POINTS: 350

NO. OF ATTACKS: 2

DAMAGE/ATTACK: 2-20

SPECIAL ATTACKS: Nil

SPECIAL DEFENSES: + 3 or better
weapon to hit

MAGIC RESISTANCE: 50%

SIZE: L (117 tall)

ALIGNMENT: Lawful evil
WORSHIPER’S ALIGN: Lawful evil
(goblins and hobgoblins)

SYMBOL: Bloody axe

PLANE: Nine Hells

CLERIC/DRUID: 10th level cleric

FIGHTER: As 16+ HD monster -

MAGIC-USER/ILLUSIONIST: 6th level
illusionist

THIEF/ASSASSIN:

MONK/BARD: Nil

PSIONIC ABILITY: VI

$:20(+3,+8) 1:19 W:17 D:20 C:22 CH:-2

10th level assassin

Both goblins and hobgoblins worship Maglubiyet, the Mighty One, Lord of
the Depths and Darkness. Maglubiyet appears as a huge black goblin-type
with red flames for eyes, sharp fangs and clawed hands. Maglubiyet is a
war god and a great general. He commands mighty armies of goblin spirits
in Hell, where they eternally war against Gruumsh’s orcish spirit army.
(Goblin and hobgoblin shamans claim that Maglubiyet always wins these
battles, but there is no permanent death in Hell, so the destroyed orcish
spirits always re-form.)

Goblins and hobgoblins both have other evil deities as well, but Mag-
lubiyet rules them all with an iron hand. The Mighty One requires sacri-
fices of creatures with souls, and these ceremonies usually take place on
nights of a new moon. It is possible for goblin and hobgoblin shamans to
rise as high as 7th level clerics.

HALFLINGS
YONDALLA
Greater goddess

ARMOR CLASS: 2

MOVE: 127

HIT POINTS: 350

NO. OF ATTACKS: 372

DAMAGE/ATTACK: By weapon type

SPECIAL ATTACKS: Withering

SPECIAL DEFENSES: + 3 or better
weapon to hit

MAGIC RESISTANCE: 75%

SIZE: M (414" tall)

ALIGNMENT: Lowful good

WORSHIPER’S ALIGN: Lowful good
(halflings)

SYMBOL: Shield

PLANE: Seven Heavens

CLERIC/DRUID: 12th level in each

FIGHTER: 10th level fighter

MAGIC-USER/ILLUSIONIST: 25th level
illusionist

THIEF/ASSASSIN:

MONK/BARD: Nil

PSIONIC ABILITY: Nil

S:19(+3,+7) 1:25 W:25 D:25 C:23 CH:22

15th level thief

Yondalla has two aspects: the Provider and the Protector. As the Provider,
she is a goddess of fertility and growing things, of birth and youth. She can
make barren things fertile and increase the growing rate of plants and
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animals to any speed she chooses. What she can give, she can also take
away: with a wave of her hand she can affect creatures as if three charges
had been expended from a staff of withering, i.e. inflict 2-5 hit points
damage, age them 10 years, and wither and shrivel a limb or member so
that it becomes useless. She can do this once per round, and there is no
saving throw vs. this ability.

As the Protector, Yondalla wards off evil influences and intrusions (thus
her shield symbol), and gives halflings the strength and determination to
defend themselves. In this aspect, Yondalla most often uses her illusionist
powers to protect her worshipers.

Halflings set aside one day per week for worship of Yondalla (called
“safeday’’), a day which is most spent in rest and play. Non-player
character halfling clerics may rise to the 5th level of ability.

HOBGOBLINS

See GOBLINS

IXITXACHITL

These creatures worship Demogorgon, a Demon Lord from the Abyss (see
MONSTER MANUAL, DEMON, Demogorgon). They have been known to
progress as high as the 8th level in clerical ability.

KOBOLDS
KURTULMAK
Lesser god

ARMOR CLASS: 0

MOVE: 12"

HIT POINTS: 219

NO. OF ATTACKS: 2

DAMAGE/ATTACK: 2-24/1-6

SPECIAL ATTACKS: Poison

SPECIAL DEFENSES: Fear aura, +2 or
better weapon to hit

MAGIC RESISTANCE: 55%

SIZE: M (5% tall)

ALIGNMENT: Lawful evil

WORSHIPER’S ALIGN: Lawful evil
(kobolds)

SYMBOL: Skull (gnomish)

PLANE: Nine Hells

CLERIC/DRUID: 10th level cleric

FIGHTER: As 164+ HD monster

MAGIC-USER/ILLUSIONIST: Nil

THIEF/ASSASSIN: 12th level assassin

MONK/BARD: Nil

PSIONIC ABILITY: VI

S:22(+4,+10) 1:19 W:9 D:19 C:19 CH:19

Kurtulmak appears as a giant kobold (5%’ tall) with scales of steel and a
tail with a poisonous stinger. He hates all life but kobolds, and is said to
have taught the first kobolds the important arts of mining, ambushing and
looting.

— o
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Kurtulmak can smell gnomes up to a mile away, the scent of which drives
him into a killing frenzy. He exudes a fear aura, and all enemies who
come within 10" of him must save vs. spells or flee in panic (gnomes save
at -4). He wields a +4 spear that strikes for 2-24 points of damage. He can
also attack with his tail, which stings for 1-6 points plus poison (save or
die).

Kobold shamans always wear orange robes with a white death’s-head
sigil on the chest. They can rise up to the 5th level of clerical ability.

KUO-TOA
BLIBDOOLPOOLP ‘'Sea Mother”
Lesser goddess

ARMOR CLASS: -1

MOVE: 12/ /48"

HIT POINTS: 310

NO. OF ATTACKS: 2

DAMAGE/ATTACK: 4-24/4-24

SPECIAL ATTACKS: Insanity

SPECIAL DEFENSES: +2 or better
weapon to hit

MAGIC RESISTANCE: 55%

SIZE: L (20’ tall)

ALIGNMENT: Neutral evil (chaotic
tendencies)

WORSHIPER’S ALIGN: Neutral evil
(Kuo-Toa)

SYMBOL: Lobster head or black
pearl

PLANE: Elemental Plane of Water

CLERIC/DRUID: 15th level cleric

FIGHTER: 15th level fighter

MAGIC-USER/ILLUSIONIST: 20th level
magic-user

THIEF/ASSASSIN: 15th level assassin

MONK/BARD: Nil

PSIONIC ABILITY: 11l

S:21(+4,+9) 1:20 W:10 D:21 C:23 CH: 11

Blibdoolpoolp appears as a large nude human female with a lobster’s
head and clawed forearms. In general, she hates all humans, demi-
humans and humanoids for driving the Kuo-Toa into the underworld. Wor-
shipers regularly sacrifice lobsters to her. If a favor is desired, she must be
given great quantities of gems, preferably pearls. There is a 1% chance per
every 1,000 gp worth of gems sacrificed that the Sea Mother will look upon
her worshiper’s request with favor. (If pearls are contributed, this chance is
1% per 500 gp value.)

Each of Blibdoolpoolp’s claws can snap for 4-24 points of damage. Any
creature hit by both claws will be drawn to the Sea Mother’s face to peer
into her eyes. At close range, her gaze causes insanity in creatures who
fail to save vs. spells at —4. In addition, the Sea Mother can summon up to
3-30 giant lobsters (treat as giant crayfish) and 1-10 16 HD water ele-
mentals to her aid per day.

On the most important ceremonial occasions, the clerics of Blibdoolpoolp
sacrifice captured humans to her by drowning. Kuo-Toan clerics can attain
12th level maximum. For more information about the worship of the Sea
Mother, see ADVANCED D&D DUNGEON MODULE D2, SHRINE OF THE KUO-
TOA.
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LIZARD MEN

SEMUANYA
Lesser god

ARMOR CLASS: -4

MOVE: 12/ /24"

HIT POINTS: 211

NO. OF ATTACKS: 1

DAMAGE/ATTACK: 2-20 (+11)

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: Regeneration,
+2 or better weapon to hit

MAGIC RESISTANCE: 78%

SIZE: L (12" tall)

ALIGNMENT: Neutral

WORSHIPER'S ALIGN: Neutral

SYMBOL: Egg

PLANE: Concordant Opposition

CLERIC/DRUID: 13th level in each

FIGHTER: As 16+ HD monster

MAGIC-USER/ILLUSIONIST: 15th level
magic-user

THIEF/ASSASSIN: Nil

MONK/BARD: Nil

PSIONIC ABILITY: [I

$:23(+5, +11) 1120 W:19 D:20 C:22 CH:7(25
toward lizard men)

Semuanya is the unemotional and amoral reptilian ideal. Neither good
nor evil, neither chaotic nor lawful, Semuanya merely exists and exist-
ance is its purpose. Live long, reproduce, ensure the safety of yourself and
the race; this is the entire creed of Semuanya. Nothing else is of real
importance, unless it bears directly on survival and propagation.

Semuanya appears as a normal lizard man, but it is strong and quick of
mind and body. It never speaks unless talk is necessary. In battle, it wields
a large club lined with razor-sharp shells that strikes for 2-20 points of
damage. Semuanya can command all lizards, and can summon 3-18
minotaur lizards at will. It regenerates 5 points per round.

Lizard man shamans emulate Semuanya’s taciturnity, and usually counsel
avoidance of humans, humanoids and demi-humans. They are often the
leaders of lizard man tribes. Lizard man shamans can attain the 7th level.

LOCATHAH and MERMEN
EADRO
Lesser god

ARMOR CLASS: 0 or -6 (amorphous
form)

MOVE: 12/ /24"

HIT POINTS: 227

NO. OF ATTACKS: 1 or 8

DAMAGE/ATTACK: By weapon type
or 1-10

SPECIAL ATTACKS: Nil

SPECIAL DEFENSES: +2 or better
weapon to hit

MAGIC RESISTANCE: 72%

SIZE: M (7" tall)

ALIGNMENT: Neutral

WORSHIPER’S ALIGN: Neutral
(locathah & mermen)

SYMBOL: Spiral design

PLANE: Concordant Opposition

CLERIC/DRUID: 20th level cleric

FIGHTER: 15th level fighter

MAGIC-USER/ILLUSIONIST: Nil

THIEF/ASSASSIN: Nil

MONK/BARD: Nil

PSIONIC ABILITY: 11

S$:21(+4,+9) 1:22 W:18 D:22 C:21 CH:19

Both locathah and mermen worship Eadro, who appears as a being of
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living water, able to take any shape it pleases. Usually Eadro takes the
shape of a locathah or merman, though in battle the god often becomes
an amorphous blob that can lash out with 8 water-whips, each inflicting 1-
10 points of damage. Eadro can summon 2-8 16 HD water elementals at
will.

The god’s worshipers believe that Eadro bathes their gills in the Water of
Life before dropping them into the Current of Existence. Between lives on
the Prime Material Plane, Eadro watches over their spirits in the ocean on
the plane of Concordant Opposition, where they take the form of tiny fish.
The god’s symbol is a spiral, which indicates growth through unity.

Locathah have shamans of up to the 3rd level, while mermen clerics can
reach the 5th level. Though they worship the same deity, locathah and
mermen are not always allies, as they often must compete for the same
sea-space.

OGRES
VAPRAK 'The Destroyer’’
Demigod

ARMOR CLASS: 0

MOVE: 15"

HIT POINTS: 198

NO. OF ATTACKS: 3

DAMAGE/ATTACK: 2-20/2-20/1-12

SPECIAL ATTACKS: Nil

SPECIAL DEFENSES: Regeneration,
+ 1 or better weapon to hit

MAGIC RESISTANCE: 50%

SIZE: L (15’ tall)

ALIGNMENT: Chaotic evil

WORSHIPER’S ALIGN: Chaotic evil
(ogres and trolls)

SYMBOL: Taloned hand

PLANE: Abyss

CLERIC/DRUID: 10th level cleric

FIGHTER: As 16+ HD monster

MAGIC-USER/ILLUSIONIST: Nil

THIEF/ASSASSIN: Nil

MONK/BARD: Nil

PSIONIC ABILITY: VI

S:25(+7,+14) 1:18 W:12 D:17 C:19 CH:-1

Ogres and trolls worship Vaprak the Destroyer. This deity appears as an ex-
ceedingly horrid mottled brown and green humanoid. Vaprak has great
strength, and he prefers to tear his prey apart with his claws rather than
use weapons. It is said that this vicious being is always hungry, and in
times of great troubles he walks the Prime Material Plane, robbing, killing
and eating whatever he finds in his path. Vaprak regenerates 7 hit points
per melee round.

Ogres and trolls revere Vaprak for his uncompromising ferocity and ability
to destroy whatever lies in his path or causes him trouble. Vaprak some-
times (2% chance) rewards his worshipers by granting them berserk rage
in battle, if they pray for it (+2 to hit and damage, but -2 from armor
class). Ogres and trolls can be shamans of up to the 3rd level.
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ORCS Sekolah always appears in the form of a giant white shark. Sahuagin lore
says that Sekolah swims in the deepest parts of the seas of the Nine Hells,
GRUUMSH where he hunts only the largest and fiercest of prey. He can bite for 6-60

points of damage, swallowing man-sized creatures whole on a “to hit”

Greater god roll of 16 or better.

X When the tides are right, the sahuagin sacrifice their weak, crippled and
':A’-(’OAC/?:R ISFASS' -l aged to Sekolah by fegeding them togthe 1-3 holy sharks which cFl)lsvcys ac-
HIT POINTS: 350 company sahuagin clerics. Sahuagin clerics can advance up to the 5th
NO. OF ATTACKS: 1 level of ability.
DAMAGE/ATTACK: 3-30 (+10)
SPECIAL ATTACKS: Paralysis

SPECIAL DEFENSES: +3 or better SATYRS
weapon to hit
MAGIC RESISTANCE: 75% See CENTAURS.
SIZE: L (10" tall)
ALIGNMENT: Lawful evil
WORSHIPER'S ALIGN: Lawful evil TROGLODYTES
(orcs)
SYMBOL: Unwinking eye LAOGZED
PLANE: Nine Hells wod
CLERIC/DRUID: 15th level cleric Demigo

using only destructive spells
FIGHTER: As 16+ HD monster
MAGIC—QSER/ILLUSIONIST. 6th level HIT POINTS: 187
magic-user
THIEF/ASSASSIN: 8th level assassin . NO. OF ATTACKS: 1
MONK/BARD: Nil DAMAGE/ATTACK: 6-60
PSIONIC ABILITY: V ggggl’ﬁt ‘D\ET;S\?:ESS? SP“"?‘“'”Q cloud
: Poison
$:22(+4,+10) 1:19 W:18 D:23 C:24 CH:8(25toorcs) MAGIC RESISTANCE: 29%
SIZE: L (10’ tall)
ALIGNMENT: Chaotic evil
WORSHIPER’S ALIGN: Chaotic evil
(troglodytes)
SYMBOL: Image of the god
PLANE: Abyss
CLERIC/DRUID: 15th level cleric
using only harmful spells
FIGHTER: As 16+ HD monster
MAGIC-USER/ILLUSIONIST: Nil
THIEF/ASSASSIN: Nil
MONK/BARD: Nil
PSIONIC ABILITY: Nil
S:21(+4,+9) 1:18 W:17 D:19 C:19 CH:-2

ARMOR CLASS: 0
MOVE: 15"

The orcs have many gods, but their leader is Gruumsh. His name is never
spoken by non-shaman orcs, who refer to him as He-Who-Watches or He-
Who-Never-Sleeps. Gruumsh’s symbol is a great unwinking eye, which
represents the belief that Gruumsh watches each and every orc and judges
him fit or unfit. Gruumsh himself has but one large eye in the center of his
forehead. He appears as a huge orcish humanoid wearing gleaming black
plate mail, holding a flaming torch in one hand and a great iron spear in
the other. This spear is a +5 weapon that strikes for 3-30 points of damage
plusparalysis (save at-4).

The orcs say that Gruumsh commands a mighty army of spirit-orcs in Hell,
and these war continuously with a similar army of spirit-goblins controlled
by Maglubiyet. The orcs always defeat the goblins, but the goblin spirits al-
ways re-form to start the battle again.

Troglodytes worship the disgusting Laogzed, a vile being whose appear-
ance suggests both toad and lizard. Laogzed’s oozing skin is covered with
loose patches of dead flesh. The liquid on his skin is an acidic poison; any
creature touching it takes 3-18 points of damage and must save vs. poison
at —4. Weapons or other objects touching it must save vs. acid or be

destroyed. Laogzed can exhale a stinking cloud at will. His huge mouth is
SAHUAGIN lined with many rows of needle-sharp teeth; he bites for 6-60 points of
damage.

To become a shaman of Gruumsh, an orc must pluck out his own left eye.
The proper worship of Gruumsh requires blood in large quantities, pre-
ferably blood from a human or demi-human race (elves are best of all).
Orcish shamans range up to the 5th level of ability.

SEKOLAH

Aty

The most important rites in the worship of Laogzed are always held far
below ground at Midwinter. At this time, trog'odytes gather together for
the ritual of the Shedding of Skins, where the trogs (who grow throughout
their lives) remove their old, dull skins, and then sacrifice these husks to
Laogzed. Troglodyte shamans can work up to the 3rd level of clerical
ability.
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Lesser god

ARMOR CLASS: 0

MOVE: 36"

HIT POINTS: 329

NO. OF ATTACKS: 2

DAMAGE/ATTACK: 6-60

SPECIAL ATTACKS: Swallow whole

SPECIAL DEFENSES: +2 or better
weapon to hit

MAGIC RESISTANCE: 47%

SIZE: L (35 iong)

ALIGNMENT: Lawful evil

WORSHIPER’S ALIGN: Lawful evil
(sahuagin)

SYMBOL: Shark

PLANE: Nine Hells

CLERIC/DRUID: 15th level cleric

FIGHTER: As 16+ HD monster

MAGIC-USER/ILLUSIONIST: Nil

THIEF/ASSASSIN: Nil

MONK/BARD: Nil

PSIONIC ABILITY: |

S$:25 1:18 W:18 D:19 C:25 CH:16
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'NORXE HYUThOX

The Norse people created a race of gods that were as grim and savage as
the people themselves. Their legends were of mighty battles against foes
that were sometimes more powerful than themselves. We have grouped
most of the gods, their enemies, and their helpers here for your use.

The vast majority of gods that we list are the Aesir, who come from Odin,
Vili, and Ve’s line. These beings all dwell above the Prime Material Plane
and visit it often for their own needs. A second group of gods called the
Vanir are beings of the air. They are to be allies of the Aesir in the final
battle of Ragnarok, but are quite separate from the Aesir in that they don’t
deal with the lives of men, and they derive their spiritual powers from
elsewhere.

Ragnarok is to be the last epic battle where the forces of good (repre-
sented by Odin and his kind) are to fight the forces of evil (represented by
Loki and the giants of Jotunheim). In this battle, evil will triumph: they will
destroy all the mightiest of the gods, and they themselves will be
destroyed to the last evil creature, leaving only a few of the gentlest of
good beings to foster an even mightier race of Norse gods.

Because of their very warlike nature, the majority of these gods and god-
desses cannot cure beings with clerical cure spells. Only those noted in the
text can do so. The clerical leader of a group will always sacrifice an
enemy (if available) or a steer (if not) before any given voyage of con-
quest or special battle of importance. In any human sacrifice, the victim is
simultaneously hanged and thrust through the heart with a spear, and the
remains are burned on a pyre of oak.

Norse temples are always rectangular halls with the main supports being
carved oaken images of humans. These areas (where the images of the
gods are stored) are not worship halls, but places where the gods’ forms
were carved and protected from the elements. For worship, these images
are taken out every lunar month, and given sacrifices in the form of gold
and silver articles (which had to be both useful and pleasing to the eye).

Almost the only way to offend the gods is to have dealings with giantkind
in any way or show some act of cowardice in battle. Many acts that would
be called blasphemous in other religions (such as swearing and breaking
an oath to a god, taking a god’s name in vain, or defacing an image of
god) can all be forgiven by success in the next battle.

LOCATION

Most of the Aesir live in an area of the plane of Gladsheim known as
Asgard, which is connected to the Prime Material Plane by Bifrost, the
Rainbow Bridge. (Bifrost is kept well hidden, and few mortals have ever
pierced the veil of illusion which hides it.) Asgard includes Odin’s court of
Valhalla, the various holds of the gods, and large expanses of wilderness
and sea. It is adjacent to the blighted land of Jotunheim, the giants” home,
an anomalous blot of evil upon the plane of Gladsheim.

DWARVES

The Dwarves were thought of as Troll-like beings in Norse mythology, and
are called such in legends. Dwarves will be found living underground in
their traditional caves trying to stay far away from all other forms of intelli-
gent life. They aid the gods for the power that such aid can bring them in
the form of returned favors. There are two principal races of dwarves:
Modsogner and Durin. The Modsogner are able to produce magic items of
a non-violent nature and rival all beings in this art. The Durin can create
magical weapons of tremendous power and often do so for giants and
gods alike.

EINHERIAR

These are all the honored heroes that have been brought from the Prime
Material Plane to Asgard upon their death. They are always of the 4th
level and above, and there are hundreds of 8th and higher level fighters!
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CLERIC/DRUID: 30th level cleric

They fight constantly on a practice field that raises them from the dead at
the end of the day. There is no telling the exact number of this group, but
the Valkyries have been picking the best warriors for thousands of years.
They will be the army led by the Norse gods to Ragnarok.

GIANTS AND JOTUNHEIM

While the Monster Manual deals with giants in a very comprehensive
manner, just as there are many unusual people, there are many very un-
usual giants. Norse giants are magically gifted races, and the most power-
ful have clerical or illusionist powers, as well as magical weapons.

All of these giants are found in Jotunheim, which is directly attached to the
planes of Gladsheim. The giants of this land are crafty and ruthless when it
comes to war, but weak-willed and naive when it comes to everyday deal-
ings with giants of other types, gods, and men. They are known to some-
times invite the gods to fun and games and will sometimes trade with
them.

Many of the giants on the Prime Material Plane are descended from or
have contact with those of Jotunheim. This is particularly true in the case of
the frost and fire giants, who regard Thrym and Surtur as their leaders and
deities.

ODIN "ALL FATHER" (supreme ruler of the gods)

Greater god

ARMOR CLASS: -6

MOVE: 15"

HIT POINTS: 400

NO. OF ATTACKS: 2

DAMAGE/ATTACK: By weapon type

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: + 3 or better
weapon to hit; also see below

MAGIC RESISTANCE: 85%

SIZE: M (6%)

ALIGNMENT: Neutral good

WORSHIPER’S ALIGN: Good and
neutral beings

SYMBOL: Watching blue eye

PLANE: Gladsheim (Valhalla)

(Special)/14th level druid
FIGHTER: 18th level ranger
MAGIC-USER/ILLUSIONIST: 30th level

magic-user
THIEF/ASSASSIN: Nil
MONK/BARD: 15th level bard
PSIONIC ABILITY: |
S:25(+7,+14) 1:25 W:25 D:25 C:25 CH:25

»- XV

While Odin is supreme among the gods, he has limitations that are dic-
tated by those that worship him. He cannot raise the dead, and healing
anyone forces him to sleep for 1-10 days. On the other hand, he has great
power in the form of personal attributes. His telepathy has a range of 300
miles, he shape changes at will, and he inspires berserker rages in all
beings he chooses within 30 yards of his person. Allies within 20 yards of
him gain 4 levels of fighting ability for a number of turns equal to the
original number of levels each of the individual beings had. If Odin be-
comes angry, he can paralyze any non-divine creature he transfixes with
his gaze (one being per round, save vs. paralysis at -4 applicable).



NORSE MYTHOS

Odin’s spear is called Gungnir; it is a +5 weapon, and in battle it points at
the strongest member of any enemy force (for Odin’s personal attention).
Furthermore, all adversaries within 20 yards when Odin holds it aloft are
stricken with fear (as the fear symbol). Those who Odin allows to touch
Gungnir (usually in battle) will be blessed with a double effect prayer for
the duration of the battle (but this takes one hit point away from the god
per touch). All enemies that dare touch Gungnir fare much worse:
touchers of a different alignment from Odin will be polymorphed into nor-
mal ants (no save); beings of the same alignment will suffer loss of 50% of
their original hit points. (NOTE: This works only when Odin is not fighting
with this weapon.)

Odin’s Bow is a +3 composite recurved bow and it can fire a total of 10
+3 arrows per melee round!

Odin’s Rune Wand is golden and etched with Norse Runes of Power on its
surface. It is an artifact and as such cannot be detected by magical de-
tection spells of any type. Every time this wand is used, the particular Rune
that represents the power called upon will shine. The wand’s powers are:

) asarod of rulership

) summons 1-4 elementals of the All Father’s choice once per week

) stores 12 spells of Odin’s choice

) drains 6 energy levels and 100 hit points everytime it is grabbed by
any other being in the universe

causes instantaneous death to any mortal touching it

Odin wears a + 5 corselet of mail and a +5 helm in battle.

His ring Draupnir is an item of great power. It produces a non-magical twin
to itself worth 30,000 gold pieces every night, if Odin desires. Odin often
gives these away to his faithful servants, the Einheriar, or those that please
him greatly.

Odin has a pair of ravens, a pair of wolves, and a magical horse that will
be dealt with later in this section.

His halls and lodgings are numerous. Among them are Valhalla (Odin’s
council hall and the hall of many of the other gods), Gladshelf, and his
palace Valaskialf, where Hlidskialf, his magical “all-seeing throne’” is
located (treat as unlimited duration crystal ball with clairaudience).

He occasionally walks among men in the guise of an old man riding a
mangy horse. This is to find out how his cult is doing on earth.

His curing power is rarely used, and never on non-gods. It forces him to go
into a temporary coma from which nothing can wake him. During these
times, great mischief is often done by Loki and others, making Odin very
reluctant to perform such healings.

Freke and Gere (Odin’s wolves)

FREQUENCY: Unique

NO. APPEARING: 2

ARMOR CLASS: 4

MOVE: 24"

HIT DICE/POINTS: 75 hp each

% IN LAIR: Nil

TREASURE TYPE: Nil

NO. OF ATTACKS: 1

DAMAGE/ATTACK: 2-20

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: Nil

MAGIC RESISTANCE: 50%

INTELLIGENCE: Very

ALIGNMENT: Neutral

SIZE: L (10" at the shoulder)

PSIONIC ABILITY: Nil
Attack/Defense Modes: Nil

LEVEL/X.P. VALUE: IX/8875

These creatures are giant black wolves with greying muzzles. They are
able to travel about the planes for Odin and tell him what is happening in
the various worlds. They are able to teleport at will through the planes,
and they can see any hidden object and sense all things magical. Their
bite does 2-20 points of damage and they use it in the service of Odin as
punishers whenever a human aids the giants against the gods. They attack
as 16+ hitdice monsters.

NORSE MYTHOS
Hugin and Munin (Odin’s ravens) ‘Thought & Memory "

FREQUENCY: Unique

NO. APPEARING: 2

ARMOR CLASS: 2

MOVE: 17/48"

HIT DICE/POINTS: 30 hp each

% IN LAIR: Nil

TREASURE TYPE: Nil

NO. OF ATTACKS: 1

DAMAGE/ATTACK: 1-8

SPECIAL ATTACKS: Nil

SPECIAL DEFENSES: Immune to magi-
cal control

MAGIC RESISTANCE: 75%

INTELLIGENCE: Very

ALIGNMENT: Neutral

SIZE: S (3')

PSIONIC ABILITY: Nil
Attack/Defense Modes: Nil

LEVEL/X.P. VALUE: VI/815

These ravens are used for aerial reconnaissance and are able to carry
verbal messages from Odin to those he wishes to communicate with. They
are immune to magical control of any type and have the ability to teleport
from plane to plane. They attack as 7 hit dice monsters, doing 1-8 points of
damage with shrewd strikes from their beaks.

They are Odin’s spies, and he is able to see and hear through them. When
the other gods are away from home, these creatures may be used to warn
them of impending attacks, which Odin may become aware of by using his
““all-seeing throne”’.

Sleipner (Odin's eight-legged steed)
FREQUENCY: Unique

NO. APPEARING: 1
ARMOR CLASS: -1

MOVE: 24"
HIT DICE/POINTS: 200 hp
% IN LAIR: Nil

TREASURE TYPE: Nil
NO. OF ATTACKS: 3
DAMAGE/ATTACK: 2-20/2-20/1-10
SPECIAL ATTACKS: Nil
SPECIAL DEFENSES: Nil
MAGIC RESISTANCE: 25%
INTELLIGENCE: Very
ALIGNMENT: Lowful neutral
SIZE: L (12’ at the shoulder)
PSIONIC ABILITY: Nil
Attack/Defense Modes: Nil
LEVEL/X.P. VALUE: X20,600

|

This animal usually won’t let anyone but Odin ride it, though it will at times
take beings in extreme need on one-ride trips to safety at Odin’s order.
Odin was known to honor some exceptionally fine heroes in death by let-
ting a Valkyrie pick that hero up on Sleipner.

In battle, the creature moves so fast and with such agility that only one
being can attack its rider per round. It also teleports at will through all the
planes and can be ridden in any medium (air, earth, water, and the like).

Sleipner is gray in color, with its shank section showing white on each of its
eight legs. The creature can pull amost any weight, but will only obey one
master at a time. It fights as a 16+ hit dice monster, biting for 1-10 points
and kicking with its fore-hooves for 2-20 points each.




NORSE MYTHOS
AEGIR (god of storms and the sea)

Lesser god

ARMOR CLASS: -5

MOVE: 42"

HIT POINTS: 387

NO. OF ATTACKS: 2

DAMAGE/ATTACK: 4-40 (+11)

SPECIAL ATTACKS: Nil

SPECIAL DEFENSES: See below

MAGIC RESISTANCE: 50%

SIZE: M (7')

ALIGNMENT: Chaotic neutral

WORSHIPER’S ALIGN: Chaotic
neutral

SYMBOL: Rough ocean waves

PLANE: Gladsheim

CLERIC/DRUID: 15th level cleric

FIGHTER: 15th level ranger

MAGIC-USER/ILLUSIONIST:
in each

THIEF/ASSASSIN: Nil

MONK/BARD: 5th level bard

PSIONIC ABILITY: V

S$:23(+5, +11) 1:23 W:18 D:23 C:24 CH:9

10th level

Aegir is neither Aesir nor Vanir, and is actually related to the Giants.

This god usually appears as a human with a long gray beard, and delights
in overturning ships and dragging them down to his realm under the water
if they have not sacrificed to him. He uses a club in the shape of a maiden
which does 4-40 points per strike. All those that meet him in battle under
the water are slowed (no saving throw). When in the seq, the god is 60
feet tall, and in this form will fight any of the Aesir and the Vanir who dare
to enter his realm without his permission. He has a great castle underwater
where he lives with Ran, his wife.

Aegir will calm storms as often as create them, especially if it will aid
those who are his friends. He is friendly and sociable with the Aesir, but
they keep a close watch on Aegir because of his unpredictable nature.

BALDER (god of beauty, “‘charisma’’)
Greater god

ARMOR CLASS: —4

MOVE: 18"

HIT POINTS: 388

NO. OF ATTACKS: 3/2

DAMAGE/ATTACK: 3-30 (+10)

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: See below

MAGIC RESISTANCE: 75%

SIZE: M (&)

ALIGNMENT: Neutral good

WORSHIPER’S ALIGN: Neutral good

SYMBOL: Gem-encrusted silver
chalice

PLANE: Gladsheim

CLERIC/DRUID: 12th level in each

FIGHTER: 10th level ranger

MAGIC-USER/ILLUSIONIST: Nil

THIEF/ASSASSIN: Nil

MONK/BARD: 20th level bard

PSIONIC ABILITY: VI

S:22(4+4,4+10) 1:24 W:24 D:24 C:25 CH:25

This god is able to grant 2 points of charisma to any being he wishes (once
in their life). Those mortal females that look upon this god must save or be-
come immediately ““enchanted” with his beauty. Those enchanted must
roll another magical saving throw; if they fail, they will follow his faith
with slavish devotion for the rest of their lives. The god may ask those
females with 15 or greater charismas to serve him personally in his hold-
ings on a 1% chance. He cannot be harmed by any weapon without mistle-
toe in it. He lives in Gladsheim in his hall of Breidablik.
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He fights with a +3 two-handed sword which does 3-30 points of damage.
No female of any species can attack him, even if controlled by someone
else.

BRAGI (god of poetry, eloquence, and song)
Lesser god

ARMOR CLASS: 4

MOVE: 18"

HIT POINTS: 370

NO. OF ATTACKS: 3/2

DAMAGE/ATTACK: 2-20 (+11)

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: See below

MAGIC RESISTANCE: 75% (when
singing, totally immune)

SIZE: M (6)

ALIGNMENT: Neutral good

WORSHIPER’S ALIGN: Neutral good
and all bard types

SYMBOL: Harp

PLANE: Elysium

CLERIC/DRUID: 10th level in each

FIGHTER: 7th level ranger

MAGIC-USER/ILLUSIONIST:
illusionist

THIEF/ASSASSIN: Nil

MONK/BARD: 23rd level bard

PSIONIC ABILITY: V

S:23(+5 +11) 1:24 W:24 D:25 C:25 CH:24

15th level

All beings with violence on their minds that come within 30 yards of Bragi
while he is singing will be overcome by the god’s song or verse (no save).
Beings so affected will lose all of their former intentions and join this god
for song and revelry until he is satisfied that they have learned their
lesson, whereupon he will set them free. Bragi cannot have violence on
his mind at this time either and this power will not stop the enemies of the
gods from fighting after the song is over. This power will work for up to 5
hours at a time with any given creature.

Any human hearing his Harp of Calm will cease fighting or quarreling for 7
days (unless attacked in that time). This harp has all the powers of all
magical bard instruments plus the ability to stop any creature from attack-
ing for a short period of time, plus the ability to uncharm anything.

There is a 5% chance that every bard of this religion, at the time of their
first performance in front of a crowd of more than 50 beings, will be
granted a “‘great legend’” by the god, in the form of knowledge of the
nearest lost treasure in the area.

The god strikes with a +2 sword for 2-20 points of damage.

'FENRIS WOLF

FREQUENCY: Unique

NO. APPEARING: 1

ARMOR CLASS: 4

MOVE: 24" /12"

HIT DICE/POINTS: 400 hp

% IN LAIR: Nil

TREASURE TYPE: Nil

NO. OF ATTACKS: 1

DAMAGE/ATTACK: 9-90

SPECIAL ATTACKS: Nil

SPECIAL DEFENSES: +4 or better
weapon to hit

MAGIC RESISTANCE: 99%

INTELLIGENCE: Average

ALIGNMENT: Chaotic evil

SIZE: L (50" at the shoulder)

PSIONIC ABILITY: Nil
Attack/Defense Modes: Nil

LEVEL/X.P. VALUE: X/33,200
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This wolfish monster lived in Asgard due to a technicality that allowed the
offspring of the gods (in this case Loki’s) to remain unharmed by other
gods. But this dangerous creature could not remain free. The dwarves
made the only chain that could bind it, forging it from thoughts and
concepts. This silken, golden thread stopped the creature from roaming, as
it was unbreakable until the time of Ragnarok.

The wolf’s bite does 9-90 points of damage, and if the total amount of
damage is more than half of the victim’s hit points, he or she will be
swallowed whole. In form, the creature looks like a giant timber wolf.

FJALAR (dwarven hero of the Durin race)

ARMOR CLASS: -3

MOVE: 12"

HIT POINTS: 99

NO. OF ATTACKS: 2

DAMAGE/ATTACK: 2-20/2-20

SPECIAL ATTACKS: Nil

SPECIAL DEFENSES: See below

MAGIC RESISTANCE: Standard

SIZE: S (4')

ALIGNMENT: Neutral

CLERIC/DRUID: 5th level cleric

FIGHTER: 10th level fighter

MAGIC-USER/ILLUSIONIST: Nil

THIEF/ASSASSIN: 10th level thief

MONK/BARD: Nil

PSIONIC ABILITY: Nil
Attack/Defense Modes: Nil

S:19(+3,+7) 1:15 W:15 D:18 C:18 CH:12

Fialar often defends the dwarves against the fire giants or their allies. He
uses two magical iron gauntlets in combat that let him punch for 2-20
points each with a +3 on “to hit” ability. His knowledge of magical
weaponry is so great that he cannot be hit by weapons of +2 or better
quality, because he is able to influence the magical properties of the
weapon to make it shun his skin.

Fjalar is the battle leader of his people, and he is often called on by his
race to bring vegeance down on their enemies.

FORSETI (god of justice) "Peacemaker”

Greater god

ARMOR CLASS: 4

MOVE: 18"

HIT POINTS: 389

NO. OF ATTACKS: 3/2

DAMAGE/ATTACK: 1-10 (+12)

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: See below

MAGIC RESISTANCE: 85%

SIZE: M (6)

ALIGNMENT: Lawful good

WORSHIPER’S ALIGN: Lawful good

SYMBOL: The head of a bearded
man

PLANE: Gladsheim

CLERIC/DRUID: 10th level druid

FIGHTER: 15th level ranger

MAGIC-USER/ILLUSIONIST:
in each

THIEF/ASSASSIN: Nil

MONK/BARD: Nil

PSIONIC ABILITY: I

S:24(+6, +12) 1:25 W:24 D:22 C:25 CH:23

10th level

This god’s hall is Glitner, which is said to be made out of gold and silver.
He is the son of Balder and has never been known to lie. His sword does 1-
10 points of damage and always hits a being that has lied in the last 7 days
or is chaotic.

All evil beings suffer a -1 on their chance to hit this god, and he attacks all
evil beings at a +2 bonus, both ““to hit” and damage. A +3 or better
weapon is needed to hit him.
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Forseti is called on time and time again to decide matters in which Odin
cannot be impartial. With his ability to detect lies, he is often needed to as-
certain the truth of certain stories the gods hear.

FOSSERGRIM (enchanted being)

FREQUENCY: Very rare
NO. APPEARING: 1
ARMOR CLASS: 0
MOVE: 9"/ /36"
HIT DICE/POINTS: 5 HD
% IN LAIR: 80%
TREASURE TYPE: D
NO. OF ATTACKS: 2
DAMAGE/ATTACK: By weapon type
SPECIAL ATTACKS: See below
SPECIAL DEFENSES: Regeneration,
also see below
MAGIC RESISTANCE: 100% in splash-
ing water, otherwise standard
INTELLIGENCE: Very
ALIGNMENT: Neutral
SIZE: M (&)
PSIONIC ABILITY: Nil
Attack/Defense Modes: Nil
LEVEL/X.P. VALUE: V/320 + 5 per
hp
These beings live in waterfalls. They appear to be normal men in chain-
mail and will act as such until attacked, or someone tries to force them
away from their waterfalls. They cannot live more than a mile from the
falls they have made their home. They are said to mate with maidens who
come to bathe in such places, and their offspring are always male and will
always find a waterfall to live in upon reaching maturity.

In battle, they cannot miss any being that stands in the water. In splashing
water they regenerate 5 points per melee round.

FREY (god of sunshine & the elves)
Greater god

ARMOR CLASS: -5

MOVE: 18"

HIT POINTS: 388

NO. OF ATTACKS: 32

DAMAGE/ATTACK: 2-20 (+ 12) or
special

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: + 3 or better
weapon to hit

MAGIC RESISTANCE: 75%

SIZE: M (6)

ALIGNMENT: Neutral good

WORSHIPER’S ALIGN: Neutral good

SYMBOL: Ice-blue two-handed
sword

PLANE: Gladsheim

CLERIC/DRUID: 13th level in each

FIGHTER: 15th level ranger

MAGIC-USER/ILLUSIONIST: 20th level
magic-user

THIEF/ASSASSIN: Nil

MONK/BARD: 15th level bard .

PSIONIC ABILITY: I D- g0

S:24(+6,+12) 1:24 W:23 D:24 C:25 CH:23

Frey is not an Aesir, but a Vanir, the son of Njord and Skadi. He is the god
of Fairyland and has at his command all the elves of that land. He is also a
weather deity and controls all manner of storms and calms.

Frey’s ship Skidbladnir, a gift from the dwarves, can hold all the gods and
their mounts, and travels at a rate of 60””. When not in use, it folds to fit the
god’s pocket as a 1 inch cube. It sails according to the verbal direction of
Frey.

Frey owns a magical boar and horse (details follow, below).
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The god lives and rules in Alfheim (fairyland) and when not there, is
served by a special mortal called Skirnir.

Frey’s +4 two-handed sword does 2-20 points of damage per hit on all
creatures but giants; it does 10-100 points to fire giants, and 5-50 to all
others.

Blodug-Hofi (Frey's horse)

FREQUENCY: Unique

NO. APPEARING: 1

ARMOR CLASS: 3

MOVE: 24/18"

HIT DICE/POINTS: 50 hp

% IN LAIR: Nil

TREASURE TYPE: Nil

NO. OF ATTACKS: 3

DAMAGE/ATTACK: 1-10/1-10/1-6

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: Resistant to fire

MAGIC RESISTANCE: 75%

INTELLIGENCE: Very

ALIGNMENT: Neutral

SIZE: L (9’ at the shoulder)

PSIONIC ABILITY: Nil
Attack/Defense Modes: Nil

LEVEL/X.P. VALUE: VIil/4,500

This horse teleports at will, and glows with the light of day in any battle.
This light kills all undead types with the touch of a light beam for those
within 200 yards.

Blodug-Hofi has a burnished coat of light brown and a pale white mane
and tail. It fights along with Frey in battle, and if its master is down it stays
near to defend him, which it will do unto death. It fights as an 11 hit dice
monster, biting for 1-6 points and kicking with each of its fore-hooves for 1-
10 points each. Its coat is fire resistant, giving it +4 on saves vs. fire at-
tacks, and subtracting 1 point per die of damage taken.

Gullin-Bursti (golden bristles — Frey’s golden boar)

FREQUENCY: Unique

NO. APPEARING: 1

ARMOR CLASS: —4

MOVE: 18"'/32"

HIT DICE/POINTS: 100 hp

% IN LAIR: 80%

TREASURE TYPE: Nil

NO. OF ATTACKS: 2

DAMAGE/ATTACK: 2-20/2-20

SPECIAL ATTACKS: Nil

SPECIAL DEFENSES: +2 or better
weapon to hit; regeneration

MAGIC RESISTANCE: 75%

INTELLIGENCE: Low

ALIGNMENT: Neutral

SIZE: L (10’ at the shoulder)

PSIONIC ABILITY: Nil
Attack/Defense Modes: Nil

LEVEL/X.P. VALUE: X/22,300

This creature appears to be a giant rust-colored boar with head bristles of
pure gold. Frey uses Gullin-Bursti to pull his war chariot into battle. The
boar was a gift of the dwarven race, and with a god on it it can teleport
where the god wills. It was much like Thor’s goats in that it could be eaten
during the day, and if its bones were not broken, it would regenerate at
night from the bones and skin. It normally regenerates 1 hit point per
round. The creature attacks as a 16+ hit dice monster.
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Skirnir (Frey’s shield-man)

ARMOR CLASS: -3

MOVE: 12"

HIT POINTS: 99

NO. OF ATTACKS: 32
DAMAGE/ATTACK: By weapon type
SPECIAL ATTACKS: Nil

SPECIAL DEFENSES: See below °
MAGIC RESISTANCE: Standard
SIZE: M (&)

ALIGNMENT: Neutral good
CLERIC/DRUID: Nil

FIGHTER: 9th level ranger
MAGIC-USER/ILLUSIONIST: Nil
THIEF/ASSASSIN: Nil
MONK/BARD: 5th level bard
PSIONIC ABILITY: VI
S:17(+1,+1) 1:14 W:18 D:18 C:18 CH:18

This fighter is loyal to the god Frey and is always at his side in battle. A split
second before he is struck by a blow or affected by a spell that would end
his life, he is automatically teleported to Alfheim, whether he wants to go
or not.

Skirnir wears + 4 chainmail and wields a + 3 two-handed sword.

FREYA (goddess of love and fertility)

Greater goddess

ARMOR CLASS: -3

MOVE: 18"'/48"

HIT POINTS: 339

NO. OF ATTACKS: 1

DAMAGE/ATTACK: By weapon type

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: + 3 or better
weapon to hit, also see below

MAGIC RESISTANCE: 80%

SIZE: M (6°) /

ALIGNMENT: Neutral good v

WORSHIPER’S ALIGN: Neutral good
and all lovers

SYMBOL: Falcon

PLANE: Gladsheim

CLERIC/DRUID: 15th level cleric/10th
level druid

FIGHTER: 7th level ranger

MAGIC-USER/ILLUSIONIST:
illusionist

THIEF/ASSASSIN: Nil

MONK/BARD: 12th level bard

PSIONIC ABILITY: VI

S:24(+6,+12) 1:24 W:24 D:24 C:25 CH:20

15th level

Freya commands all fire spells as a 30th level spell caster, and is able to
remove any curse with a touch of her hand. She often travels in falcon
guise, but she can shape change into any bird form. When traveling in
human form, she rides in a chariot pulled by 2 gigantic cats (AC5, HD 5, hp
30,D 1-8/1-8/1-12) which moves at a rate of 18”.

Freya uses a + 3 frost brand in battle. No avian or fire attack can hurt her.

Freya possesses the necklace Brisingamen, a piece of jewelry of fantastic
value (1 million gold pieces) that glows when a lie is told in its presence.
She also has a cloak of falcon feathers that allows her to fly in falcon form
at 48”7,

This goddess is the leader of the Valkyries, and sometimes accompanies
them to choose the slain at the greatest battles.

Freya is actually a Vanir, and the twin sister of Frey.



NORSE MYTHOS
FRIGGA (goddess of the atmosphere) *‘Wife of Odin"’

Greater goddess

ARMOR CLASS: -4

MOVE: 15"

HIT POINTS: 366

NO. OF ATTACKS: As per shape

DAMAGE/ATTACK: As per shape

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: + 3 or better
weapon to hit, also as per shape

MAGIC RESISTANCE: 75%

SIZE: M (&)

ALIGNMENT: Lawful neutral

WORSHIPER’S ALIGN: Lawful neutral 1

SYMBOL: Large cat

PLANE: Gladsheim

CLERIC/DRUID: 15th level cleric

FIGHTER: 7th level ranger

MAGIC-USER/ILLUSIONIST:
magic-user

THIEF/ASSASSIN: Nil

MONK/BARD: 10th level bard %7

PSIONIC ABILITY: /I

S$:20(+3,+8) 1:23 W:20 D:24 C:25 CH:25

~

18th level ﬁ

Frigga is able to control all forms of weather and is able to view any area
that has a breeze blowing through it. She has a magical necklace of black
opals that will charm anyone or anything she wishes within sight of it
(magic saving throw applicable). The charmed being will then be able to
do nothing but flatter the goddess.

There is a 1% chance (once a month) that the goddess will personally
deliver one worshiper who calls out her name from mortal danger.

In battle, the goddess shape changes into creatures and fights with their
powers. She starts out with dragon forms and goes to avian forms towards
the end of any given battle.

Her handmaidens are Valkyries; the names of some of them are Fulla,
Vara, Lofn, Vor, Gna, Eira, Hlin, Syn, Vjofn, and Snotra.

In her role as Odin’s wife, she is often worshiped by housewives and those
seeking marriage. She spins flax into gold for Odin’s clothes.

GARM (guardian of Hel-gate)

FREQUENCY: Unique

NO. APPEARING: 1

ARMOR CLASS: -1

MOVE: 18"

HIT DICE/POINTS: 200 hp

% IN LAIR: 95%

TREASURE TYPE: H, U

NO. OF ATTACKS: 1

DAMAGE/ATTACK: 6-60

SPECIAL ATTACKS: Fear

SPECIAL DEFENSES: +2 or better
weapon needed to hit

MAGIC RESISTANCE: 80%

INTELLIGENCE: Average

ALIGNMENT: Lawful evil

SIZE: L (12" at the shoulder)

PSIONIC ABILITY: Nil
Attack/Defense Modes: Nil

LEVEL/X.P. VALUE: X/26,200

This beast is responsible for guarding the gateway to the land of the dead,
so that beings do not enter or leave. It looks like a giant dire wolf with a
disproportionately large head. Over the centuries it has fought and killed
several heroes and gods who were trying to retrieve a loved one. Its
treasure consists of the goods of those who unsuccessfully attempted to
pass.
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The sight of this monster is so terrible that beings of the 6th level or less
will automatically flee in terror, and those of higher level must save vs. a
fear spell at —4.

Garm obeys the laws of Hel, and is allowed to travel on all planes when
Hel is out collecting dead and the way to her domain is magically closed.
When it travels, it takes a pack of 20 dire wolves along for company.

Garm attacks as a 16+ hit dice monster, biting with its huge jaws for 6-60

points of damage.

the Bifrost

""Guardian of

HEIMDALL (the bright god)
Bridge”’

Greater god

ARMOR CLASS: -5

MOVE: 15"

HIT POINTS: 390

NO. OF ATTACKS: 2

DAMAGE/ATTACK: 3-30 (+ 14) plus
see below

SPECIAL ATTACKS: Surprise

SPECIAL DEFENSES: Never surprised

MAGIC RESISTANCE: 80%

SIZE: M (7)

ALIGNMENT: Lawful good

WORSHIPER’S ALIGN: Lawful good
and magic-users

SYMBOL: His horn

PLANE: Gladsheim

CLERIC/DRUID: 12th level in each

FIGHTER: 17th level ranger

MAGIC-USER/ILLUSIONIST: Nil

THIEF/ASSASSIN: Nil

MONK/BARD: 8th level bard

PSIONIC ABILITY: 11l

S:25(+7,+14) 1:23 W:24 D:25 C:25 CH:23

This god’s main function is to guard Bifrost, the rainbow bridge. Heimdall
always attacks with surprise and is gifted with exceptional senses (eye-
sight, hearing, touch). His eyesight acts as an unlimited range and dura-
tion clairvoyance spell. He never travels about without his sword Hofud
(""head’”). This sword is a vorpal weapon, and is also a sword of frost giant
slaying. It inflicts 3-30 points of damage at a strike, plus Heimdall’s
strength bonus of 14 points.

Heimdall wears a + 3 white armor into battle that has the same effectas a
gem of brightness. His horn, called Gjaller, is the alarm system for Asgard.
Heimdall will blow a blast upon it to announce the coming of the frost
giants, and the gods and their hosts will issue out to fight the last battle
(Ragnarok). This horn is also sounded in a different way to proclaim a
visitor.

Heimdall is the sworn enemy of Loki, who mocks him and his steadfast
guardianship.
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HEL (goddess of death)

Greater goddess

ARMOR CLASS: -5

MOVE: Infinite

HIT POINTS: 350

NO. OF ATTACKS: 3.2

DAMAGE/ATTACK: 5-50 (+8)

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: See below

MAGIC RESISTANCE: 95%

SIZE: M (6%")

ALIGNMENT: Neutral evil

WORSHIPER’S ALIGN: All alignments

SYMBOL: Her face

PLANE: Hades

CLERIC/DRUID: 20th level cleric/10th
level druid

FIGHTER: 12th level ranger

MAGIC-USER/ILLUSIONIST:
in each

THIEF/ASSASSIN: 15th level assassin

15th level

MONK/BARD: 10th level bard
PSIONIC ABILITY: |
$:20(+3,+8) 1:24 W:25 D:24 C:25 CH:25

This goddess causes plagues, diseases, and pestilence with the wave of
her hand. These things will afflict the beings she looks at, taking away 5 hit
points per round until they are dead or cured. She strikes with a + 3 sword
that also causes disease whenever it hits, and does 5-50 points of damage
ata blow.

Within a 90 yard radius of her body is an aura of withering that subtracts 20
hit points from all those not making their magical saving throws. She is
also totally impervious to all physical weaponry.

The goddess of death lives in a dismal palace in the area of Hades known
as Niflheim. She appears as a gaunt woman, whose body is completely
white on the left side and jet black on the right. The left half of her face is
totally blank. She rides a white, spectral three-legged horse.

IDUN (goddess of spring and eternal youth)
Lesser goddess

ARMOR CLASS: -3

MOVE: 127°/18"

HIT POINTS: 329

NO. OF ATTACKS: 3/2

DAMAGE/ATTACK: By weapon type

SPECIAL ATTACKS: Nil

SPECIAL DEFENSES: +2 or better
weapon to hit

MAGIC RESISTANCE: 25%

SIZE: M (67)

ALIGNMENT: Chaotic good

WORSHIPER’S ALIGN: Chaotic good
and all farmers

SYMBOL: Apples in a wicker chest

PLANE: Gladsheim

CLERIC/DRUID: 15th level cleric/14th
level druid

FIGHTER: 7th level ranger

MAGIC-USER/ILLUSIONIST: Nil

THIEF/ASSASSIN: Nil

MONK/BARD: 13th level bard

PSIONIC ABILITY: V

$:20(+3, +8) 1:22 W:23 D:24 C:24 CH:24

This goddess protects the “Apples of Youth” which the gods eat to remain
immortal. These apples are able to return 10 years of youth and restore up
to 50 lost hit points per bite. These apples are carried in a 1 foot by 1 foot
wicker chest which always appears full of apples but can hold any amount
of them putin it. Idun is the wife of Bragi.
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JORMUNGANDR (Midgard Serpent)

FREQUENCY: Unique

NO. APPEARING: 1

ARMOR CLASS: -3

MOVE: See below

HIT DICE/POINTS: Head: 300 points;
Body: infinite

% IN LAIR: Nil

TREASURE TYPE: Nil

NO. OF ATTACKS: 1

DAMAGE/ATTACK: 5-50

SPECIAL ATTACKS: Constriction,
poison

SPECIAL DEFENSES: Regeneration

MAGIC RESISTANCE: 99%

INTELLIGENCE: Very

ALIGNMENT: Chaotic evil

SIZE: L (25,000 miles long)

PSIONIC ABILITY: Nil
Attack/Defense Modes: Nil

LEVEL/X.P. VALUE: X~ 55,000

Jormungandr was the offspring of Loki and the giantess Angur-boda, and
was the brother of the Fenris Wolf and Hel. By custom Odin could not slay
divine progeny, but he feared that the monster would cause trouble and
threw him into the sea when he was young. Jormungandr grew un-
checked, until at last he circled the earth and could bite his own tail. It is
the writhing of this great serpent that causes the tempests. Thor has tried
many times to slay him, but the Norns have foretold that he will not
succeed until the day of Ragnarok, when he will drown in a sea of venom
from the dying serpent.

Since the Midgard Serpent circles the world, he can shift his body and
locate his head anywhere he desires in one melee round. The head is the
only vulnerable spot on this monster, since he regenerates all damage in
the melee round after it is inflicted; this means that 300 or more points of
damage must be delivered to its head in one round in order to kill it. If
Jormungandr is slain, all beings within 50 feet of the head must save vs.
poison at -5 or die, as the creature spews forth its venom. Attacks on the
body of the serpent can be made, but they will prove fruitless as the body
(like the head) will regenerate all lost hit points in the next melee round,
even if totally severed.

Jormungandr bites once per round for 5-50 points of damage, and anyone
thus bitten must save versus poison at -5 or die within two melee rounds
from the extremely potent venom. The serpent can also make one con-
striction attack per round (near its head or anywhere along its body
length), doing 10-100 points. It attacks as a 16+ HD monster.

LOKI (god of mischief, strife and fire)

Greater god

ARMOR CLASS: —4

MOVE: 127/12"

HIT POINTS: 300

NO. OF ATTACKS: 32

DAMAGE/ATTACK: By weapon type

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: Immune to fire
and magical control, +3 or
better weapon to hit

MAGIC RESISTANCE: 75%

SIZE: M (6')

ALIGNMENT: Chaotic evil

WORSHIPER’S ALIGN: Chaotic evil

SYMBOL: Flame

PLANE: Pandemonium or Gladsheim

CLERIC/DRUID: 12th level in each

FIGHTER: 12th level ranger

MAGIC-USER/ILLUSIONIST: 11th level
magic-user/20th level illusionist

THIEF/ASSASSIN: 15th level assassin

MONK/BARD: 5th level in each

PSIONIC ABILITY: IV

S$:24(+6, +12) 1125 W:19 D:24

C:24 CH:24



NORSE MYTHOS

While this god moves among the others in Asgard, he is known to be the
one most likely to betray them to the giants. Depending upon his current
status with the other gods, he makes his home in Gladsheim or Pande-
monium. He is tolerated because he is blood brother to Odin and has acted
in the far past to save the Asgardians from certain death and destruction.
While the gcct can shape change at will, he usually relies on his power to
force beings t: o what he desires via his suggestion power. Looking at the
god for 3 meiee rounds or more negates all saving throws against that
suggestion, «nd this applies to all beings. (Magic resistance is still effec-
tive.) He wears a pair of boots that combine the powers of water walking,
flying, travelling, and speed.

Though Loki cannct be magically controlled, illusions will work on him, but
only when cas! by beings of greater than the 20th level.

are red and black and he wears them at all times, even

The god’s co
guiwe of something else.

MAGNI (god of strength)

Lesser god

ARMOR CLASS: —4

MOVE: 18"

HIT POINTS: 325

NO. OF ATTACKS: 2

DAMAGE/ATTACK: 8-80

SPECIAL ATTACKS: Nil

SPECIAL DEFENSES: +2 or better
(edged) weapon to hit

MAGIC RESISTANCE: 70%

SIZE: M (7')

ALIGNMENT: Chaotic good

WORSHIPER’S ALIGN: Chaotic good

SYMBOL: Mountain

PLANE: Gladsheim

CLERIC/DRUID: Nil

FIGHTER: 15th level fighter

MAGIC-USER/ILLUSIONIST: Nil

THIEF/ASSASSIN: Nil

MONK/BARD: 5th level bard

PSIONIC ABILITY: VI

S: 25 (special) 1:20 W:20 D:24 C:25 CH:22

Thor’s son, this god transcends the normal definition of strength in the
AD&D sense, in that his was supposed to be almost limitless.

He can bend anything he can grip, put his fist through anything, lift nearly
anything (judge’s option), even things that are supposed to be unliftable
like his father’s hammer. Any material object thrown at him, he can catch
and throw back at the caster (hitting 90% of the time), and with his +3
hammer he does 8-80 points of damage per strike.

This god is so tough and hardy that blunt weapons of any type cannot harm
him.

120

NORSE MYTHOS
MODI (god of courage and berserk rage)
Lesser god

ARMOR CLASS: —4

MOVE: 21"

HIT POINTS: 379

NO. OF ATTACKS: 2 (or4)

DAMAGE/ATTACK: 25 or 50

SPECIAL ATTACKS: Vorpal blade

SPECIAL DEFENSES: +2 or better
weapon to hit

MAGIC RESISTANCE: 95%

SIZE: M (7')

ALIGNMENT: Chaotic good

WORSHIPER’S ALIGN: Chaotic good

SYMBOL: Sword and hammer
crossed

PLANE: Gladsheim

CLERIC/DRUID: Nil

FIGHTER: 15th level fighter

MAGIC-USER/ILLUSIONIST: Nil

THIEF/ASSASSIN: Nil

MONK/BARD: 9th level bard

PSIONIC ABILITY: IV

S:24(+6, +12) 1:23 W:22 D:24 C:25 CH:25

Using a vorpal blade that strikes for 25 points of damage per hit (plus its
decapitating power), Thor’s son Modi is always in the forefront of any
battle, and his presence inspires his followers with such courage that they
do an extra 4 points of damage per hit (affecting all those in a 90 yard
radius). He is immune to all forms of magical control or illusions. In battle,
the god is able to “know’ when the best time comes to retreat and re-
group his forces for best effect.

After the god has sustained more than half of his hit points in damage, he
will go into a berserker rage which allows him to double all his powers in
combat, so that he hits 4 times per round for 50 points per hit.

NORNS (the fates)

ARMOR CLASS: 0

MOVE: 12/21"

HIT POINTS: 299 each

NO. OF ATTACKS: 1

DAMAGE/ATTACK: 1-10 plus special
(see below)

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: See below

MAGIC RESISTANCE: 80%

SIZE: M (5')

ALIGNMENT: Nevutral

WORSHIPER’S ALIGN: None

SYMBOL: Lightning bolt

PLANE: Concordant Opposition

CLERIC/DRUID: 12th level in each

FIGHTER: 5th level ranger

MAGIC-USER/ILLUSIONIST:
in each

THIEF/ASSASSIN: 10th level thief

MONK/BARD: 8th level in each

PSIONIC ABILITY: |

S:23(+5,+11) 1:22 W:25 D:23 C:25 CH:9

15th level

67¢ DEE 1980

The Norns, called Urd, Verdandi, and Skuld, represent the past, present,
and future, but they are only willing to tell of these things as long as they
deal with themselves or answer questions of slight import. They travel
about the Prime Material Plane in the form of swans, and in this shape they
deal out fate in the form of prophecy. At the birth of every mortal male,
they know what the babe’s fate will be and may tell if presented with ex-
pensive gifts of gold and silver (1% of the time). They tend the tree of life,
called Yggdrasil, and often advise the gods on special situations.

They fight with daggers, when forced into this situation, and their weapons
do 1-10 points of damage, plus the magical bonus of subtracting one point
from every ability score a being has (intelligence, wisdom, etc.), no saving
throw allowed. They are immune to all nonmagical attacks, i.e., they can
only be hurt by magic or magical weapons.
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The Norns are not normal goddesses, and do not have worshipers as such.
They weave the web of fate impartially.

SIF (goddess of excellence and skill in battle)
Lesser goddess

ARMOR CLASS: —4

MOVE: 18"

HIT POINTS: 349

NO. OF ATTACKS: 2

DAMAGE/ATTACK: 3-30 (+11)

SPECIAL ATTACKS: Nil

SPECIAL DEFENSES: Immune to
magical control, +2 or better
weapon to hit

MAGIC RESISTANCE: 80%

SIZE: M (67)

ALIGNMENT: Chaotic good

WORSHIPER’S ALIGN: Chaotic good

SYMBOL: Sword upraised

PLANE: Gladsheim

CLERIC/DRUID: 12th level druid

FIGHTER: 12th level ranger

MAGIC-USER/ILLUSIONIST: Nil

THIEF/ASSASSIN: Nil

MONK/BARD: 12th level in each

PSIONIC ABILITY: VI

S$:23(+5, +11) 1:24 W:22 D:25 C:25 CH:25

o¥%

Thor’s wife Sif has beautiful golden hair (a gift from the dwarves) and is
dressed in white and silver most of the time. She uses a + 3 sword in battle
which does 3-30 points of damage (plus her strength bonus).

She is the patron of young warriors, and there is a 1% chance that a 1st
leve! fighter devoted to her may receive a bless spell if he or she prays to
Sif before a battle.

SURTUR (lord of the fire giants)
Lesser god

ARMOR CLASS: -2

MOVE: 15"

HIT POINTS: 380

NO. OF ATTACKS: 2

DAMAGE/ATTACK: 6-60

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: Immune to fire,
+ 3 or better weapon to hit

MAGIC RESISTANCE: 60%

SIZE: L (207)

ALIGNMENT: Lawful evil

WORSHIPER’S ALIGN: Lawful evil
(fire giants)

SYMBOL: Fleming sword

PLANE: Gladsheim (Jotunheim)

CLERIC/DRU!D: 15th level cleric

FIGHTER: 20th level fighter

MAGIC-USER/ILLUSIONIST: 5th level
magic-user

THIEF/ASSASSIN: Nil

MONK/BARD: Nil

PSIONIC ABILITY: Nil

S$:25(+7,+~14) 1:19 W:i4 D:12 C:25 CH:20

Most fire giants regard Surtur as their leader and their deity. Deep in Jotun-
heim, Surtur waits for the day when he can lead the fire giants to the great
battle of Ragnarok.

Surtur looks like an immense fire giant, with crackling flames for hair and
eyebrows. He wears heavy iron armor which is hot to the touch (1-10
points of darmage to any who contact it with exposed flesh), and wields a
15-foot flam ng iron sword. He strikes with this twice per round, inflicting
6-60 points of damage on a hit. Surtur is immune to fire attacks of any kind.
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THOR (god of thunder)

Greater god

ARMOR CLASS: 4

MOVE: 18"

HIT POINTS: 399

NO. OF ATTACKS: 2(3)

DAMAGE/ATTACK: 10-100 (+16)

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: +3 or better
weapon to hit; and see below

MAGIC RESISTANCE: 80%

SIZE: M (7')

ALIGNMENT: Chaotic good

WORSHIPER’S ALIGN: All
alignments, especially warriors,
beings needing certain weather,
or ones wanting fair play

SYMBOL: Hammer

PLANE: Gladsheim

CLERIC/DRUID: 10th level druid

FIGHTER: 20th level fighter

MAGIC-USER/ILLUSIONIST: Nil

THIEF/ASSASSIN: Nil

MONK/BARD: 3rd level bard

PSIONIC ABILITY: VI

S: 25 (Special: +7, +16)

1:20 W:20 D:25 C:25 CH:24

Thor appears as a large red-haired and red-bearded man dressed in black
and yellow + 3 chainmail. He rides through the sky on his golden chariot,
which is pulled by his two magical goats, Tanngrisner and Tanngjost. Thor
is a particular friend to mankind among the Norse gods, and will often
alert his worshipers to incursions of evil. The god often fights on Glads-
heim against giant types, and his name is enough to make giants check
morale. When within 90 yards of him, the servants and allies of Thor gain a
benefit of +2 on all dice throws.

Thor’s normal strength is 25, but he has a magical girdle and a magical
glove which enable him to exceed even this limit. Meginjarder, his girdle,
gives him the strength to wield his mighty hammer (described below), and
enable him to break any barrier or object. His magical glove, Jarn Grieper,
gives him the ability to strike three times per melee round and to handle
his hammer even while red-hot.

Mijolnir, Thor’s +5 magic hammer, has the following abilities:
It does 10-100 points of damage.

It can be thrown up to 200 yards, and it never misses when thrown. It
returns to Thor’s hand automatically. (If Thor throws Mjolnir, that is his
only attack in that round.)

It can cast lightning bolts at any target within sight, up to a total of 100
dice of lightning bolts per day. This base 100 dice can be broken up into
lightning bolts of any size Thor desires, i.e., 25 4 dice bolts, or 10 3 dice
bolts and 1 70 dice bolt, etc.

It is so heavy that only beings with a strength of 25 can even lift it, and
it requires more than a 25 strength to wield it as a weapon.

When Thor throws Mjolnir, it trails a lightning bolt behind it, and when
it hits, there is a large clap of thunder which affects all beings within

30’ as a power word, stun (save vs. magic negates).

If any other being uses a lightning spell within 200" of Thor, it will auto-
matically turn and strike the caster, whether the Thunderer wills it or not.

All of Thor’s clerics rely on hammers for their weapons.
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NORSE MYTHOS
Tanngrisner & Tanngjost (Thor's goats)

FREQUENCY: Unique
NO. APPEARING: 2
ARMOR CLASS: 0
MOVE: 24''/24"
HIT DICE/POINTS:
% IN LAIR: Nil
TREASURE TYPE: Nil
NO. OF ATTACKS: 3
DAMAGE/ATTACK: 3-24
SPECIAL ATTACKS: Nil
SPECIAL DEFENSES: See below
MAGIC RESISTANCE: 25%
INTELLIGENCE: Low
ALIGNMENT: Neutral
SIZE: L (9" at the shoulder)
PSIONIC ABILITY: Nil
Attack/Defense Modes: Nil
LEVEL/X.P. VALUE: X/14,100

100

These two enchanted animals are used to pull Thor’s chariot through the
air and on the land.

The creatures are often eaten by Thor and his friends, as they magically
regenerate from the bones and skin with the light of the morning sun.

They appear as giant goats. Tanngrisner is white and Tanngjost is black.
They attack by butting with their large horns. They add +6 to damage
inflicted when they charge, and they attack as 16+ hit dice monsters.

THRYM (lord of the frost giants)

Lesser god

ARMOR CLASS: -2

MOVE: 15"

HIT POINTS: 300

NO. OF ATTACKS: 2

DAMAGE/ATTACK: 4-40 (+ 14)

SPECIAL ATTACKS: Nil

SPECIAL DEFENSES: + 3 or better
weapon to hit, immune to cold
attacks

MAGIC RESISTANCE: 60%

SIZE: L (217)

ALIGNMENT: Chaotic evil

WORSHIPER’S ALIGN: Chaotic evil
(frost giants)

SYMBOL: White double-bladed
axe

PLANE: Glodsheim (Jotunheim)

CLERIC/DRUID: 10th level cleric

FIGHTER: 20th level fighter

MAGIC-USER/ILLUSIONIST: 3rd level
illusionist

THIEF/ASSASSIN: Nil

MONK/BARD: Nil

PSIONIC ABILITY: Nil

S:25(47,+14) 1:16 W:12 D: 2]

C:25 CH:20

Thrym is both leader and deity of the frost giants. Like Surtur, he waits for
the day when he can lead the frost giants against the Aesir in the last
battle. Thrym wields a huge +3 doublebladed axe which inflicts 4-40
points of damage on a hit. He wears a coat of white fur over his suit of
chainmail. Otherwise, he appears much like an oversized frost giant.

Thrym has ten brothers who are in most ways like normal frost giants (AC
4, MV 12”7, #AT 1, D 4-24). However, each has 100 hit points and attacks as
a 16+ hitdice monster.
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NORSE MYTHOS
TYR (god of war and law)
Greater god

ARMOR CLASS: -5

MOVE: 18"

HIT POINTS: 380

NO. OF ATTACKS: 3

DAMAGE/ATTACK: 2-20 (+12)

SPECIAL ATTACKS: Nil

SPECIAL DEFENSES: + 3 or better
weapon to hit, and see below

MAGIC RESISTANCE: 25%

SIZE: M (6)4')

ALIGNMENT: Lowful good

WORSHIPER’S ALIGN: All warriors

SYMBOL: Sword

PLANE: Gladsheim

CLERIC/DRUID: 13th level druid

FIGHTER: 25th level paladin

MAGIC-USER/ILLUSIONIST: 10th level
illusionist

THIEF/ASSASSIN: 15th level thief

MONK/BARD: 10th level in each

PSIONIC ABILITY: |

S:24(+6,+12) 1:20 W:20 D:25 C:25 CH:24

Tyr appears as a powerful-looking bearded man who has lost his right
hand. It was the losing of this hand that firmly established Tyr as the god of
law and trust. When the dwarves finally forged a cord that could bind the
Fenris Wolf, the great monster would only consent to having the cord put
upon it if one of the Aesir would place his hand in the Wolf’s mouth. Tyr,
knowing what was planned, placed his right hand in Fenris’ mouth without
hesitation. When Fenris found that he was bound, he bit off Tyr’s hand, but
he could not escape. By honoring this contract, Tyr became the god of law.

In his aspect of war god, Tyr watches over the Valkyries and makes sure
that only the most valiant mortal warriors are taken to Odin at Valhalla.

Tyr wields a +3 sword in his left hand that does 2-20 points of domage on
a hit. He automatically senses the presence of any thief who comes within
100" of him, and he can see invisible objects

ULLER (god of hunting, archery and winter)
Lesser god

ARMOR CLASS: -3

MOVE: 24"

HIT POINTS: 390

NO. OF ATTACKS: 2

DAMAGE/ATTACK: 2-20(+11)

SPECIAL ATTACKS: Longbow

SPECIAL DEFENSES: + 2 or better
weapon to hit; immune to fire,
cold, lightning and elementals

MAGIC RESISTANCE: 50%

SIZE: M (77)

ALIGNMENT: Chaotic neutral

WORSHIPER’S ALIGN: Chaotic
neutral

SYMBOL: Longbow

PLANE: Glaodsheim

CLERIC/DRUID: 13th level druid

FIGHTER: 18th level ranger

MAGIC-USER/ILLUSIONIST:
illusionist

THIEF/ASSASSIN: 12th level assassin

MONK/BARD: 12th level bard

PSIONIC ABILITY: |

S:23(+5,+11) 1:24 W:24 D:25 C:25 CH:25

12th level

Uller was once a great god, but his power has waned with the ascension of
Odin. As the greatest hunter of the Aesir, Uller spends a great deal of time
in the wilderness areas of Asgard, and is thus immune to the effects of the
elements. He cannot be harmed by fire, cold, lightning, or any of the
various elementals.



NORSE MYTHOS

Though Uller is in many ways an outsider, the other Aesir have a high
regard for his capabilities, and he has been known to temporarily rule in
Odin’s place when Odin was elsewhere.

Uller is the patron of archers, and a mighty bowman. He uses a +5 long
bow; he can shoot it at any target that he can see, with no range penalties,
and he never misses targets less than 200" away. He also wields a +4
two-handed sword that strikes for 2-20 points of damage (plus strength
bonus).

Uller is also the god of winter, and sometimes gives aid to those less able
to survive it than he.

VALKYRIES ‘‘Choosers of the Slain’

ARMOR CLASS: -2
MOVE: 15"
HIT POINTS: 100
NO. OF ATTACKS: 2
DAMAGE/ATTACK: By weapon type
SPECIAL ATTACKS: Nil
SPECIAL DEFENSES: Nil
MAGIC RESISTANCE: 25%
SIZE: M (5%4')
ALIGNMENT: Chaotic neutral
CLERIC/DRUID: Nil
FIGHTER: 15th level fighter
MAGIC-USER/ILLUSIONIST: Nil
THIEF/ASSASSIN: Nil
MONK/BARD: 8th level bard
PSIONIC ABILITY: Nil

Attack/Defense Modes: Nil
$:19(+3,+7) 1117 W:17 D:18 C:19 CH: 19
These warrior maidens ride pegasi of maximum hit points. These mounts
are the offspring of Sleipner. It is the Valkyries’ duty to bring the souls of
the best and most valiant slain warriors from battlefields to Valhalla, the
hall of Odin. They act as serving maids in Odin’s hall and as handmaidens
to Frigga. When they ride forth to choose the slain, their armor gives off a
pearly, flickering light that is said to cause the Aurora Borealis. They travel
ethereally, and are only visible to warriors in mortal danger.

NORSE MYTHOS
VIDAR (god of strength and silence)
Lesser god

ARMOR CLASS: -3

MOVE: 21"

HIT POINTS: 380

NO. OF ATTACKS: 2

DAMAGE/ATTACK: 8-80

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: Silence, +2 or
better weapon to hit

MAGIC RESISTANCE: 95%

SIZE: L (20')

ALIGNMENT: Chaotic good

WORSHIPER’S ALIGN: Chaotic good

SYMBOL: Iron shoe

PLANE: Gladsheim

CLERIC/DRUID: 10th level druid

FIGHTER: 18th level ranger

MAGIC-USER/ILLUSIONIST: Nil

THIEF/ASSASSIN: Nil

MONK/BARD: Nil

PSIONIC ABILITY: VI

S:25(+7,+14) 1:20 W:19 D:25 C:25 CH:22

Vidar, a son of Odin, is a stoic bastion of strength for the Aesir in times of
need. He speaks only when he must, and then he uses as few words as
possible. Though not a sociable god, his hate of evil is strong, and when
the Aesir don’t need him, he combats it in his own way.

Though not a greater god, Vidar’s strength and constitution are renowned,
and he is a fearsome opponent to enemies such as giants. On his right foot
he wears a magical iron shoe, with which he can strike twice per round for
8-80 points of damage. Any object or person that Vidar steps on with this
shoe (successful ““to hit’”” roll required) will be pinned until the god
chooses to let them go. No creature can fight or cast spells when under
Vidar’s shoe.

At will, Vidar can make a 24" radius around himself completely silent. This
effect cannot be countered by dispel magic, spell turning, or anything else.
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SUNERIAN - AYTHOS

This culture was among man’s first attempts at civilization, and it is one of
man’s first recorded religions. Because of this, the gods are unusually close
to their worshipers and every worshiper is a servant of his or her god. We
constantly see a willingness to help that is soon lost to all other mythoi.

Every city has its patron deity; all the people belong to that temple and
none other. All officials of the city are clerics of the temple and the high
priest is always the king or queen of that city-state. The temples have a
stepped pyramid shape in the manner of the Aztec temples.

Sacrifices and gifts to the deities are all made as items that will dress up
altars and the temple surroundings; the richer and more valuable the
better. The clerics themselves make items to be directly sacrificed to the
gods by burning at the same time that human lives are sacrificed to the
gods (primarily condemned criminals).

Each temple has an image of its god on a raised platform in an inner shrine
closed off to the public. Before the image is a table used as an altar that
has all the gifts of the year placed upon it. There is a central courtyard
beyond the main entrance for public worship. The building will have side
chapels and storerooms of several types. The main entrance to the temple
is set at right angles to the inner temple. The more important temples are
raised up on artificial hills (or ziggurats) of red brick.

Clerics serve the best meat and drink to the gods on special tables beside
altars. This food is burnt every night for the gods’ use. The seventh, fif-
teenth, and twenty-fifth days of the month are holy days. A sacrifice is al-
ways held on the night of the new moon.

There are three degrees of punishment for clerical sins. Committing the
first major transgression results in an acute severe gastro-intestinal disease
(as per DMG) for the offending cleric. The second transgression results ina
punishment of 15 troubles, each worse than the last (though none are
automatically fatal). Thus, a cleric might be stung by a bee, then sprain an
ankle, then suffer food poisoning, etc. If these warnings are not enough,
the third transgression results in the death of the offending one. Any trans-
gression can be erased in the sight of the deity by a sacrifice sufficient in
proportion to the nature of the offense. These sacrifices must be important
and/or expensive.

Clerics of this pantheon must shave all hair from their bodies and wear
kilts and robes of white with colorful borders. The shape and color of the
border indicates the cleric’s patron deity. Female clerics wear rounded
conical hats to cover their baldness.

Note: The geographical area of the Sumerian mythos is almost exactly the
same as the Babylonian. Though separated by time, they share similar
cultures and ideas. (This overlap is in much the same manner as that of the
Greek and Roman mythoi.) While we could have listed these groups to-
gether, we thought that there was enough diversity between these two
sections to warrant separation. In some cases, this diversity has been
deliberately increased in order to prevent overlap.

ENLIL (air & war god) "'ruler of the pantheon”
Greater god

ARMOR CLASS: -2

MOVE: 12"/36"

HIT POINTS: 400

NO. OF ATTACKS: 2

DAMAGE/ATTACK: 50 points

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: See below

MAGIC RESISTANCE: 50%

SIZE: M (6%")

ALIGNMENT: Neutral good

WORSHIPER’S ALIGN: All good
alignments

SYMBOL: Pickaxe

PLANE: Elysium

CLERIC/DRUID: 20th level cleric

FIGHTER: 19th level ranger

MAGIC-USER/ILLUSIONIST: 15th level
magic-user

THIEF/ASSASSIN: Nil

MONK/BARD: 12th level bard

PSIONIC ABILITY: Nil

S:25(+7,+14) 1:25 W:25 D:23 C:25 CH:24

Enlil always appears as a tall man with a heavy dark beard and curly hair.
At will, the god can shape change, and can ESP at any distance. Enlil can
raise electrical storms, and from them direct lightning bolts at targets up to
a mile distant, doing 40 points of damage per strike (save vs. spells for half
damage). Unlike the other deities of this pantheon, Enlil has the power to
raise the dead. Enlil takes no damage from lightning or electrical attacks.

In battle, the god wears a war helm that is not affected by anything. When
Enlil is wearing it, he feels no shock or harm from objects hitting the helm.
In any given melee, when attacked by only one weapon, that weapon is
forced to hit the helm (no saving throw). In other words, if Enlil were fight-
ing Thor, who uses Mjolnir, the hammer would be forced to hit the helm
every time, no matter what Thor wanted, and Enlil would feel nothing. If
attacked by two or more weapons, Enlil chooses which shall strike his
helm. The god wields a stone axe in battle that does 50 points of damage
per strike, but no damage if it hits metal. (Enlil’s percentage chance of not
hitting metal (if in combat with a metallically-armored opponent) is equal
to the base armor class of the opponent times ten. For example, Enlil
would have only a 30% chance of striking an unarmored portion of a
person in plate mail, if he ““hits”’.) Enlil’s axe does disenchant any magic
item that it comes in contact with (no save). It cannot be broken, will tele-
port to the god’s hand if taken more than 100 feet from the body of the
god, and has a 25% chance of negating any spell tossed at the god before
the spell reaches him. (In addition, Enlil has 50% magic resistance, and a
saving throw, if applicable.)
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SUMERIAN MYTHOS
ENKI (god of the rivers & oceans)
Greater god

ARMOR CLASS: -2

MOVE: 12°/24"

HIT POINTS: 388

NO. OF ATTACKS: 3/2

DAMAGE/ATTACK: 35 points

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: See below

MAGIC RESISTANCE: 50%

SIZE: M (&)

ALIGNMENT: Lawful neutral

WORSHIPER’S ALIGN: Lawful neutral

SYMBOL: Ibex (mountain goat)

PLANE: Nirvana

CLERIC/DRUID: 20th level cleric

FIGHTER: 13th level paladin

MAGIC-USER/ILLUSIONIST: 13th level
in each -«

THIEF/ASSASSIN: Nil

MONK/BARD: 10th level bard

PSIONIC ABILITY: Nil

S$:23(+5, +11) 1:25 W:24 D:23 C:25 CH:23

This god is always green in color in any of his human manifestations. At
will, he shape changes. Enki is aware of and can summon any being that
has died in the water to do his bidding. (One being of any species can be
summoned per day. The summoned being instantly appears and does the
bidding of the god; that particular being cannot be summoned ever
again.) Enki moves like a blink dog, and is immune to all forms of heat. He
can only teleport to areas where there is water in quantities of more than
50 gallons.

The god is known for his great hatred of demons, and he will slay any
person in his presence that has ever dealt with these monsters in a friendly
manner. In battle, he fights the strongest enemy facing his group first. He
uses a small jade green mace that has several powers: it strikes for 35
points of damage on a successful hit; it is ethereal when not held by the
god; it negates any spell below the 6th level cast at the god; and it will
never cause harm to a lawful neutral being it strikes. His armor, helm, and
shield are made out of water, and automatically absorb the first two hits
made against the god in any given melee round.

Enki is also the patron of jewelers, goldsmiths, and stonecutters. Naturally,
because of Enki’s interest in this area, only the finest jewels, gold items,
and carvings can be given to the god’s temples in homage.

INANNA (war goddess/goddess of love)
Greater goddess

ARMOR CLASS: -2

MOVE: 12"/24"

HIT POINTS: 391

NO. OF ATTACKS: 2

DAMAGE/ATTACK: 25 points

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: See below

MAGIC RESISTANCE: 66%

SIZE: M (67)

ALIGNMENT: Lawful evil

WORSHIPER’S ALIGN: Warriors and
lovers

SYMBOL: A shepherd’s staff

PLANE: Nine Hells

CLERIC/DRUID: 10th level in each

FIGHTER: 20th level ranger

MAGIC-USER/ILLUSIONIST: 12th level
in each

THIEF/ASSASSIN: 15th level thief

MONK/BARD: 10th level bard

PSIONIC ABILITY: Il

S$S:20(+3, +8) 1:21 W:19 D:25 C:24 CH:25

This goddess usually appears in the form of a beautiful woman, and will
on rare occasions pick exceptionally brave warriors in battle and aid them.

SUMERIAN MYTHOS

This aid takes the form of that warrior never being hit, always making his
or her saving throw, and never missing an attempted hit. This lasts for the
duration of the melee.

At will, the goddess can shape change, animate statutes of herself in her
temples, and can summon from the dead any being she has killed in a past
battle to aid any given side (only on a one time basis per being).

She uses a small double bladed brass axe in battle that has the following
abilities: it strikes for 25 points of damage per hit, causes any armor it
strikes to turn to dust (no saving throw), and the user is never surprised.
Her breast plates negate any damage caused by heat, cold, fang, or claw
to her body.

The goddess is a fickle being and requires the sacrificing of the best in
magical or high quality weapons on her altars.

In battle, she drives a chariot pulled by seven lions to which she has given
the gift of flight (MV 30”). They are otherwise normal beasts which are
under her complete control.

Kl (goddess of nature)
Greater goddess

ARMOR CLASS: -2

MOVE: 157/36"/ /36"

HIT POINTS: 380

NO. OF ATTACKS: 0

DAMAGE/ATTACK: Nil

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: See below

MAGIC RESISTANCE: 90%

SIZE: M (5°)

ALIGNMENT: Neutral

WORSHIPER’S ALIGN: Neutral

SYMBOL: Iris

PLANE: Prime Material Plane

CLERIC/DRUID: 30th level cleric/14th
level druid

FIGHTER: 10th level paladin

MAGIC-USER/ILLUSIONIST: 20th level
in each

THIEF/ASSASSIN: Nil

MONK/BARD: 20th level bard

PSIONIC ABILITY: |

S:25 1:23 W:25 D:23 C:25 CH:25

Ki appears as an elfin woman of great beauty. The goddess cannot be
touched by anything material cast through the air at her. At will, she can
shape change (into non-monster forms only). She can give the “luck of the
gods” to those she favors. This luck takes the form of the recipient always
making his or her saving throw and only suffering half damage from any
attack; this lasts for a 24 hour period.

Any non-monster animal of any species is hers to summon instantly, in any
number up to 100. No species can be summoned more than once per
week. Thus, she can summon 100 tigers, 100 lions, 100 condors, etc., in any
given week and they will instantly come to her call. She can only summon
one type of creature at a time. She also has the power to instantly know
where any given thing is on the surface of the earth.

When forced to do combat, she will take only half damage from any attack
and will always make her saving throw on all things.

Ki’s clerics are druids; her Great Druid may receive communications direct-
ly from the goddess.




SUMERIAN MYTHOS
NANNA-SIN (moon god)
Lesser god

ARMOR CLASS: -2

MOVE: 12"'/24"

HIT POINTS: 339

NO. OF ATTACKS: 2

DAMAGE/ATTACK: 30 points

SPECIAL ATTACKS: Nil

SPECIAL DEFENSES: See below

MAGIC RESISTANCE: 75%

SIZE: M (6')

ALIGNMENT: Chaotic good

WORSHIPER’S ALIGN: Chaotic good

SYMBOL: Jet black axe over the
moon

PLANE: Elysium

CLERIC/DRUID: 13th level in each

FIGHTER: 16th level fighter

MAGIC-USER/ILLUSIONIST: 15th level
in each

THIEF/ASSASSIN: Nil

MONK/BARD: 15th level bard

PSIONIC ABILITY: Nil
S$:25(+7,+14) 1:24 W:25 D:19 C:23 CH:25

This human-appearing god is always bathed in a blue glow that acts as a
rod of beguiling to all who come within 10 feet of it. At will, Nanna-Sin can
negate any of the following: heat, cold, electricity, light, and darkness.

He uses a +3 jet black axe in battle which strikes for 30 points of damage
per hit; it also acts as asword of sharpness.

NIN-HURSAG (goddess of the earth)
Lesser goddess

ARMOR CLASS: -2

MOVE: 9/12"

HIT POINTS: 355

NO. OF ATTACKS: 372

DAMAGE/ATTACK: 2-20

SPECIAL ATTACKS: Gravity control,
withering

SPECIAL DEFENSES: See below

MAGIC RESISTANCE: 50%

SIZE: M (67)

ALIGNMENT: Neutral

WORSHIPER’S ALIGN: Neutral

SYMBOL: Blue-white diamond

PLANE: Elysium

CLERIC/DRUID: 13th level druid

FIGHTER: 11th level fighter

MAGIC-USER/ILLUSIONIST: 30th level
magic-user

THIEF/ASSASSIN: Nil

MONK/BARD: Nil

PSIONIC ABILITY: Nil

S$:23(+5, +11) 1:23 W:23 D:23 C:23 CH:23

This deity always appears as a dark-skinned female. She is mistress of

SUMERIAN MYTHOS

gravity and magnetism and has complete control over these forces. She
can give the gift of flight to those she especially favors. She also has the
power to wither those she hates. This withering takes the form of a special
9th level spell that works like three charges from a staff of withering. It re-
quires the same components as a wish spell.

UTU (sungod)

Greater god

ARMOR CLASS: -2

MOVE: Infinite

HIT POINTS: 377

NO. OF ATTACKS: 3/2

DAMAGE/ATTACK: 50 points

SPECIAL ATTACKS: Light rays, poly-
morphing

SPECIAL DEFENSES: Heat aura,
regeneration

MAGIC RESISTANCE: 90%

SIZE: M (6)

ALIGNMENT: Chaotic good

WORSHIPER’S ALIGN: Chaotic good

SYMBOL: Radiant sun disc

PLANE: Nirvana

CLERIC/DRUID:
level druid

FIGHTER: 13th level ranger

MAGIC-USER/ILLUSIONIST:
in each

THIEF/ASSASSIN: Nil

MONK/BARD: 5th level bard

PSIONIC ABILITY: VI

S$:24(+6, +12) 1:20 W:22 D:22 C:24 CH:25

15th level cleric/14th

15th level

This deity, always in human form, is constantly bathed in a dazzling 10
radius yellow glow. The glow causes all enemies to suffer a -2 on all
strikes at the god, and all undead wither to dust at a touch of his glow. He
can cast two light rays per round at anything in sight, each of which does
20 points of damage when they hit (save vs. spells for half damage). He
regenerates all lost hit points when touched by heat of any degree above
100° F, and he is able to polymorph living matter into dirt, with a -3 on the
being’s saving throw.

In battle, the god throws bits of the sun he has pulled away. These sun-bits
can be thrown up to 2 miles away from the god, and they strike for 50
points of heat damage when they hit. His aura also causes anything strik-
ing his body to melt unless the thing is indestructible.

CLOUD CHARIOTS

All of the gods and goddesses have cloud chariots at their personal com-
mand. These devices appear to be clouds that give off a dazzling radiance.
When a god steps on them, they become platforms of transportation for
the gods and also a means to impress worshipers and non-believers alike.

A cloud chariot travels at a rate of 24", and can teleport itself to any place
where there are clouds in the sky. It is unaffected by any material force
and is never destroyed. The gods will always appear to their clerics on
such devices to prove that they are gods. These devices are capable of
carrying anything the controlling deity wishes.
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APPENDICES

APPENDIX 1: THE KNOWN PLANES OF EXISTENCE

There exists an infinite number of parallel universes and planes of exist-
ence in the fantastic “multiverse”” of ADVANCED DUNGEONS & DRAG-
ONS. All of these “worlds’” co-exist, but how “’real’” each is depends en-
tirely upon the development of each campaign referee. The charts and ex-
planations which follow show only the various planes tied to that of nor-
mal existence. The parallel universes are not shown, and their existence
might or might not be actual.

THE INNER PLANES
The Prime Material Plane

The Prime Material Plane (or Physical Plane) is at the ““center’” of the Inner
Planes. It houses the universe and all of its parallels. It is the plane of
Terra, and your campaign, in all likelihood. The Prime Material is bounded
or permeated by all of the Inner Planes and the Astral Plane. The Prime
Material Plane is made up of the four elements plus positive and negative
energy.

The Positive Material Plane

This is a place of energy and light, the place which is the source of much
that is vital and active, the power supply for good. Any creature from the
Prime Material that tried to enter the Positive Material Plane (e.g. from the
Ethereal Plane) would probably be instantly consumed by the powerful
energies there.

The Negative Material Plane

This is a place of anti-matter and negative force, the source of power for
undead, the energy area from which evil grows. No one is certain what
types of creature may exist on the Negative (or Positive) Material Plane.
Any creature from the Prime Material Plane would probably be completely
drained of all life and energy.

The Elemental Planes

The planes of Air, Earth, Fire and Water “’surround”’ the Prime Material
Plane. Fig. 1 shows one way of visualizing their relationship to each other
and the other Inner Planes. The Elemental Planes are represented by the
band that surrounds the Prime Material Plane(s). Don’t be fooled by the
apparent sizes of the planes represented in Fig. 1. There are an infinite
number of parallel Prime Material Planes, and each and every one of
these are bounded by the Elemental Planes, so the Elemental Planes are
themselves infinite, in effect. Fig. 2 shows one way of visualizing the
Elemental Planes’ relationship to each other. It is possible to actually phy-
sically move from one Elemental Plane to another by moving through the
Para-Elemental Planes.

The Elemental Planes are the homes of many different kinds of elemental
creatures, and some of them have the ability to travel to the Prime
Material Plane. There is probably more traffic between the Prime Material
and the Elemental planes than between any others. This is usually either
direct travel (through gates or summoning) or by way of the Ethereal
Plane. There are also nexial points in distant, out-of-the-way places on the
Prime Material Plane that lead directly to the Elemental Planes. These
nexial points would most likely be found in the deepest ocean (to the
Plane of Water), high in the atmosphere (to the Plane of Air), far under-
ground (to the Plane of Earth), or in an active volcano (to the Plane of
Fire). Temporary nexial points may also be established occasionally, such
as an opening to the Elemental Plane of Fire in the middle of a raging for-
est fire.

The Para-Elemental Planes

Where the Elemental Planes meet are the lesser Para-elemental Planes.
These are:

The Plane of Ice, where Air and Water meet.

The Plane of Dust, at the conjunction of Air and Fire.

The Plane of Heat, where Fire and Earth converge (lava).
The Plane of Vapor, at the meeting of Earth and Water.

FIG. 1 THE INNER PLANES
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PRIME MATERIAL PLANE

ELEMENTAL PLANES

NEGATIVE MATERIAL
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KNOWN PLANES OF EXISTENCE

FIG. 2 THE ELEMENTAL PLANES

These planes are home to many para-elementals, and they can be
reached in the same manners the Elemental Planes can be reached.

The Ethereal Plane

The Ethereal Plane surrounds, touches and permeates all of the Inner
Planes and the endless parallel worlds of the universe without being a part
of them. The Ethereal Plane is basically insubstantial, and few “’real”’ crea-
tures actually live there (though there are rumors of floating islands of
solid ether, populated by exiles, which drift about the Ethereal Plane). To
creatures on the Ethereal Plane, objects on the Prime Material Plane (or
any of the Inner Planes) appear as incorporeal phantoms. Ethereal crea-
tures may pass through these phantoms with no difficulty, although a per-
son being “passed through’” might experience a chill down the spine.
Ethereal beings or things are “real”’ to each other, however. Note that the
Ethereal Plane does not extend to the Outer Planes, so it is not possible for
creatures on those planes to “’go ethereal”’. Ethereal travel and combat are
explained later.

The Plane of Shadow

The Plane of Shadow co-exists with the Prime Material Plane, and is a
result of the interaction of that plane and the Positive and Negative Ma-
terial Planes. The Negative plane provides the darkness, and the Positive
plane the light; these meet at the Prime Material Plane, which casts the
shadow. Thus the Plane of Shadow is a place of distorted and mutable
shadow-creatures, of white, black and all shades of gray.

THE OUTER PLANES
The Astral Plane

This plane radiates from the Prime Material to a non-space where endless
vortices spiral to the parallel Prime Material Planes, and to the Outer
Planes as well. This plane can be used to travel to distant worlds, to
parallel planes, or to the Outer Planes themselves. Note that the Astral
Plane touches only the upper layer of each of the Outer Planes, and of the
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Inner Planes it touches only the Prime Material, see Fig. 3. Astral travel and
combat are explained later.

The Outer Planes of Alignment

These planes are the homes of the deities and the source of alignment
(religious/philosophical/ethical ideals). There is an exact correspondence
between alignment and the Outer Planes. Figure 4 and Figure 5 can be
used to visualize this more clearly. Note that the alignment positions on
the Character Alignment Graph match up exactly with the Outer Planes of
identical alignment. There are nine basic alignments, and nine planes
which correspond to those alignments. There are also eight other planes
between the nine which represent “’borderline’” alignments.

As Fig. 4 shows, alignment is a matter of degree rather than absolute
definition. Thus, a lawful evil character who tended towards neutral evil
would probably end up in Gehenna rather than Hades or the Nine Hells.
The seventeen Outer Planes are as follows:

The Seven Heavens of absolute lawful good.

The Twin Paradises of lawful/neutral good.

The layers of Elysium of neutral good.

The Happy Hunting Grounds of chaotic/neutral good.

The layers of Olympus of absolute chaotic good.

The layers of Gladsheim (Asgard, Vanaheim, etc.) of neutral/good
chaotics.

The layers of Limbo of neutral (absolute) chaos.

The layers of Pandemonium of neutral/evil chaotics.

The 666 layers of the Abyss of absolute chaotic evil.

The layers of Tarterus of neutral/chaotic evil.

Hades’ “Three Glooms’ of neutral (absolute) evil.

The furnaces of Gehenna of neutral/lawful evil.

The Nine Hells of absolute lawful evil.

The nether layers of Acheron of neutral/evil law.

Nirvana of neutral (absolute) law.

The layers of Arcadia of neutral/good law.

The plane of Concordant Opposition of true neutrals.
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FIG. 3 THE OUTER PLANES

ASTRAL PLANE

THE INNER PLANES

THE OUTER PLANES

As can be seen from Fig. 3, the seventeen Outer Planes contact each other
at their topmost layers. It is possible to move directly from the upper layer
of one Outer Plane to an adjacent one (though it is not necessarily ad-
visable or safe). Thus a being could go from the topmost layer of the Abyss
to Pandemonium or Tarterus, and it is likewise possible to move from
Hades to Tarterus, Gehenna, or the plane of Concordant Opposition.

ETHEREAL TRAVEL AND COMBAT

A character can achieve the ethereal state (move to the Ethereal Plane) by
various means which include magic spells, magic items, magical ointment
(oil of etherealness) or psionic discipline. It is possible to move to or about
any of the Inner Planes which the Ethereal Plane permeates, and it is pos-
sible to move from plane to plane ethereally. To move on the Ethereal
Plane, an entity has but to will movement for it to happen. If concentration
upon movement lapses, progress immediately halts. Ethereal travel is tire-
less and rapid. Creatures in ethereal state need neither food, drink, rest
nor sleep. Ethereal creatures may move from plane to plane by moving
from the shadow of one plane to the shadow of another. This may be ac-
complished by concentrating upon moving to the desired destination. This
gets easier with practice, as the being marks out a mental ““trail” through
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the ether. The first time a journey between two points is made, the DM
should check for encounters three times. On the second journey, he or she
should check twice, and on all subsequent journeys between the two
known points, only one check need be made.

All movement and travel in the Ethereal Plane is subject to certain hazards.
Some monsters are able to function partially in this plane, while some
roam the plane freely. The worst hazard, however, is the Ether Cyclone. All
these dangers are detailed below.

Ethereal Encounters

Encounters occur on a 1 in 20; if the party is following an unfamiliar
“path”’, check three times total: at the beginning, midpoint, and at the end
of the journey. If an encounter is indicated, consult the Ethereal Encounter
Table (below) and roll percentile dice. Read to the right on the table to
find the creature (and number) encountered. Evasion is possible only if the
adventurers are able to move more quickly than the monster encountered.
This will only occur if the party is both following a familiar ““path” and the
least-intelligent member of the party has a higher intelligence score than
the most-intelligent pursuer (due to the fact that ethereal travel is a func-
tion of mental concentration).
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Ethereal Encounter Table

Dice
Score  Creature Encountered Numbers
01-04 Aerial servant 1
05-08 Basilisk* 1-2
09-11 Cockatrice* 1-4
12-16 Couatl 1-4
17-23 Djinni 1-6
24 Dragon, chromatic 1
25 Dragon, platinum 1
26-27 Efreeti 1-3
28-32 Elemental, air 1
33-34 Elemental, earth 1
35-36 Elemental, fire 1
37 Elemental, water 1
38-42 Ghost 1
43-44 Gorgon* 1-2
45-46 Groaning spirit 1-2
47-51 Human traveller — see Character Subtable* *
52-53 Intellect devourer 1-2
54-56 Invisible stalker 1-3
57-61 Ki-rin 1
62-68 Lammasu 2-8
69-70 Medusa* 1-2
71-72 Nightmare 1-4
73-74 Salamander 2-5
75-77 Shedu 1
78-81 Spider, phase 1-6
82-88 Thought eater 1-3
89 Titan, elder 1
90-92 Titan, lesser 1
93-94 Titan, major 1
95-97 Wind walker 2-5
98-00 Xorn 3-6

* These creatures’ perceptions extend into the Astral and Ethereal Planes
(as do their magical attack forms), but they do not actually travel
therein. Their possible appearance applies only to situations in which
the encountering party is near to the Prime Material Plane, and could
therefore possibly be affected by the creatures’ attack forms.

**The Character Subtable used for DUNGEON RANDOM MONSTER EN-
COUNTERS in the DUNGEON MASTERS GUIDE is used, with the follow-
ing modifications: Party size will be only 1-6. No limits to the number of
characters of one class apply. There will always be 1 cleric; if there are 2
or more in the party, there will also be a minimum of 1 magic-user.
Character level will be:

CLERIC 9th - 18th
Druid 7th - 14th
FIGHTER 8th - 15th
Paladin 7th - 16th
Ranger 7th - 16th
MAGIC-USER 11th - 20th
Illusionist 10th - 17th
THIEF 9th - 16th
Assassin 10th - 15th
MONK 8th -17th
BARDT 11th - 18th

t 7thor 8th level fighter ability, 6th to 9th level (d4 +5) thief ability.
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The Ether Cyclone

The twisting vortex of the Ether Cyclone is caused by fluctuations of the In-
ner Planes, and as such is only encountered on ethereal journeys between
planes. There is a non-cumulative 5% chance per plane crossed that a par-
ty will encounter the Ether Cyclone. The effects of being caught in the
Cyclone are detailed below:

Effect Of Cyclone

Blows so as to move party in random direction at 120" per
round, and if travelling is involved, party is slowed so as
to incur 1 additional encounter check.

Blows to a plane different than that which the party is near
or desires to travel to; the usual encounter checks must
be made.

Blows so as to cause party to be lost for 5-60 days, and
when no longer lost the party will arrive at a different
plane as determined by random means.

Storm cyclone causes party to be lost for 10-120 days, and
unless saving throw versus spells is made, the party is
blown to the Astral Plane. If a save is successful, then
party will still arrive at a randomly determined plane
touched by the ether.

Dice Score
1-10

11-15
16-18

19-20

Ethereal Combat

Though the Inner Planes are mere phantoms to creatures on the Ethereal
Plane, such creatures will certainly be ““real” to each other, and normal
melee or spell casting is possible between ethereal beings. It is also
possible to combat creatures who exist or function partially on the Ethereal
Plane. Thus, those creatures whose attack forms extend to the ethereal can
be attacked by ethereal creatures. It is only in these instances that spells
can be cast from the Ethereal to the Prime Material Plane, and then they
will only affect the creature with ethereal connections. Ethereal combat
damage is actual damage.

ASTRAL TRAVEL AND COMBAT

Astral travel is possible by various means including magic spells and
psionic discipline. The Astral Plane touches only the endless Prime Ma-
terial Plane and the 17 “first layers’” of the Outer Planes. The Astral Plane
does not touch any of the Inner Planes other than the Prime Material Plane.
It is possible to move about, in, or to any of the Prime Material universes or
to the first layers of the Outer Planes by means of astral travel (see the
clerical astral spell for pertinent details). As with ethereal travel, move-
ment through the Astral Plane is speedy, and while there the individual
needs no food, drink, rest or even sleep.

Beings in an astral state move from place to place simply by concentrating
upon moving to the desired destination. As with ethereal travel, this gets
easier with practice, as the astral traveller “’learns the way’’. The DM
should check for encounters three times on the first journey between two
points, twice on the second journey, and only once on any subsequent
journeys.

Astral Encounters

Encounters in the Astral Plane occur on a 1 in 20 chance; check one, two or
three times per journey, depending on the party’s familiarity with the
route followed. Use the table below to determine creature(s) en-
countered. Evasion is handled as described under Ethereal Encounters
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Astral Encounter Table

Dice
Score Creature Encountered Numbers
01-04 Aerial servant 1
05-10 Basilisk* 1-2
11-13 Cockatrice* 1-4
14-16 Demon, major 1
17-22 Demon, minor 1-3
23 Demon, prince 1
24 Devil, arch- 1
25-28 Devil, greater- 1
29-37 Devil, lesser- 1-3
38 Dragon, chromatic 1
39 Dragon, platinum 1
40-41 Gorgon* 1-2
42-46 Human traveller — see Character Subtable* *
47-49 Intellect devourer 1-2
50-55 Invisible stalker 1-3
56-61 Ki-rin 1
62-63 Medusa* 1-2
64-71 Night hag 1-4
72-74 Nightmare 1-4
75-79 Rakshasa 1-3
80-91 Shedu 2-5
92 Titan, elder 1
93-97 Titan, lesser 1
98-00 Tifan, major 1

*See beneath Ethereal Encounter Table.

**See beneath Ethereal Encounter Table.

The Psychic Wind

Perhaps the most dangerous thing that can happen to an astral traveller is
getting caught in the psychic wind. No one knows how or why the wind
blows, but all fear its effects. The chance of a delayed or disrupted journey
is a non-cumulative 5% per plane crossed (including alternate worlds of
the Prime Material) or solar system travelled to (if journeying across the
Prime Material). The effects of the psychic wind are shown below:

Dice Score  Effect Of Wind
1-12 Slows travel only, incur 1 additional check for random en-
counter.
13-16 Blows off course, and party is lost for 2-20 days’ time, then
must return to starting place.
17-19 Blows off course so that party arrives at a different destina-
tion as determined by random method.
20 Storm blows, and unless a saving throw versus magic is

made, the silver cord is broken, and the party is killed. If
a save is successful, the party is lost for 4-40 days and
must return to the starting place thereafter.

Note: If astral projection does not involve a silver cord attachment, then
the party concerned is both lost and arrives at a different destination when
struck by a psychic storm wind.

Astral Combat

As on the Ethereal Plane, astral beings are ““real”” to each other, and can
cast spells and melee normally. The major impediment to these activities is
that astral travellers employing an astral spell or the psionic astral projec-
tion discipline do not carry their possessions with them into the Astral
Plane (except for certain magic items that have a multi-planar existence,
e.g. an amulet of the planes). Beings travelling astrally by these modes
will therefore have to rely on their natural weaponry or spells without
material components in any astral melee. Most creatures can do no more
than destroy the astral body, causing the silver cord to return to the
material body and preventing further astral travel for a period of time.
Very powerful beings (gods, demigods, etc.) might be able to snap the
silver cord, thus killing the astral and material bodies simultaneously.
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PLANAR TRAVEL

The purpose of this section is to sum up all of the information that has been
stated or implied about planar travel. First, travel among the Inner Planes:
this is usually done by means of the Ethereal Plane, as it permeates all of
the Inner Planes. (It is not possible for creatures on the Outer Planes to ““go
ethereal”.) As with all planar travel, it is also possible to pass directly from
one plane to another by means of ““gates’””, thereby avoiding ethereal
travel. A gate may be formed by a magic spell (such as a gate spell, or
conjure elemental, which forms a direct opening between the planes) a
magic item (e.g. an amulet of the planes, a well of many worlds, a cubic
gate, or any of the various elemental-summoning devices), or divine inter-
vention. There are also direct nexial points connecting the Prime Material
and Elemental Planes.

Travel to and from the Outer Planes is usually by means of gates or via the
Astral Plane. (Note that the Astral Plane can only be entered from the
Prime Material Plane or one of the ““first layers’” of the 17 Outer Planes.) If
a being is gated to one of the Outer Planes, he comes complete with body
and possessions, leaving no part of himself behind. However, if a being
astrally projects and travels the Astral Plane to one of the Outer Planes, he
leaves his material body behind on the Prime Material Plane, connected to
his essence by asilver cord. If his material body is destroyed or the silver
cord is snapped while he is in the Astral Plane, the being is permanently
and irrevocably killed. If he moves to one of the Outer Planes from the
Astral Plane, a body forms around him, but it is devoid of possessions. Both
bodies are now connected by the silver cord, and if either body is
destroyed, the being will continue on in the remaining body (returning in-
stantly to the Prime Material if the Outer Plane body is killed). If the silver
cord is snapped on the Astral Plane, the unoccupied body dies.

Random Determination of Planes

If for some reason it becomes necessary to choose a plane of existence at
random, the following tables may be used:

Inner Planes

Die Roll Plane
1-2 Prime Material Plane
3 Prime Material Plane (alternate world)
4 Positive Material Plane
5 Negative Material Plane
6-7 Elemental Plane of Air
8-9 Elemental Plane of Earth
10-11 Elemental Plane of Fire
12-13 Elemental Plane of Water
14 Para-Elemental Plane of Dust
15 Para-Elemental Plane of Heat
16 Para-Elemental Plane of Ice
17 Para-Elemental Plane of Vapor
18-19 Ethereal Plane
20 Plane of Shadow
Outer Planes
Die Roll Plane
1-3 Astral Plane
4 Seven Heavens
5 Twin Paradises
6 Elysium
7 Happy Hunting Grounds
8 Olympus
9 Gladsheim
10 Limbo
11 Pandemonium
12 Abyss
13 Tarterus
14 Hades
15 Gehenna
16 Nine Hells
17 Acheron
18 Nirvana
19 Arcadia
20 Concordant Opposition



TEMPLE TRAPPINGS
APPENDIX 2: TEMPLE TRAPPINGS

The listing below gives a representative sample of typical items that might
be found in a temple of some of the deities listed in this work. Any wor-
shipers or servitors of the temple should be keyed by the DM. The DM
should choose from the list to stock the temple, using random selection
only to fill in details or in spur-of-the-moment situations. Note that some of
the items below will not be applicable to certain religions (e.g., no flame
pits for living sacrifices in a lawful good temple).

01-05 altar 51-52 incense burners
06-07 bells 53-54 lectern/dais
08-09 braziers 55-56 mosaics
10-11 candlesticks 57-61 offertory
12 chalice 62-63 paintings
13 chimes 64  pedal organ
14 choirarea 65-68 pews
15-16 cassocks 69  prayer wheels
17-18 cloth, altar 70-74 pulpit
19-22 columns 75-79 robes
23-24 crypts/floor marker stones 80  sacrifice
25  flame pit 81-82 sanctuary
26-27 font/immersion chamber 83  scrolls
28-29 gong 84-86 shrine
30-35 holy/unholy books and tomes 87  stained glass
36-40 holy/unholy inscriptions 88-91 statue
41-45 holy/unholy symbols 92-95 tapestry
46  holy/unholy treasure 96  throne
47-48 holy/unhcly weapons (non-magical) 97-98 vestry
49-50 idol/icon 99-00 vestments

APPENDIX 3: CLERICAL QUICK-REFERENCE CHARTS

This listing has been provided for quick reference when specific informa-
tion about a cleric’s religion is needed. Deities are arranged alphabetically
within their pantheon, except that the most important deity is listed first.
The information presented here is to be used as guidelines only — all
clerics of one deity will not necessarily dress identically, for example.
Rank within the temple is often differentiated by variations in color, lining
or stripes, etc. Special sacrifices and holy days may be ordained at any
time, at the pleasure of the temple (or its deity).

SPHERE OF CONTROL: This refers to the item, condition, or element over
which the deity exerts some measure of control (e.g. Air, Rain, The Hunt,
Affairs of the Heart, etc.).

ANIMAL: The animal or animals listed here are the ones most commonly
associated with or sacred to that deity. Clerics of this deity will often pro-
tect this type of animal. Some deities are not associated with an animal,
however.

CLERICS: This describes whether the clerics of this deity can be male (M),
female (F), or non-human (N-H).

RAIMENT: This is the prescribed form of adornment for a cleric of this
deity. This may include: robes, headdresses, hairstyles, tattoos, makeup,
physical disfigurations (e.g. a notched ear, misshapen head, etc.), orna-
ments or jewelry, footwear, etc.

COLOR(S): This lists the colors, if any, associated with the deity or its
clerics. Items using these colors might include ceremonial robes, altar
drapings, candles, holy banners, etc.

HOLY DAYS: This listing gives the highest holy days associated with a deity
and its worshipers. Sacrifices, rituals, and prayers on these days are more
likely to be heard and acknowledged by the deity. Note that acknowl-
edgement is not the same thing as granting a prayer or request!

SACRIFICE/PROPITIATION: Listed here are both the frequency and form of
sacrifices expected of the worshipers of this deity. In addition, tithings and
actual sacrifices should be made by a dutiful worshiper when grateful (re-
turning from an adventure alive, for example), repentant, begging a favor
(removal of famine from the areq, etc.), and so on. Actual items of sacri-
fice may include: animals, monsters, humans (or non-humans), food or
crops, items of wealth (jewelry, fine linens, rare woods, etc.), items of
power (magic), incenses and perfumes, services, etc. The way these items
are offered to the deity may vary greatly, but include: libation, cremation,
vivisection, burial, immersion in holy water, casting into a pit, et al.

PLACE OF WORSHIP: This gives the most common locale or construction,
whether natural or man-made, in which clerics of the deity gather (with or
without a congregation) to worship that deity.

PLACE OF
WORSHIP

FORM

SACRIFICE/PROPITIATION
FREQUENCY

RAIMENT
BODY COLOR(S) HOLY DAYS

N-H HEAD

CLERICS
F

ANIMAL

SPHERE OF
CONTROL

DEITY
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varies offerings fireside

n/a

black

loincloth

bare

raven

nature; creation

Raven
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WaterCobra. . ................... ..., 104
WaterDwarf. .. ... ... ... ... 58,57
Weapon of Power (Goibhnie). . ........... 28
WenChung . ........... .. ... ... ..... 42
WildHunt . .. ... 30, 31
Wind FireWheels. . ............. ... .... 37
Xiombarg. .. ... ... 95
Xochipilli. .. ... ... . 36
Yama. ... 80
Yama’s Water Buffalo . ............ .. ... 80
YamamotoDate. .. ........ . ... 85
Yanauluha. .. ... .. ... 16
Yeenoghu....................... 105, 109
Yen-Wang-Yeh . ... ... ... ... .. ... ... 42
Yggdrasil ... ... 120
Yog-Sothoth . .. ... ... ... ... ... .. .. 47, 48
Yondalla. .............. ... ... ... 109,110
Yoshi-lye ... ... .. oo 85
Yuggoth. .. ... 46
Yyrkoon. . ... 95
Zeus . ... 63,64,65,70,73,74
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