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Since the creation of the ADVANCED DUNGEONS & DRAGONS® game system, the
cleric has been one of the most popular character classes. He has been a happy bridge
between warriors and mages. Capable of armoring up and wielding heavy weapons,
capable of casting useful magics, he was avery versatile adventurer and the favorite
choice of countless players.

With the release of the AD& D® 2nd Edition game, none of that has changed. The
dericisthe same magic- hurling, mace-widding hero that he dwayswas. Andin The
Complete Priest's Handbook , were going to seeto it that he's even more than that.

In this supplement, were going to elaborate on what the priest (including the cleric) is
to the campaign, to the setting's civilization, and to the adventuring party.

Well be providing guiddines for the DM to work up the cleric's faith: The god or
philosophy he serves, the rules and mores he follows, the duties he practices, the
retrictions he suffers, the powers he possesses, and the relations he and the others of his
faith have with the followers of other faiths.

Well show you how to work up priests devoted to specific mythoi. The druid, from the
AD&D® 2nd Edition Player's Handbook, is one example; this supplement describes
many, many more, and provides rules for the DM to create new priesthoods of hisown
desgn.

Well tak about priestly orders. Some priesthoods have soldierly orders, scholarly
orders, missonary orders, oracular orders, and many other types. If your priest character
belongsto afaith with severa orders, he may choose one of them, which will give him
specid abilities and duties beyond those of ordinary priests.

Well talk about role-playing the priest character. Certainly, priest characters don't have
to have the same sort of identical persondlity (the kindly father-confessor with the bloody
meace in his hand) which many playersimagine them dl to have.

Well describe whole campaigns devoted to priests: How to run them, how to give
them a purpose, how to determine what goas and interests are most appropriate.

And well talk about the sort of equipment that priests usein their devotions and
adventures, including wegpons, armor, holy symbals, priestly vestments, and other items.

The Complete Priest's Handbook is equally useful if you're a Dungeon Magter or a
player. 1t will add depth to the campaign world and the range of NPCs for Dungeon
Madters, and add detail to the ahilities, backgrounds, and responsibilities of player-
character priests.

In the text, for reasons of smplicity, we normaly use masculine nouns and pronouns
indusvely. When we say "god,” "priest,”" or "man," were normaly aso implying
"goddess," "priestess,” and "woman.”

In order to be able to use this supplement, you must use the Weapon and Nonweapon
Proficiencies rules from the AD& D® 2nd Edition game. If you're not yet familiar with
them, you ought to read them before continuing in this rulebook.
A specid note for those of you who are using this Complete Priest's Handbook with your
origind AD& D® gameingead of the new edition: This supplement mentions alot of
page numbers from the Player's Handbook and the DMG. The page numbers cited are for



the newest edition, not the origind; they won't be correct for those of you using the old
books.

Priests, Gods, and theWorld

This chapter isfor DMs who want to design the mythic history of their campaign
world(s). It's not prohibited for the campaign's playersto read this. . . but not al of them
will find it useful. Players may wish to skip on to the third chapter, " Sample Priesthoods.”

One of thefirst things the DM can do to add color and detail to his campaign world is
to work up that world's mythic history. Such ahigory will help establish, in his mind and
those of his players, the relationships between the gods, and between gods and men. It
will help sat the tone of the campaign and the attitude of the player-characters culture. It
will give the players some idea of what their characters expect from their gods and their
future. And once it's done, the DM can then elaborate on it and decide how each
individua god relates to other gods and to the sentient races of the world.

In this chapter, well discuss some of the common themes that run through myths; the
DM can use these topics as a framework for his own mythic history.

Creation

The first place to sart is the creetion of the universe and the world.

In mogt creation Stories, there was usudly some disinteresting, stable condition in
effect at the dawn of time. It might have been aformless void, or darkness, or unending
ice and snow.

Then, we have the first great being, the one who brings about creetion of the world.
Note that this great being doesn't have to be the god who is now dominant in the
campaign world. The myths are packed with tales of gods who created their worlds,
became oppressive, and were then cast down by other gods, even their own children, who
now rulein their place.

Nor does the creation have to have been a ddliberate event. It might have been an
accident; the god could have been dreaming and his dreams became redlity.

The creator could be atremendous monster, one which began the process of creating
the world, but was overthrown before it finished making the world to its own satisfaction
... and one which, legends say, will return some day to finish the job.

It could be asmple creature, one not necessarily deserving of worship, which shapes
the world smply by acting asthe animd it is. As one example, if the origind date of the
universe were a giant block of sdlt, this creature could be a giant cow which licksit into
the shape of the world.

In some mythologies, the greet being that shapes the world stays around after that task
is done; he or she might be the principa deity of the world. More often, that great being
perishes, or is cast down by descendants, or settles for alesser role once cregtion is
accomplished.

Basic Astronomy



What is the shape of the world and the universe once they are created? What are suns,
moons, planets and stars?

The entire universe could be a sngle huge world, with a dome overhead which holds
the stars and confines the sun(s) and moon(s). The world could be a disk, asphere, a
bowl, or an unending surface continuing in dl directions to infinity.

The sun and moon could be glowing chariots, or bright gods continudly flying across
the sky (perhaps as a service to the world, perhaps because they're being chased). They
could be worlds unto themsdves, and the player-characters might someday have the
opportunity to vist and walk the bright surface of the sun in search of adventure. They
could be the gresat, glowing eyes of the most powerful deity. They could be gigantic,
fiercdy-burning lamps created by the craftsman-god, lamps which circle the world on
some giant mechanism. (Perhaps, instead of circling the world, they just shut off each day
when the timeis due; the sun just turns off, and the moons just turn on.) They could even
be suns and moons as we understand them, though some of the charm of fantasy lies
precisgly in making such things different from our cold, modern explanations of them.

The planets and stars could be holes in the dome of the sky, suggesting thet thereisa
great brightness beyond. They could be decorations placed in the sky by the gods. They
could be worlds unto themselves. They could be glowing creatures forced to trace paths
through the sky every night. They could be the suns of distant worlds.

And, of course, the DM can choose for dl these astronomic bodies to be one thing, but
for the prevailing bdlief of the people to be different, an incorrect belief; nothing says that
the world's deities want the humans and demihumans to know the truth.

Effectsof Terrain on Creation

In the red world, the terrain of the human culture to which amythology belonged
often had a strong effect on the myths. Norse mythology started with a huge abyssfilled
withice, for instance.

If one race's religion is dominant in the campaign world, the DM should decide
whether or not their creationstory has a setting like the land where that race originated.

In afantasy world, this Stuation could come about from one of two reasons.

The gods, having emerged from a particular type of terrain, would find similar terrain
in the morta world to be their favorite land for creating new races, exploring, and
interacting with humans, or

The sentient races might have erroneoudy re-interpreted the story of the world's
creation as areflection of the terrain in which they live, and the legend is smply wrong.

Propagation

Once creation of the world and universe are established, the DM can move on to the
propageation of the gods. In other words, once the setting isin place, the cast of gods gets
larger and larger.

Naturdly, the DM can dways do this the other way around. Perhaps al the gods were
in place before they decided to create the world. There's nothing wrong with this choice;
it's smply backward from the way the best-known Earth mythol ogies operated.

Regardiess, unless the DM s creating amonotheistic faith (one dedicated to only one



deity), he must now begin creating the other gods of the faith.

These gods could be children of the first great being. They could be that being's
cregtionsinstead. They coud be representations of natura forces brought to awareness
and life by the catdyst of Creation. They could emerge from some less wholesome
process (for example, they could be created by the decay of the body of the first great
being, or could merely spring forth whole from its corpse: One god from the bones, one
from the brain, one from the heart, etc.).

Each god should have some specid attribute, an area where he or she is dominant.
Some can have severd dttributes. Such attributes include Thought, Strength, War, Love,
Craftsmanship, Earth, Sea, Sky, Sailing, Farming, Hunting, and many, many others. Any
activity that isimportant to humans (or demihumans) can be an attribute for a god.

Not al these gods need to have been "first-generation,” or born to/created by that first
great being. Obvioudy, some should be. But they, too, can create or become parents to
other gods.

In some mythoi, the god of a particularly important attribute will have children who
bear lesser forms of that attribute. For instance, the god of Love might have children who
represent Passion, Marriage, Infatuation, and Unrequited Love. The god of Sleep might
have children who represent Dreams and Nightmares. The god of Intellect might have
children who represent Memory, Poetry, Song, and Riddles or Puzzles.

Characteristics of the Gods

The DM can create as many gods for his pantheon as his imagination will alow him.
He doesn't have to work up an extensive set of legends about every god; even in the red
world, many gods of various mythol ogies were scarcely more than aname and an
attribute. As his campaign continues, the DM can flesh out the descriptions of these gods
to his heart's content.

Some of the traits which characterize the gods, and can be defined by the DM for each
god or pantheon, include:

Immortality: Are the godsimmorta? In most pantheons, the gods are certainly
ageless; that is, they do not grow old. But in some, they are not just ageless, they also
cannot be killed; regardiess of how severdly they might be wounded, with time they will
aways fully recover from injury. In others, the gods can be killed by sufficient force. For
example, in the Greek myths, the gods are undying, while in the Norse myths the gods
face eventual certain degth at the battle of Ragnarok.

Indestructibility: Asafurther level of what was just described, some gods which are
immortal are aso described asindestructible. No force on heaven or Earth can hurt them
(except by hurting their fedings, by betraying them). Thisis sometimesthe trait of the
greatest god of a pantheon, and is usudly the trait of the only god of a monotheistic
religion (one which bdievesin only one god).

Influence on the World: How much influence does the god have on the morta world,
the world of animals, the world of plants? With some gods, there is very little of such
influence. A god whose dtribute is the unchanging gars, for instance, might exert alittle
influence on the sailors who navigate by sars, but could have very little effect on anyone
or anything else. On the other hand, gods relating to powerful human emotions or
preoccupations (such as love, war, credtivity, and so forth) might exert a greet ded of



influence on the world, especidly if it is said that every gpplication of his attribute
requires the god's help or permission. For ingtance, if it requiresthe aid or permission of
the god/goddess of childbirth for every human birth to take place, then that deity is
exerting a profound effect on the world.

Interest in the World: Additiondly, some gods are very interested in what goeson in
the mortd world, while others are entirdly disinterested. Naturdly, those who are
interested are more prone to meddle in mortal affairs than those who arent. In fact, gods
who are disnterested in the world might punish characters who are bold enough to cal
upon them.

Intentions Toward the World: Findly, therésthe question of what the god's
intentions are toward theworld . . . especialy toward the sentient races of the world.
Some gods are content just to pursue their attributes and make sure they are properly
worshipped and recognized. Others may have more far-reaching plans. Thisis especidly
true of evil gods, who wish to bring about the destruction of races, other gods, or the
entireworld; it isaso true of ambitious gods, who wish to cast down the ruling gods,
take their place, and reshape the world to their own liking.

Inhibitions. Some gods and pantheons had limitations placed upon them. These might
have been limitations placed by some greater power of the universe, or merely enforced
by the greatest of the gods. Often, these inhibitions dictate how much aid or hindrance the
gods can offer to mortals, whether or not they can help their favorite men and beasts
directly or indirectly, etc.

Example

As an example of how afamiliar god matches these characterigtics, let's look at the
Greek goddess Aphrodite.

She was immortal, as were mogt or al of the Greek gods. She certainly was not
indestructible, and was in fact once wounded in battle by the Argive hero Diomedes.

She had avery profound influence on the world, for it was she who put dl varieties of
the emotion of love in the breasts of man and beast. Even the other gods, with the
exception of Hegtia, Athena, and Artemis, were regularly affected by her power.

Her interest in the world was limited to a couple of areas Making sure that dl
humankind respected her (which generally meant that al humans knew love a onetime
or another, and thus did not deny her); and making sure her specid favorites, such as her
mortal son Aeneas, survived and prospered. Other than that, she gppeared to have no
gpecid intentions toward the world.

Aphrodite had a couple of inhibitions restricting her: Firgt, she and al the Olympians
were subject to a higher destiny, which not even Zeus could thwart. Second, physicdly,
she and most other gods could be hurt or even defested in battle by the mightiest Greek
heroes. Third, the god-king Zeus obvioudy preferred for gods to help their favorites
indirectly rather than by showing up in person. All these inhibitions affected the way
Aphrodite and the other Olympians related to their favorite "player-characters.”

Humans, Humanoids, Animals, Plants

At some point in the history of the gods, they probably crested dl living things. (It's



possible for the flora and fauna of the world to have been created by some other factor.
For example, they might have just been there when the greet ice-cap melted. But it'sa
more common element of the story that the gods created them.)

This crestion process might have involved an accident; for instance, the greatest god
sneezed, and blew fully-formed living things al over the world.

More commonly, it's a deliberate process, and the gods or one particular god
methodicaly created dl the living things known to man.

When working up this aspect of the story for his own campaign world, the DM can use
this to help define the way the gods look upon specific forms of life. Was Man created so
the gods would have something entertaining to watch? To fulfill a higher destiny? So that
his brightest and best might one day add to the ranks of the lesser gods, or accompany the
gods on one lagt, great battle? Thiskind of decision helps define man's view of the gods
and their requirements of mankind.

It can dso be used to define mankind's opinions on certain matters. If, for instance,
animasin generd were created to serve Man, then Man might have little regard for them,
except as pets and beasts of burden. However, if each god crested one or more animalsto
sarve astotems for the god, then Man might have alot more respect for certain animals.

If the story of crestion says that one sex of the sentient races was created subordinate
to the others, then there will be acrushing socid pressure to keep that sex "in its place.”

If the story of creetion does no such thing, then any such atitudes will be have been
crested by mortals and may vary from place to place. Additiondly, with the added
complication of several sentient races around (humans, eves, dwarves, etc.), the DM can
make this decision several times and choose a different gpproach each time. Perhaps, on
hisworld, dwarves are strongly mae-dominated, dves are femae-dominated, ad
humans are more or less equa? Any such arrangement is possible.

Note, however, that when one sex is oppressed, players are less likely to want to play
members of that sex. Few players want their escapiam to involve this sort of prgudice
directed at them.

Fall From Grace

In some gories, humans or sentient races in generd start out with an exalted
relationship with their deities and then fal out of the deties favor. In Greek myth, for
example, the humans were well-beloved of the gods until the god Prometheus gave them
the secret of usaing fire, which they had lacked until then; this so offended Zeus that he
aflicted mankind with dl sorts of ills.

This sort of thing could be a characterigtic of your campaign world's story; or, mankind
might never have had a closer relationship with its gods.

The Challenge

In many faiths, the gods, ddiberately or not, visit a chalenge on the humans.
One of the commonest challenges involves the afterlife. In many faiths, the better one



lives oneslife, the better the afterlife to which he progresses. The usud sorts of afterlives
tend to fdl into one of the following categories, in some faiths, a character might face the
possibility of reaching more than one of these choices, depending on his actionsin life.

Oblivion: No afterlife a dl, thisis when the human's pirit perishes and becomes
nothingness.

Torture: An &fterlife where torture, either permanent or temporary (until the spirit
repents, recants, or otherwise improves) is the order of the day.

Boredom: An afterlife where theré's nothing to do, nothing to see, nothing to entertain.

Rebirth: An afterlife which involves rebirth in the physicad world and the living of a
new mortd life

Pleasur e: An dterlife where the things man most lovesin life are visited upon himin
abundance.

Ascension: An afterlife where the best of the best are granted great powers, making
them herads and messengers of the gods. .. or even godsthemselves.

In such faiths, humans usudly have a good idea of what it takes to get into these
specific afterlives. To get into the "good" ones may require strict adherence to acertain
life-style, or may require that the human somehow impress the gods with his deeds or
persondity, or may merely require that the gods like the character . . .which is not
something the character can necessarily bring about deliberately.

Other chalenges are possible: Humankind as awhole might be chalenged to achieve a
certain leve of civilization by a certain time, to achieve acertain leve of artigtic or
philosophic ability, to defest a certain spirit of evil, to evolve to a certain enlightened
state, etc.

The Future

Some, but not dl, faiths make predictions for the future. Sometimes they're grim, such
asthe Norse belief in Ragnarok, the destruction of the gods and man. They could aso be
happy and chearful . . . though thisisn't usudly the case in aworld involving great
heroes.

The DM, when deciding whether or not to "predict the future" for hisworld, should try
to figure out what this choice will do to the attitudes of hisinteligent races.

A future which is blesk and gloomy will sometimes make the campaign blesk and
gloomy. The characters can hope for success and glory in the short-term, but certain
death awaits them, and they can't count on the world being there "when they get back.”
This sort of gpproach does make for the greatest of heroism, though. It's the greatest hero
who girives on knowing that ultimatdly he must fall, yet fightsfor his gods anyway.

A future which is hgppy and bright will sometimes make the campaign alittle more
goofy and irresponsible. Characters, believing that whatever their mistake, they'll be
preserved or rewarded, may behave in afoolish manner. Acts of bravery are often
nothing of the sort; they're just short-term sacrificesin anticipation of along-term reward.
Thisis not to say that such a campaign can't berewarding . . . it'sjust harder for it to be
serious.

A future which is neither doomed nor excessively happy will tend to have less of an
effect on the player-characters. For instance, if holy writings say that a thousand yearsin



the future, the gods will "start over" and reshape the world, populating it with the
aurvivors from the last world and the best spiritsin the hdls of the efterlife, that'sdl very
interesting . . . but its effects on the current campaign are minimal. On the other hand, if
this reshaping is supposed to take place in only ten years, or one, it becomes very
interesting to the PCs. They'll work very hard to make sure that they're either among the
survivors from thisworld, or among the brighter spirits of the afterlife, so they can
experience the new world.

Of course, the DM doesn't have to specify future events for his campaign. It's often
better if he doesn't, because it makes for more uncertainty in the minds of the PCs.

The Pantheon

Once the DM has created the individua gods, he ought to relate them to one another #
that is, establish how they fed about one another. This can affect how their mortal
followers, especidly priesthoods, fed about one another and work together.

These relationships don't have to be very detailed. It's quite sufficient to say that one
god loves another, hates another, likes another, didikes, repects, holds in contempt,
whatever. Then, smply apply that sentiment to the priesthoods of the gods.

And when that sentiment is gpplied to mortals, it can turn out to be greater or less than
the emotion actudly felt by the godsin question.

For ingtance, let us say that two gods didike one another. Their respective priests may
didike one another with smilar intengity. On the other hand, they might not dislike one
another at all. They might, in fact, recognize that their gods have certain foibles (human
like failings of persondity), and might look upon those foibles with amusement and
affection but without following them themsdves.

However, these priesthoods instead might |oathe one another. They could hate one
another with an intensity which far surpasses that of the gods in question. They could, in
fact, start wars on the earth because of their hatred for one another.

So, for many gods, the DM may wish to decide how the gods feel about one another,
and then may choose adightly different view of how their priests react to one another.

Events

Oncedl the principa characters (i.e., gods) are in place, the DM can create the events
of thefaith.

The cregtion of the world was one such event; it described "characters’ (gods) acting
or interacting, and something happening. The fal from grace of the sentient races was
another: How did that happen? But these shouldn't be the only events known to the
believers. What &se has happened?

Do the gods mate with mortals to produce heroic characters who go on adventures? If
30, then the conception of these heroes and their adventuresin life are dl events of the
fath. (Note If this processis till going on, some of the campaign's player-characters
could be the mortal children of the world's gods.)

How do specific gods get aong together? Having determined that, the DM can next
determine why. If two gods hate each other, why? Did one sted from the other, or



embarrass him? That's an event.

Have the gods ever warred on one another? If so, that was certainly an event.
The DM can cregte as few or as many events as he wishes; the more there are, the richer
his campaign setting will be for it.

Forces and Philosophies

The mystical higtory of the world is somewhat different if it isdriven by aforce or a
philosophy.

Aswell discussin more detall next chapter, aforceisamysticd power which srongly
affectstheworld . . . but which probably is not a sentient being like gods are. It has
drives, it hasagod, but it probably does not have a mind.

On the other hand, a philosophy isacompelling idea or set of ideas which can capture
the imagination and influence the actions of communities or whole avilizations. It might
exert enough popular appedl that it can support magica powers for priest- philosophers.
But it istill not precisdy agod, for it has no independent mind.

If your campaign world is driven by aforce or philosophy, its mysticd history is going
to be somewnhat different. It will mostly be a history of men or other sentient races and
their relationships with the force or philosophy: How they came to recognize it or cregte
it, how they cameto bdievein it, how they introduced it to others, and so forth.

In short, the DM won't have to creste an entire separate history as he would have to do
for digtinct pantheons of gods. He will, however, have to decide for himself what effects
these forces or philosophies have had on the human and humanoid histories of hisworld,
and take these factors into account for every part of those histories.

Mythic History Creation Sheet

The DM can photocopy and fill in the following sheet to give him a sarting-place for
the creation of hisworld's mythic history. The sheet follows the order of subjects from
this chapter.

* * %

In this chapter, we discussed cregation of the history of the campaign's gods. In the next
chapter, well talk about individud faiths, how they're put together, and what effect they
have on priest-characters.

Designing Faiths

This chapter isfor DMswho want to design detailed faiths and cults for their
campaign worlds. It's not prohibited for the campaign's playersto read this. . . but not al
of them will find it useful. Players may wish to skip on to the next chapter, "Sample
Priesthoods."

Asthe Player's Handbook points out (page 34, first column), "In the Smplest verson
of the AD& D®game, clerics serve religions that can be generaly described as 'good' or



‘evil." Nothing more needs to be said about it; the game will play perfectly well at this
point."

That's true enough. But DMs who work to make their campaign settings into
interesting, detailed backgrounds for the campaign, won't be satisfied with that Smple
approach. A big part of the color of any fiction setting, including campaign settings, is the
relationship of the supernatura world to the "red” world . . . and gods, with priests as
ambassadors to the human world, form a big part of that supernatural element.

o, eventudly, most DM s will want to work up at least the basic details of who the
gods are in his campaign world, how they relate to one another, and what their gods are
(especidly those pertaining to the morta world). This, in turn, will let them enhance the
role of cleric, druid and other priest player-charactersin the campaign . . . and that's what
this chapter is al abouit.

In this chapter, you'l learn how to create specific faiths (related to specific gods,
natura forces, and philosophies); how to create the priests of these specific mythoi; and
how to relate the gods together into a full-sized pantheon for your game world. In the
next chapter, you'l find many examples of this priesthood crestion process.

God, Force, or Philosophy

For each faith you establish in your campaign world, you have to decidewhat it is
that's being worshipped and venerated: A God, a Force, or a Philosophy.

A God isapowerful being, usudly of human or greater intelligence, usualy desring
to impose itswill or characterigtics upon the world. A god is often devoted to asingle
atribute or set of attributes (e.g., warfare, love, agriculture, marriage, etc.) and so most of
his interactions with the world will dedl with the god's promotion of that attribute anong
humankind. Gods do not have to be anthropomorphic (i.e., manlike in form or personaity
characterigtics), and so one faith's god is often another faith's monster. However, most of
the gods worshipped by player-characters are likely to be anthropomorphic and not
monstrous.

A Force issome sort of naturd (or unnatura) process which influences the world. It
isn't necessarily inteligent, but it is magicaly powerful . . . and humans who accept the
dictates and goals of thisforce can become its priests and use pells based on that magical
power. Some Forces which can be so worshipped include Entropy, Nature, the Life-
Death-Rebirth Cycle, and Magic. Druids tend to be priests of the Force of Nature, instead
of specific Gods of Nature. (There are exceptions to that generalization, of course.)

A Philosophy isan ides, or set of ideas, which (in these magica worlds) isso
compelling that it attracts magical energy and faith to it, much as a Force does.
Philosophies are usualy created by man or other sentient races, spread throughout
cultures, and gain such widespread acceptance and belief that they do become much like
Forces. When no one believes in a Philasophy any longer, it can generate no magicd
power and support no priests, so the priests duty is to embody its attributes and to teach
the philosophy so that it will never die. Sample philosophies include Oneness With
Nature, Peace, the Divinity of Mankind, the Sanctity of Life, Nihilism, and so on.

Inthe AD&D® game, the God, Force, and Philosophy are identicd in the way they are
treated by the game mechanics. All three provide spells and powersto their priests. All
three demand persona requirements and services of their priests and of their non-priest



followers. And dl three, to alesser or greater degree, shape the world, both through their
own powers and through their agents, the priests.

Ethos and Requirements of the Faith

Each faith requires certain codes of behavior, beliefs, and even ahilities of its followers
and of its priests. When cregting afaith, you have to decide what those requirements are
and how they're to be implemented in your campaign.

Goals and Purposes

First, what are the goal's and purposes of the god (or force or philosophy), and
therefore of the faith?

Often, that's salf-evident, because it's usualy tied to the attribute of the god, or the
explanation of the force or philosophy.

For exampleg, if the faith's god isa God of Love, then the goad's and purposes of the
fath will probably include:

Promotion of L ove, which might include the helping dong of lovers, oppostion to
those who interfere in the development of romantic relationships, punishment of those
who defy the god and refuse to love, etc. This could dso include "socid services' to the
community, through the god's temples. Counsdling to young lovers, for instance.

Promotion of the God, which includes the building of templesor churches, carrying
the word of the god to those who have not heard it, and keeping the stories of the god
ever-present in the ears of the population.

Opposition of Enemies, which means subtle or direct opposition to enemy gods and
their followers, obvioudy, agod of Loveislikely to be opposed to agod of Hatred,
Misanthropy, Misogyny, €tc.

Those are some basic godss, but you obvioudy aren't limited to goals which are that
direct and smple.

For instance, agod may represent only asmall part of his attribute. A God of War does
not have to be just agod of dl types and e ements of warfare. He could be the God of the
Chaos of War, the God of Intelligent Warfare, the God of Naval Warfare (in which he
might share traits with a god of Oceans), the God of the Sword (in which case he might
share traits with a god of Metaworking), and so forth. If you choose, you can dways
make a god's persond dttribute more specidized, and can choose more specidized goas
for the faith based on that choice.

In addition, agod isn't defined just by his atribute. In the campaign history, he aso has
apersona higtory, likes and didikes, relationships with other gods, and ambitions, dl of
which can provide more gods for the faith.

Asone example, Zeus, the king of the gods of Greek mythology, had many attributes
and associations. He was the king of the gods, a sky-god, a god whose emblem and
wegpon was the lightning bolt, agod of Wisdom (he had swallowed and absorbed the
wisdomgoddess Metis, mother of Athena), agod of oracles (though he was eventudly
supplanted by Apollo in thisrole, he had amgor oracle a the city of Dodona), a
protector of fugitives, alover of many goddesses and women . . . In short, he had many
characteristics and attributes, and in an AD& D® game campaign his priesthood would



embody and promote most or al of them.
Alignment

A fath will often demand that its priests belong to a specific dignment or alimited
range of dignments. The DM determines this, usualy basing the choice on the attributes
and character of the god, force or philosophy in question.

But don't be too redtrictive in thisregard. Even if, personally, you're opposed to War,
the God of War and his followers don't have to be Chaotic/Evil.

Alignment Guidelinesfor the Priesthood

Here are some generd guidedinesto go by:

Thefirgt, and most important, noteisthis. The gods usualy do not ingst that their
priests be of identical aignment to the god. The dignment may not be so dissmilar that
the priest cannot serve the god, but it does not have to be identical .

If the faith does not promote any sort of harm to living beings, or promotes benefits to
living beings, then it probably excludes Evil dignments among the priesthood. If the faith
dlowsfor harm to living beings but does not promote wanton cruety, then it can include
Good, Neutrd, and Evil priests. If the faith does promote crudlty, then it probably
excludes Good dignments among its priests.

If the faith demands ordered thinking, strict obedience to laws, and unquestioning
acceptance of policy, then it leans toward Lawful behavior. (Now, every faith requires
rituds and devotions of its priests, but this isn't the same thing, and doesn't require any
aignment choice) If the faith demands more free-willed and spontaneous behavior,
defiance of socia conventions or redtrictions, and so forth, then it leans toward Chaotic
behavior. If it promotes neither gpproach strongly, then it can probably include Lawful,
Neutral, and Chaotic choices.

Here are some sample choices:

God of Love: Thistype of fath usudly promotes no harm to living beings, and
promotes the benefits of love; it often promotes free-willed and spontaneous behavior,
but not strongly. Therefore, its priests will probably be required to be Good, and may be
of Lawful, Neutrd, or Chaotic alignments, though the tendency is toward Chaotic.
However, if the god isagod of passonate affairs and sdfish love, regardless of who gets
hurt, and if he promotes revenge on romantic competitors and ex-lovers, then the faith
could well include Evil and Neutrd priests, thus giving its priesthood the full range of
aignment choices.

God of War: Thisfath generdly dlowsfor harm to living beings without promoting
wanton crudty; and warfare runs the gamut from carefully-reasoned strategy to wild,
bloodthirsty bettlefid chaos. Therefore, the faith probably places no restriction on the
aignment of its priests. However, a specific god can be devoted to one aspect of war. For
example, agod who promotes the bloody destruction of al enemies, including sacrifice
of prisoners and innocents, will probably have an Evil priesthood. A god who is the god
of military planning will probably have a Lawful, or Lawful and Neutra, priesthood.

Alignments of the Wor shippers



Mo faiths define various acts and types of behavior as evil and demand that their
followers not perform those acts. Some few make those same definitions and demand that
their followers do perform them. Almost no faiths demand thet their followers belong
specificdly to Lawful or Chaotic dignments.

Therefore, most faiths require of their (non-priest) worshippers that they be anything
but Evil. A very few faths require instead that their worshippers be any sort of Evil
(Lawful/Evil, Neutrd/Evil, or Cheotic/Evil).

Ability Scores

Mog priesthoods demand some sort of minimum ability scores of their priedts.

The prime characteritic of priestsis Wisdom. To be apriest of any sort whatsoever,
the character must have at least awisdom of 9. Some priesthoods will require that the
wisdom score be higher, though usudly not higher than 13.

Gengrdly, if the priest's Wisdom is 16 or better, he gets a +10% bonus to his earned
experience.

Many priesthoods will require a second prime requisite. For example, priests of agod
of War may have to have a certain Strength score, while priests of agod of Magic might
have to have a certain Intelligence score. Usudly, this second prime requisite must have a
score of at least 12; up to 15 is not an excessive requirement.

In such cases, the DM may decide that the character, if he has either the Wisdom score
or the other Prime Requisite at a score of 16, gets a +5% bonus to earned experience, but
if he has both, he gets a +10% bonus.

In the next chapter, youll find numerous examples of such priesthoods and
recommended minimum ability scores for them.

Races Allowed

The DM may wish to limit certain priesthoods to certain races.

Thisis amog dways a choice based on the higtory of his own campaign world. There
is no game-related reason why most races can't have priests for any god, force or
philosophy; but there are often campaign-related reasons why a certain race can't belong
to a certain priesthood.

For example, if the haflings of a specific campaign world are pacifigts, they'll be
excluded from priesthood in the faith of the war-god. If dwarves are pragmatic,
unromantic sorts who arrange dl their marriages and don't conduct affairs of the heart,
they'll be exduded from priesthood in the faith of the love-god.

In the next chapter, we provide numerous examples of priesthoods of specific mythoi.
With each, there's arecommendation for alowed races. These recommendations are
based on the most common and popular conceptions of these races, and the DM isfreeto
change them for his specific campaign.

Players baware: When the Complete Priest's Handbook says one thing about alowed
races, and the DM says another, the DM is dwaysright.

Experience and Spell Progression



It would be possible to come up with an Experience Levels Chart and Spdll
Progresson Chart for every priesthood of specific mythoi, but it would aso be crazy;
there's no reason to have the extra complication in your campaign.

All new priesthoods introduced in the next chapter use the Cleric experience
progression and the basic Priest spell progression, both from page 33 of the Player's
Handbook. If your DM, when creating anew priesthood, decides that it is observably less
powerful than the Cleric or the priesthoods written here, he can choose to use the Druid
experience progresson, which dlows for faster acquigition of experience levels.

Gender Requirements

In the worlds of the AD& D® game, most priesthoods should alow both priests and
priestesses. However, in fantasy worlds and the red world, some faiths have required that
al their priesthood be of just one sex. If there is such arestriction on a given priesthood,
the DM will make note of it and tell the players.

Nonweapon and Weapon Proficiencies

Various priesthoods will require priests to know certain skills (nonweapon
proficiencies) and be able to wield certain weapons (weapon proficiencies). For example,
apriest of the god of Agriculture must know the Agriculture proficiency, while a priest of
the god of Fire must know Fire-Building.

Every priesthood should require one nonwegpon proficiency of its priests and
priestesses; it'sasgn of their devotion. It's permissible, but not recommended, for them
to require more than one.

A priesthood may require one or more wegpon proficiencies of its priests and
priestesses, but we don't recommend this for most priesthoods. Many faiths dlow ther
priests so few wegpon choices anyway that it's pointless to require they be taken. An
exception iswhen agod is noted for wielding a specific wegpon; for ingance, it's quite
reasonable to require Weapon Proficiency in War-Hammer for priests of the god Thor,
whose principa weapon and symbol was the hammer.

Duties of the Priest

Now, we get to atopic which adds alot of color to the priesthood and the campaign
world.

All priesthoods have certain duties to perform, duties to the god and duties to the
community or civilization. The DM needs to decide what each priesthood's duties are,
and will often be able to use those duties to tie the priest character in to specific
adventures and role-playing Stuations.

Following are some sample ideas for priestly duties. The DM can use asfew or as
many of these as he wants when designing a new priesthood; he can dso invent new ones
to suit his campaign.

Devotions



These are ordinary prayers and rituals which the priest conducts on aregular basis.
They might include the saying of prayers a specific times of the day, upon observation of
specific incidents or natural phenomena, and so forth.

The DM can decide what these are and when they're undertaken, but the campaign
shouldn't devote alot of time to them; it's annoying and disconcerting to interrupt the
adventure every so often so that the priests can pull out their holy symboals, knedl to the
aun, and lead the faithful in prayer. Just knowing that they do this sort of thingona
regular basisis enough for most players.

Guidance

In most civilizations, priests are supposed to act as counselors to everyone in need of
advice. (Thisis one reason that Wisdom is a prime requisite.)

Therefore, the priest character should not be surprised when he finds NPCs seeking
him out and consulting him on troubling mord and ethicd problems. These are good
role-playing opportunities, they are often leads to specific adventures; and, with
especidly knotty problems, they can be difficult puzzlesfor the playersto solve, dl
without using their swords and maces.

Often, priests are posted to specific noble leadersin order to be their persona advisors.
Naturdly, thisis only done when those noble leaders desire it, are willing to dlow it, or
(because of the priesthood's political strength) cannot afford to refuseit. Thisisaway to
establish some sort of bond between new player-characters: The priest player-character
could be assgned as advisor to the noble player-character.

Marriage

In many human cultures, only the priest can perform marriages, so the DM may wish
for thisto be aduty of priestsin his campaign.

The DM will need to decide for his campaign whether or not marriages require the
minigtrations of priests, and might make a different choice for each sentient races. If
humans require priests for marriage, do dwarves? (Perhaps they use advocates and
notariesingtead.) Do elves? (Perhaps their marriages are officiated by bards, who write
songs commemorating the event as a sort of "marriage certificate.™) Do hdflings?
(Perhaps they prefer ceremonies presided over by sheriffs or judges.)

Also, the DM can aways decide thet priests of certain faiths cannot perform marriages.
What, for example, does the god of wegponmaking have to do with marriage? On the
other hand, it's equaly appropriate for priests of any god to be able to perform marriages.
Thisisespecidly trueif, in the campaign, marriage constitutes permisson or recognition
from "higher forces," and any god, including those with attributes unrelated to marriage,
may bless a marriage.

Missions

The duties of priesthood often involve going on missons important to the welfare of
the god or the priesthood in generd.



One of the most common missons involves going somewhere and trying to convert the
local population to worship of the priest's god. Usudly, thisinvolves religious education
and what amount to socid services, sometimes, it involves conquering that culture and
ruthlesdy suppressing dl signs of itsold religion.

Other, more exciting missons can involve recovery of artifacts, trangportation of
persons or goods (such as temple money) through dangerous territory, interpretation of
phenomenain distant places, and holy war with the followers of another god.

It'simportant for the DM to remember that the god himsdlf isn't the only one who
sends priests out on missons. For most missons, it's the upper ranks of the priesthood
who do the assigning, and priests are supposed to follow the orders of their superiors. So
it's possible for any priesthood to have a"bad egg," a priest who issues orders which are
contradictory to the tenets of the faith or designed to promote only his persond power.
This should, however, be avery rare campaign event, unless the campaign revolves
around uncovering and purging a corrupt eement of the sect.

Omen-Reading

In some campaigns, priests will be charged with the duty of reading omensfor the
future.

If acampaign's priests have that duty, the DM has to decide how they do it, what it is
they're actudly doing, and who they're doing it for.

How They Do It

OmenReading dways requires some sort of ritud, usualy a public one,

The priests may sacrifice animas and examine their entrails for cluesto the future.
They may read tea-leaves. They may inhae dangerous fumes and prophesy while under
ther influence. They may listen to whispering in the trees, babbling of brooks, or the
snging of birds and interpret that noise. They may enter meditative states and wait for
ingpiration from the gods. Each cult could do it a different way, and the DM can choose
the method which he fedswill add the most appropriate color to the cult in question.

What They're Doing

Then, the DM hasto figure out what it is the priests are actudly doing when
prophesying. Here are some choices:

They're Recelving the Word of Their God: The priests are actudly recelving some
ingoiration from their deity. Naturaly, such omens are usudly clouded in imprecise
terminology and symbolism, so that it's easy for the recipient of an omen to misinterpret
the reaults.

They're Following Ritual Inter pretation: The priests have aset of techniques of
interpretation which they follow rigidly. These techniques may or may not have any bass
in campaign redity; they might have been granted by the god, or crested through
ignorance.

They're Analyzing Based On Their Knowledge: The priests aren't actudly
prophesying at al, but supplying answers based on their understanding of the Situation
and of the ways of the world. If they are then pretending that their answers come from a



higher source, they are obvioudy being dishonest; only a corrupt branch of a priesthood
will do this. However, it's possible for such a method to be very accurate, especidly if it
concerns itsalf mogtly with questions of warfare and human nature.

They're Telling the Audience What It Wantsto Hear: The priests are acting
primarily as cheerleaders and telling the people precisaly what they want to hear: That
they'll win the war, they're dways right, they've done no wrong, love conquers dl. Again,
priests acting in this manner are being dishonest to their flocks, but it will often be
difficult to convince the flocks of thet.

They'reWorking for Gain: Some very corrupt sects or branches of sects manipulate
their answersto gain in power or money. This usudly takes one of two methods.

In the firdt, the priests supply answers which favor their purposes. If representatives
of one city ask, "When we atack our enemies, will we prevail?' the priests then decide
whom they want to win that war. If they want the attackers to win, they answer "Yes™"
Then, the attackers will be encouraged by the reply, and the defenders discouraged,
which weighs the war in the attackers favor. If they want the defenders to win, they
answer "No," with precisdly the opposite effect; the discouraged atackers might not even
launch the attack.

In the second, the priests accept bribesin order to put their god's stamp of gpproval on
the activities of certain men. For instance, aking might secretly pay the priestsalavish
amount, then publicly approach the oracle and ask, "Shall | not execute the traitor so-and-
S0 now without benefit of trid?" or "Should | marry so-and-so againgt her wishes?' or
any other such question. The answer he receives, of course, will be the one he paid to get,
and because the god has "made his wishes known," the citizenswill probably not disoute
the choice.

In both these approaches, the god may eventudly notice that one branch of his
priesthood is corrupt, and set about correcting matters, either through his own
intervention or by derting other branches of the priesthood. On the other hand, a
particularly disnterested god might never notice.

But Are They Right?

As part of deciding what they're doing, the DM hasto decide how often they're right.

The priests will often beright if they're recaiving the word of their god; this word may
be misinterpreted, but it's ways correct.

They could have any sort of accuracy the DM decidesif they're following some pattern
of ritud interpretation; perhapstheritud is effective, perhgpsit is not.

If they're andlyzing the Situation based on their current knowledge, then their accuracy
depends mogtly in their interpretive abilities, a priesthood might have enough knowledge
of the world and human nature to be able to supply consstently- correct answers to
supplicants.

If they're teling the audience what it wants to hear, they could be very accurate for a
time, especidly if they're prophesying for awarlike state which is on the rise and mostly
asking about upcoming victories. Eventualy, however, the tides of fate will turn and the
prophecies will become unreligble, which will dislluson the popul ace.

If they're working for gain, they could be very successful for quite awhile. Eventualy,
though, the scandal will break, and the population will learn the truth . . . which could be
very bad for those greedy prophets.



Who It's For

Findly, the DM has to decide who is able to receive these prophecies. Here are some
typica choices:

Anyone: Anyone who asks a question will receive some sort of reply.

Anyone With the M eans. Some temples require a sacrifice of animasor wedth in
order for the supplicant to receive a prophecy. (Thisisn't necessarily asign of corruption;
it's often just ameans of ensuring the temple's upkeep and the faith's continuing secular,
or worldly, power.)

Nobles Only: In this arrangement, only members of noble houses can ask questions of
the oracle.

The DM can aso make more peculiar choices for specific oracles. An oracle might
only befor daves, for adventurers, for people who have & least oncetravelled to a
specific holy site, for people of specific dignments, for members of one race, etc.

Vigilance

Findly, priests have to be vigilant against powers or dements which threaten their
faith or their followers.

These powers and € ements don't usudly take the direct approach, such as attacks by
armies or mongters. The priest needs to be vigilant againgt more subtle intrusons,
induding:

The Agent Provocateur: Thisis someone who fasely joins the priesthood, spendsa
long time becoming a trusted member or even aleader of it, and then persuades members
of the faith to perform actions which will get the faith into trouble. For example, in times
when the priesthood is in conflict with another faith, the Agent Provocateur might
encourage outright war with that faith. When a conflict with the local rulers could be
sorted out by calm diplomacy, the Agent Provocateur will instead recommend or issue
ultimatums and demands. And, naturdly, the Agent will keep his true masters apprised of
the priesthood's secret movements and activities a al times.

Corruption in Specific Orders. Sometimes priests go bad and use the priesthood for
their own gain. In addition to methods mentioned above, they may aso secretly defy
requirements of their priesthood, stedl temple funds, use their duties of guidance to
influence others to profit these priests, etc. No such corruption goes unnoticed forever,
but the unwillingness of people to believe that they've put ther faith in crooks and thieves
can ensure that this corruption can go on for along, long time.

Libels: At times, members of riva priesthoods will persuade their followers that other
priesthoods perform acts which are profane and evil. In a culture where religious
prgudice is astrong factor, thisis often easy to do. For ingtance, it might prove smpleto
convince one's flock that the priests of a more despised faith are kidnapping young
women (only women of the libdler'sfath, of course) to serve as unwilling temple
concubines, then killing them. It's especidly essy to do when the libeller secretly
arranges for the kidnapping and murder of severa young women in his own faith. When
this sort of thing goes on, it'svitd that the priests of the accused faith prove the truth.
They can't do it just by giving loca authorities atour of their temple to show there are no
unwilling concubines here -- and even if they do, a particularly clever enemy will have



conceded the body of one of the kidnapped girls there for the authorities to find! It
requires capture of the killers and demongtration that they were serving someoneelse. . .
al of which isagood basisfor a priest-oriented adventure.

Obvioudy, it'sthe duty of faithful prieststo combat dl these Stuations these when
they're noticed. However, it's a characteristic of the greatest priest-heroes to notice these
trends well ahead of the time that they become critical , and to ded with them early in
their development, before they can result in serious harm to the priesthood.

For the DM, thisis agood way to give the PC priest an opportunity for rapid
advancement in his priesthood: If he's the firdt to notice such atrend and is able to
spearhead the movement to correct it, he will be well-regarded by his peers. Thisisaso a
good way to establish that an NPC priest isa hero of hisfaith, if he, inthe past, has
thwarted such stuations.

Rights of the Priesthood

At the DM's discretion, priesthoods can have specia rights and powers, too. These
rights usudly depend on the amount of influence the priesthood widdsin the campaign
Sting; aminor priesthood may not enjoy any of these benefits, while a dominant one
could have dl of them.

Church Trial

In some cultures, the secular (non+priestly) authorities cannot put priests on tria for
any sort of crime. That doesn't mean apriest can perform a crime and laugh at the law,
however: Mot priestly orders police themsaves, and will try (or punish without trid)
transgressions.

Priegtly orders don't ordinarily flaunt this power in order to defy secular authorities.
When priests commit crimes, priesthoods usudly punish them. Exceptions occur when
the priest was acting at the priesthood's behest, particularly when the god requires actions
which are againg the law of the land. In these cases, the priest sometimes goes
unpunished; sometimes he recaives a"dap on the wrigt" punishment to quiet the secular
authorities.

The DM, not the player, gets to decide whether priests have the right to church tridl.

Coronation

The most powerful priesthood in agiven land will probably have the right to crown
kings when they ascend the throne. The DM has to decide whether thisis merdy an
honor bestowed on the priesthood, or whether it is aright which the priesthood can use to
influence the throne.

If it's the former, then the chief priest is accorded the right to officiate at the coronation
ceremony. However, if the priest refused to officiate, the crowning will take place
anyway; the king can choose another priesthood for the honor, or he can be crowned
without the priesthood's sanction.

If it's the latter, then the priesthood can deny someone theright to take the throne by
refusing to crown him. Thisisavery powerful right, and through it the priesthood can



exert consderable influence on the nation.

That's not to say that, by refusing to crown a certain candidate, the priesthood can stage
a bloodless coup and choose the king.

Let's assume a priesthood does such athing and refuses the chief candidate for the
throne, then spreads the word they will support a certain other candidate.

The refused candidate may decide to mount awar againg the priesthood. The new
candidate, if crowned, may find that none of the other nobles in the nation support his
kingship. All of this can result in abloody civil war which could tear the nation gpart and
wreck the priesthood's power.

Therefore, when the priesthood decides to exercise this power, it does tend to make
compromises, to negotiate secretly with the parties involved, to plan things carefully so
that trouble is kept to aminimum. Only the most arrogant of priesthoods would try to
take for itsdlf the full right to choosethe king . . . and such priesthoods are likdly to lead
their nation into war or chaos.

Other Confirmations

It could be that confirmations other than coronation are the specid province of one
priesthood. For example, in one nation, any priest might perform marriages for
commoners, but only the priests of a specific god might perform marriages for nobles.

Thiswould give that priesthood great power, because by collectively deciding or
refusing to marry certain couples, this priesthood has the power to influence which
families unite and which do not.

Again, abuse of thisright could lead to harm, but careful gpplication of it would alow
the priesthood to affect the growth and development of the nation.

Tithes

Some priesthoods, the most powerful onesin aculture, are able to demand tithes of
their followers. A tithe is an amount of money, often represented as a fraction of the
money-earner's regular wage, which the follower is required to pay to the priesthood.
Theoreticdly, it is used for upkeep of churches and temples, purchase of suppliesand
equipment for the priests, etc. Some priesthoods dso use these moneys for influence with
the government; a very few corrupt priests dip into it for persona gain.

In an AD&D® game campaign, only the religion of amonotheistic sate, or the state
religion, will be able legdly to demand tithes of its followers. Such titheswill usudly run
from 5% to 15% of the character's income, with 10% being most common.

Priesthoods of other faiths will ask their followers to tithe alike amount. Naturdly, not
al thar followers will tithe and S0 such rdligions bring in less tithed income than those
who can demand it.

Player-character priests don't get to see that money; it is recorded by church
accountants, stored in church treasures, and distributed or spent by superior priests.

Separation from the Faith

Some priesthoods can exert considerable influence on their followers by being able to



separate them from the faith. If, for ingtance, dl followers are promised a certain rolein
the afterlife, and separation from the faith would deny them that role (and replace it with
something far more frightening or ghadily), then the followers of the faith are likely to
obey the priesthood.

Naturdly, most priesthoods vist this punishment only on those followers who most
flagrantly defy the requirements of the faith. Just as naturdly, the occasiond corrupt
priest would thresten followers with this punishment unless they are blindly, absolutely
obedient to him.

However, this punishment doesn't work so well in a culture which worships many gods
and which has a separate, independent priesthood for each god. If you threaten afollower
of the war-god with separation, he might be just as happy to switch over to worship of the
sea-god. Thisisabadancing factor which helps kegp down abuse of this right in many
cultures. However, monotheistic cultures (those which worship only one god) don't have
this baancing factor; they have to rely on the honesty of the priesthood.

Rule

Some cultures are theocracies , which meansthey are ruled by their priestly classes.
Naturaly, in such a culture, one priesthood will be dominant; the culture may worship
only one god, or may tolerate other worships but be mainly devoted to one specific god.

In atheocracy, the nation may be ruled by aboard of priests from the state religion, but
it's more common for it to be ruled by asingle king who is also a priest and the head of
his priesthood. Such an arrangement may be benevolent, with awise cleric ruling the
land; or it may be particularly nasty, with a power-mad priest or the priest of an evil god
in charge.

Many "lost worlds' (i.e., nations hidden away from the rest of the world, secluded in a
lost valley or cavern or other distant place) are theocracies ruled by evil priedts,
adventurer- heroes sumbling into such cultures often find themsalves having to gir up
revolution and cast down these rulers so that justice can return to these lands.

The State Religion

For any culture, the DM will have to decide if thereis a State Religion. The State
Rdigionisthe officid faith of the nation, as sanctioned by the government.

Its priesthood will have the following rights: Right to church trid, right to coronation
(though not necessarily theright to deny coronation to the chief candidate), right to
demand tithes. If the culture is monotheigtic, the State Rdligion will dso have theright to
separate offenders from the faith. The DM can assign other rightsto the State Religion as
he seesfit.

State Reigions are not limited to big nations. Any independent city or city-tate could
have its own gate rdigion. Thus, cities mere miles apart might have different Sate
religions. This could cause trouble if both are monotheistic, or both belong to enemy
priesthoods; on the other hand, the priesthoods could be neutra or friendly to one
another, causing no such trouble.

However, a nation does not have to have a gtate religion. In fact, the most powerful
faith in anation will not necessaxily be agtate rdigion; it will just exert consderable



influence.
Restrictions on the Priest

Priesthoods are a so redtricted, usudly by decree of the god himself. Below are
examples of many typica sorts of restrictions: Note that most priesthoods will only have
afew of these restrictions, and each faith may employ different ones.

Gods make these requirements of their priesthoods for four principal reasons:
Commemoration, Function, Philosophy, and Sacrifice.

Commemor ation means tha the action is areminder of some important event from the
history of the faith. For example, the cross and crucifix are symbols of the Crucifixion.

Function meansthat if the requirement is not met, the priest cannot for some reason
function as apriest. For ingtance, if, in a specific campaign world, dericad magic will not
work if the caster has consumed dcohol, then the priesthood will have a requirement that
its priests not drink.

Philosophy means that the choice is bound up with other ements of the faith. If
certain creatures are held to be unholy, unclean, or otherwise taboo, for instance, there
will be many secondary requirements derived from that thought. A priest wouldn't be
able to wear armor made from its hide or est its meat. To be buried in or with its skin
might even result in involuntary separation from the faith!

Sacrifice means that the god requires this behavior to test the mettle of hisfollowers.
Those who can't make the sacrifice are obvioudy not cut out to be his priests.

At hisdiscretion, the DM can make any of these requirements gpply to the worshippers
of the god in addition to the priesthood. Especidly appropriate are redtrictionsinvolving
Contamination (see below).

Armor
Priests may be limited in the types of armor they wear. Some sample limitations:

May not wear non-meta armor

May not wear metal armor

May not wear magica armor

May not wear any armor

May not use shidds

May not use certain types of shields

May only wear armor made by priests of the same faith

Any of these regtrictions could be made for any of the four reasons given above. If
metd armor disrupts clerical magic, then it could not be worn by priests. If the rdigion's
philosophy forbids harm to animals, then lesther armor may be forbidden. And so on.

Armor redtrictions don't just reflect the god's attributes or prohibitions; they help define
the combat roles of priestsin the campaign. A priest who can wear full metd armor is
more likely to be a combat force in the campaign than one who can'.

Y ou can be more sure that a player who picks a priest-type which islimited to less
efficient armor is a player who wantsto role-play a priest, rather than one who merdly



wants to play afighting machine who is efficient in both combeat and magic.
Cedlibacy

Though in modern times the terms Celibacy and Chagtity have become confused, here
werre only using the older meaning of the word Celibacy: The sate of being unmarried.
Priests who are required to be cdlibate must remain unmarried. A DM must decide
individudly for each cdlibate priesthood if its priests must dso remain chaste (see
below).

A priesthood could reguire cdlibacy as a sacrifice to the god, because it was
philosophically opposed to the state of marriage, or for many other reasons. Thefighting
priesthood of awar-god might require its priests to stay celibate so that they won't be
distracted by thoughts of home and family while engaged in warfare.

Chastity

Chadtity involves not engaging in sexud relations. A priest could be celibate but not
chaste; one could even be chaste but not celibate, though that would be pretty strange.

Priesthoods require chastity as a sacrifice to the god, or when its priests are supposed
in some way to be spouses of the god (either in a symbolic or genuine sense).

In some faiths, chadtity is required of its priests except for during specific events or
times of the year. For ingtance, priests of an agriculturd deity might be required to
remain chaste except during the planting season, when chadtity is revoked in order to
megicaly "encourage” the fertility of thefidds.

Clothing

Priests are often required to wear distinctive costumes proclaiming their satus. They
may only have to do so during the performance of their officid functions, or might have
to wear their priestly vestments during al waking hours.

Such items don't have to be full costumes. A priest might be only required to wear the
gpecific haly symbal of hisfaith; otherwise, he could wear what he wished.

In some faiths, priests cannot wear certain types of clothing. Historically, some priest-
kings of earth- goddess were forbidden to wear clothes with knots in them; if they wore
textile garments, they had to have ragged, unknotted hems.

Priests might also be required to conced certain parts of their bodies by clothing.
Beyond restrictions imposed by society for modesty's sake, priests might have to conced
other parts not considered immodest by the genera population.

Contamination

Many faiths regard certain items or substances as unholy, unclean, or taboo. Its priests
are not permitted to handle such things. If they come in contact with them accidentdly,
they must undergo holy rituds of purifications to cleanse themsdves of the taint.

Some sample items or substancesinclude:



Animds (specific animads or whole classes of animals)
Blood

Gems or Jewels (specific types)

Iron

Plants (specific plants or whole classes of plants)
Water (from specific bodies of weter)

Hit Points

Clerics and Druids receive 8-sided dice for hit point progression (see
Player'sHandbook, Chapter Two). The cleric does alot of fighting, and the druid hasa
very demanding existence, living as he does in the wilderness; both need to have
comparaively high hit point totas

The DM can, if he wishes, make any priesthood of a specific mythos take six-sided
dicefor hit points (like rogues) or even four-sded dice (like wizards). But thisis only
appropriate for priestly orders which are not very demanding physically.

Mogt priesthoods should have eight-sided dice for hit points. If aDM decides that a
priesthood will have less robust dice, then he must compensate the priesthood with
enhanced access to spells and (especialy) numerous Granted Powers (discussed below).

A priesthood should only receive six-sided dice if it has medium to poor combat
abilities, and belongs to a deity with very few physical demands.

For example, agod of dawn has no intringc orientation toward combat, and "dawn"
does not imply any specific physica demands.

A priesthood should only receive four-sided dice if it has poor combat abilities, and
belongs to a deity whose attribute implies soft living.

For example, agod of peace or love could have priests with little or no combat abilities
and with four-sided dice. However, it'simportant to note that this does not have to be the
case. .. Itisonly the case when the DM ingsts upon it. Priests of the god of peace could
be pacifigts, but till be good a combet . . . which they may only employ in self-defense.
A god of love noted for weapons use, as Eros was noted for his archery, could have
priests who specidized in that weapon, and would not have to be stuck with a meady 1d4
for hit points.

Magical Items

Priests are dready limited to usng magicd items usable by dl classes or by priests
only. But they might also be further restricted by their faiths.

For example, priests of a specific faith might be required to use only magicd items
made by priests of their order, or might be required to use no magica items whatsoever.

Mutilation

Occasiondly, a priesthood will demand a sacrifice of mutilation of its priesthood. This
is most common among evil priesthoods, but could theoreticaly occur with any
priesthood, regardless of alignment.

For example, devotees of ablind god of prophecy might be forced to blind themsdlves.



(However, it would be more appropriate for them merdly to have a Clothing restriction
that required them to wear blindfolds when performing officid duties))

When this sort of thing does take place, the priesthood is often compensated for its
loss: The god often grants them an extra power (as described below, under "Powers of the
Priest™). A priesthood required to be blind, for example, might have an extra power of
andys's, identification or prophecy.

Weapons

Many priesthoods require their priests to use only a certain category of weapons. Some
only restrict them from using a certain narrow category of weapons. Some require their
priests to use no weapons a dl. Commonly, agod identified with a certain type of
wegpon will require his priests to use that wegpon and a certain number of smilar or
related weapons.

The DM should assign the priesthood a weapons restriction based on two choices.

First, weapons restrictions reinforce the specia attributes and character of the
worshipped god; limiting priests of the god of Degth to sickle-like weapons certainly
edablishes flavor for them.

Second, weapons regtrictions, like armor restrictions, help define the combat roles of
priestsin the campaign. If apriest islimited to daggers and creampuffs, he's not going to
be the campaign's combat monster, so magic and his priestly duties will be much more
important to the character.

Many examples of this are given in the next chapter, " Sample Priesthoods.”

Spheres of Influence

Asyoull recdl (fromthe DM G, pages 33, 34), priest spdlls are divided into categories
cdled spheres of influence. Each spell belongs to one of 16 categories. Those categories
indude:

All, Animd, Agral, Charm, Combeat, Crestion, Divination, Elementa, Guardian,
Hedling, Necromantic, Plant, Protection, Summoning, Sun, and Wegther.

Priests can't cast spells from dl spheres of influence. Any specific priesthood can have
major access to one or severa spheres, and thus eventudly learn to cast spells of any
level from that sphere, and can have minor access to one or severa other spheres, and
learn to cast spellsfrom only 1t through 3rd leve in that sphere.

When designing a new priesthood, the DM decides which spheres of influence the
priesthood has.

All priesthoods should have mgor accessto the All sphere. Beyond that, the DM
should choose a number of spheres, and the access to each, based on the attributes of the
god being served, and on how combat- efficient the priest is dready.

If apriesthood currently has access to good armor and a wide range of wegpons, the
DM should limit the range of pells available to them. If, however, the priests do not have
access to mighty engines of war, the DM may want them to have a greater ability with
magic, reflected by access to more spheres, and mgor access to a greater proportion of
them.

Priests should have Mgor access to just about any sphere that has any bearing on the



primary attribute of their god, and at least Minor access to spheres which have alesser
relaionship to their god. (For instance, priests of a God of War who is noted for his
protectiveness might have minor, or even mgjor, access to the Guardian and Protection
spheres.)

Here are some rules of thumb to go by when assigning Spheres of Influence to specific
priesthoods:

The Priesthood Has Good Combat Abilities

If apriesthood is dlowed to use metal armors and a good range of weapons, we
congder that it has good combat abilities. Therefore, it should have less effective magic,
induding:

Major Access To: The"All" Sphere, and two other Spheres.
Minor Access To: Two Spheres.

The Priesthood Has Medium Combat Abilities

If apriesthood is allowed to use meta armors but restricted to a poor range of
weapons, or is not alowed to use meta armors but has access to a good range of
weapons, we consder that it has medium combat abilities. It should have amore average
access to magic, including:

Major Access To: The"All" Sphere, and four other Spheres.
Minor Access To: Four Spheres.

The Priesthood Has Poor Combat Abilities

If the priesthood is not alowed to use meta armors (or evenany armors) and has
access to a poor range of weapons, we say that it has poor combat abilities. It should have
an enhanced access to magic, including:

Major Access To: The"All" Sphere, and six other Spheres.
Minor Access To: Six Spheres.

Some Definitions

"A good range of wegpons' is not avery precise definition, but it's harder to be more
precise; what isand is not consdered a good range varies with each individua DM. In
generd, if the priesthood is dlowed access to five or more different types of weapons (a
bow isn't that different from a crossbow for our purposes, but amace is different from a
Spear), or if the priesthood is limited to afew efficient and high-damage (1d8 and better)
weapons (such as swords), we say that it has a good range of available weapons.

"A poor range of wegpons' isjust asimprecise. In generd, if the priesthood is dlowed
access to four or fewer different types of weapons, or has access to a greater number of
wegpons which do no more than 1d6+1 damage, we say that it has a poor range of
available wespons.



If apriesthood doesn't alow the priest access to the full number of spheres appropriate
to that type of priesthood, then the DM should supplement the priesthood with extra
Granted Powers. For instance, if a priesthood has Good Combat Abilities but is desgned
with mgor access to the All sphere and only one other sphere, and minor access to two
gpheres, then the priesthood is recalving less ahilities than it should; it should be given
some minor Granted Power to compensate.

Now, thisvdiant effort to keep combat abilities and magicd abilities balanced is
subgtantialy thwarted by the origind Cleric class himsdf. The Cleric has mgor accessto
12 Spheres, minor access to one, and the ability to wear metal armors. In short, he is
more powerful than just about any more redtrictive priesthood.

If the playersin acampaign are likely not to take priests of specific mythoi Smply
because the origind Cleric class is more powerful, the DM may wish to revise the Cleric
in his campaign. For more on this, see "Toning Down the Cleric" in the Role-Playing
chapter.

Granted Powers

Many types of priests also have pecid Granted Powers. The basic Cleric, for ingtance,
can turn undead. The Druid gtarts out with bonuses to specific saving throws and speaks
an additiona specific language, and gains other granted powers as he gainsin levels.

The DM should add at least one Granted Power to the abilities of a priest of a specific
mythos; this gives the priest more individud flavor and character. The DM could add
severd, if this specific priest-class is weak compared to other priests.

Additiondly, as with the Druid, the DM can arrange things so that the priest acquires
new Granted Powers at certain experience levels, instead of recaiving dl of them at firgt
leve.

Granted Powers come in three levels: High Powers, Medium Powers, and Low Powers.

Aswith dl the priest's specid abilities, Granted Powers should be chosen for the priest
based on the attributes of the worshipped god. It's not ingppropriate to give awater-
breathing ability to the priest of an ocearntgod, but is quite ingppropriate for the priest of a
god of the desert winds.

Some Granted Powers may be used any time the priest wishes and when circumstances
alow. For example, norma clerics can try to Turn Undead as many timesin aday asthey
wish (but it can only work when they're facing undead, naturdly). Other Granted Powers
may only be used a certain number of times per day. When the DM first adds a Granted
Power to the listing of a priet's ahilities, he must define how often and under what
conditions the Granted Power may work.

High Powers
High Powers are those which are of great usein Situations which arise frequently in the
campaign. Here are some examples of High Powers appropriate to various types of

priests:

Charm/Fascination



This power works just like the third-level Wizard spell suggestion, except that the
priest does not have to use materia components to the spell.

The DM may define this Power as working one of two ways. Either it can be used in
combat (in which case it can be used againgt only onetarget a atime), or it cannot be
used in combat (in which it can be used againgt a number of targets equd in HD to two
times the Priest's experience leve).

In either case, the Priest can use the ability three times per day. If the target makes his
saving throw, he may choose to reect the suggestion, but will not recognize that priestly
magic was being used againg him.

This power is most appropriate to priests of the gods of love, mischief and trickery,
music, and peace, but can be given to any priesthood which has an influentia position in
the society.

Immunities

This power gives the priest an automatically-successful saving throw againgt certain
types of damage, attacks, or broad classes of spells.

Examples of gppropriate categories for immunity:

Certain types of priests might have automatically successful saves againg all
Evocation spells. Thisisavery powerful ability; it means the priest will automaticaly
take haf damage from most damaging spells. (Those spellswhich don't dlow asaving
throw are not stopped or affected by thisimmunity.)

Others might have autométic success againg dl Enchantment/Char m spells. Thisis
equaly powerful; it meansthat the priest will be completely unaffected by most spells of
this sort, as well as other powers such as the vampire's hypnotic gaze.

Immunities may be taken againg any one wizardly School of M agic, againgt any one
priesly Spher e of I nfluence, or againg dl Poisons, as a High Power. There are other,
lesser, immunities, discussed below.

Immunities can work against a character, though. Immunity to all priestly
Necr omantic spells means that the character does not benefit as much from Hedling
gpdls. He automaticaly makes his saving throw againg them, whether he wishes to or
not, and S0 gets only hdlf the heding vaue of the spell.

The Immunity must be gppropriate to the attributes of the god being served. The priest
of agod of heding might have an Immunity to al poisons, while the priest of the god of
love might have an Immunity to Enchantment/Charm spells

The most important thing to remember about Immunity isthet it isnt complete
protection. It merely gives the character an automatically-successful Saving Throw. In
mogt cases, this meansthat he will ill take half damage from the attack or spell.

Thereisno limit on the number of times per day a character can use this ability;
whenever he is struck with the appropriate atack, his Immunity helps protect him.

Inspire Fear
This power isSmilar to the wizard's fourth-leve fear spdll, though the cleric does not

have to use materiad components.
A priest with this power can use it twice per day.



This power is most gppropriate to priests of gods with dark or fearsome aspects. Degth,
for example.

Shapechanging

This power isvery smilar to the druid's shapechanging Granted Power, not to the
ninth-level wizard spdll; read the description of that power in the Player's Handbook.

The power can be used three times per day; it isthe DM's decision whether the priest
can change into three different types of animal, each once per day, or only into one
specific type of anima three times per day.

This power, though it would seem to be most gppropriate to priests of gods of nature, is
actually gppropriate for any priesthood . . . if the god in question has an animd symbol or
totem. For instance, if the god of the sky has as his symbol the eagle, it's appropriate for
his priests to have this power and turn into an eagle three times per day.

Turning Undead

Thisisidenticd to the cleric's ability. It ismost gppropriate to priests of the gods of
birth, dawn, fertility, fire, good, guardianship, healing, light, love, magic, and the sun.
Thereis no limit to the number of times per day a priest can use this ability.

M edium Powers

Medium Powers are those which are of some ussfulnessin situations which arise
frequently in the campaign, or are of great use in Stuations which only arise occasondly.
Here are some examples of Medium Powers:

Defiance of Restriction or Obstacle

With this power, the priest can Smply ignore some aspect of the physica world which
normaly sows, impedes, or prevents passage.

For example:

The priest of a nature god might be able to ignore heavy underbrush: He can travel
through the thickest undergrowth as fast as he could normally walk, while other humans
are dowed or even stopped completely.

The priest of the god of winter or the north wind might not find ice dippery; he could
move a anorma rate across the dipperiest frozen rivers or glaciers with no chance of
fdling.

The priest of agod of wind might be able to walk into the fiercest headwind without
being dowed.

The priest of the god of mischief might be able to dimb walls and hillsdes & his
norma walking-speed, and without the need to make aroll for success.

Thereisno limit to the number of times per day a priest can use this ability.

Immunities

Y ou read about Immunities above, under "High Powers." The Medium Powers



immunities are not o grong. A single immunity will give a priest an autometicaly-
successful saving throw againgt:

A narrow category of spells (for example, dl Fire spells of the Evocation school);

A narrow category of specid powers (dl Paralyss, including Hold spells and ghoulish
pardyds, or dl Energy Drains; or dl dragon-breath powers); or

A narrow category of poisons (dl snake venoms, for example).

Again, each type of Immunity is gppropriate to a different type of priest. Priests of the
god of Fire could be immune to Fire spells. Priests of the god of Earth, whose symboal is
often the snake, could be immune to al snake venoms,

And, again, Immunity isn't complete protection; it just gives the character an
automatically- successful Saving Throw.

Incite Berserker Rage

This power dlows a priest to ingpire afighter (anyone belonging to the warrior class)
to adate like berserker rage. The warrior must be willing to have this war-blessng
bestowed upon him.

It takes one round for a priest to incite asingle warrior to berserker rage; the rage last
gax turns. A priest can use this power on any number of warriors per day, onea atime. A
warrior may only beincited to berserker rage once per day; even if adifferent priest tries
it on him, it cannot incite awarrior to a second rage in the same day.

Therageisnt identicd to the abilities of the true berserker (see the description for the
berserker in The Complete Fighter's Handbook). However, it does give the warrior a+2
to hit and damage for the duration of the rage. While enraged, the warrior cannot flee
from afight; he cannot leave the fidd of bettle until no enemies face him. Once he does
leave thefidd of battle, he can choose whether or not he will emerge from the rage or
sudan it; awarrior would sustain it if he felt that another fight was likely to take place
soon. When he emerges from the rage, the warrior takes no extra damage or ill effects.

This power is most gppropriate to priests of the god of war.

Language and Communication

The priest with this power gains one extra language per experience level hegans This
power is often granted only after acertain experience leve is atained; for example, with
the druid, this power is granted a 3rd leve.

If nonwegpon proficiency rules are used, then the priest gains one extra nonweapon
proficiency dot each level, and must use that dot to acquire alanguage.

The types of languages learned with this power should be restricted by the DM. Priests
of the gods of nature are limited to learning the languages of woodland creatures, while
priests of the gods of the earth are limited to learning the languages of serpents, dragons,
and other cthonian reptiles; priests of the gods of the sky are limited to the languages of
birds and other aerid creatures, while priests of the gods of the seas are limited to the
languages of sea-dwelling creatures.

The number of languages learned with this power may likewise be limited. Sx to ten
extralanguages learned thisway isapracticad limit.

If the campaign is using the optiona wegpon and nonwegpon proficiency rules, then
priests might, instead of being limited to languages, receive proficiency dotslimited to



certain categories of languages, weapon proficiencies, and nonwegpon proficiencies
pertinent to their faith.

Example: The priest of a specific war-god might, & third level, Sart receiving one
extraweapon proficiency dot every experience leve up to 12th.

Laying On of Hands

This power isidentica to the paadin's ability; the priest can, once per day, hed
himself or another for 2 hit points per experience level.

This condtitutes a little extra hedling ability. It's most gppropriate to priests of the god
of hedling. It's dso appropriate to priests who don't have access to healing spdls, but who
should have alittle bit of hedling ability anyway.

A reversed verson of the power, where the priest lays on his hands and inflicts 2
points of damage per experience levd, or 1 point of damage per leve if the victim makes
asaving throw, is appropriate for priests of the god of disease. A priest cannot have a
hedling Laying On of Hands that is dso reversible to a harmful Laying On of Hands; it
must be defined as ether hedling or harmful.

Prophecy

With this power, the priest can sometimes see visons of the future. A priest with the
Prophecy power can use it two different ways.

Fird, the priest may sink into a meditative trance and try to receive visons of the
future. Thistrance laststen turns, if the priest isinterrupted before the ten turns are done
(struck with aweapon, shouted at by someone within six feet of him, or knocked over),
the trance is prematurely broken and the priest gets no vison.

Second, visons may just come to the priest, a the DM's discretion. When the priest is
hit with such avison, for asingle combat round he no longer perceives the red world; he
sees, hears and experiences nothing but hisvision.

The priest receives no vison of the future if the DM doesn't have one for him to see.
Therefore, the priest who deliberately sinksinto a receptive trance gets absolutely no
vison if the DM doesn't want him to see one. Therefore, this power isonly partly an
ability which gives the priest an advantage of future sght; it's primarily atool for the DM
to give the priest clues about the future, clues which guide the adventure without giving
the priest an overwhelming advantage in the campaign.

The visons which the priest receives should be short and easy to misinterpret. They
may be highly symbalic; if he sees arat fighting a serpent to the degth, the animas may
represent mighty armies which bear those creatures on their flags, or may represent two
characters with traits smilar to those animas.

Also, the DM must decide whether, in his campaign, prophetic visons are changeable
or unchangeable. If they're changeable, then the priest will sometimes see events which
can be prevented. Thistdls him which way the winds of fate are currently blowing, but
he knows that enough effort can change the future he sees. If they're unchangegble, then
nothing he can do will dter thisvison; however, it's sill possble that thevisonis
deceptive and not exactly what he thinksit is. (For instance, when he sees his best friend
plummeting to his death from a dlifftop, he may actudly be seeing his friend's twin or

doppleganger dying in this manner.)



Thisisa particularly tricky power to use within the scope of the campaign. Always
remember that it'satool for the DM to give a dight advantage to the character and to
guide the story, and not awegpon for the priest character to use against the DM or the
gtory. The priest character can't sink into atrance, receive no vision, and then
immediately snk into another one and expect to receive a vison then. The endowing of
visonsis drictly at the DM's pleasure, just as, in the campaign, visons are granted to
characters drictly at the god's pleasure.

This power is most appropriate to priests of the god of prophecy. However, it's
appropriate to priests of any god. In Greek mythology, for example, there were famous
prophetic temples devoted to the gods Zeus (agod of the sky, lightning, oaks, and
wisdom), Apollo (agod of light, the sun, and music), and Gaea (the ancient earth
goddess).

Thereisno limit on the number of times per day this power may be used. A character
can try to entrance himsdlf severd times per day, though thisis usudly fruitless and
annoying. However, the DM can supply a priest-character with visons any number of
times per day. To keep prophecy from becoming a dominant part of the campaign, it's
best to limit the number of visions received, through ether of the two methods, to once or
twice per month.

Low Powers

Low Powers are those which are of some usefulnessin Stuations which arise
occasiondly in the campaign, or are of great usefulness in Stuations which hardly ever
arise. Here are some examples of Low Powers:.

Analysis, Detection, | dentification

With this power, the priest can identify a category of persons, places, or things. He
must be within 10' of the object in order to identify it correctly; he does not have to seeit,
and the object can be hidden. In some cases, it could even be buried.

If the DM designsit as part of the ability, the priest can dso analyze the object and get
additiond details about it. The type of information brought about by this andysis varies
from object to object, as well discuss below.

Here are some examples:

A priegt of the god of healing could identify and andyze injury and iliness. He could
look at an injury and see not just whereit hurts, but also if it is infected or poisoned, how
long ago it was inflicted, etc. He could look at a sick person and determine which disease
afflicts him, what stage of advancement the diseaseisin, and what the sick person's
chances of recovery are.

A priest of the god of good could detect evil , as per the firdt-level Priest spell; andyss
would let him know whether the evil were lawful, neutrd, or chaotic in orientation.

A priest of the god of goldsmithing could detect gold , including refined gold that has
been hidden or unmined gold il under the earth.

Some of these powers of identification and anadlyss are especidly useful, such asthose
which duplicate detect good, detect evil , and detect magic spells. These may only be
used three times per day. Other powers may be used any number of times per day. These
powers are not automatic; the priest must concentrate for afull round in order to use this



power.
Immunities

Asalow Power, Immunity can act in one of two ways.

A granted Immunity can give the priest an automaticaly-successful saving throw
againgt one specific type of poison or magic spell. For example, apriest could
automaticaly save againgt cobra venom, or againg the fireball spell.

Alternatively, such an Immunity could give the priest a+2 bonusto Saving Throws
againgt anarrow category of spells, anarrow category of specid powers; or anarrow
category of poisons. These are the same categories the Medium Power immunities are
broken down into; the difference here is that the Low Power immunity only grantsa +2
bonus to saves vs. those attacks, instead of providing an automaticaly successful saving
throw.

Therefore, aLow Power immunity could give a priest automatic success againg the
charm spdl; adifferent one could give the priest automatic success againgt the pardyss
brought on by the ghoul's touch; a different one could provide a+2 bonus to dl saving
throwsvs. dl enchantment spdlls; another one would provide a +2 bonusto dl saving
throws vs. any sort of paralyss ability or pell.

Language and Communication

Asalow Power, the priest receives one extra language appropriate to the priesthood.
If the campaign uses the nonwespon proficiency rules, this power conssts of an extra
nonwegpon proficiency dot which must be used to take one specific extra language.

Soothing Word

With this power, the priest can remove the effects of the fear spell or can sway the
attitude of a hostile crowd or maob.

The priest can use this power three times per day. A single use can ether: Digpel one
goplication of the fear spell on one victim; diminate one warrior's berserker rage; or
momentarily cam down a number of characters or mongters (equa to 2x the priest's
experience level in hit dice; therefore an 8th level priest could momentarily cadm 16 HD
of angry mob, for instance).

This power is primarily useful for getting the attention of an angry group of people and
alowing the priest to address them. The combination of the soothing word , the respect
that many cultures have for their priests, and the speaking abilities of many priests can
often defuse an angry mob.

As described above, this power is most gppropriate to priests of the gods of hedling,
love, music, peace, and wisdom.

If the DM limitsthis power il further, it becomes appropriate to other classes of
priest. For ingance, if the soothing word only works on animals, it becomes appropriate
for priests of the gods of animal protection, the earth, fertility, and hunting. If it only
works on dwarves, it is appropriate for priests of the god of the dwarven race.

Other Powers



Just about any spell can be adapted to a priest's Granted Power.
Which Spells Can Be Used

Priest Granted Powers may not be derived from every spell on the books. Some wizard
schools and priest spheres are not permitted for adaptation to granted powers. Normally,
when a pell belongs to two schools or spheres, where oneis permitted and the other is
not, the spdl can ill be adapted to a granted power; but some exceptions are noted
below.

Priest Granted Powers may be derived from wizard spells of the schools of Abjuration,
Alteration, Charm, Greater Divination, Invocation, Lesser Divination, and Necromancy.
They may aso be derived from priest spells from the spheres of All, Animd, Charm,
Credtion, Divination, Guardian, Hedling, Plant, Protection, Sun, and Wegther.

Priest Granted Powers may not be derived from wizard spells of the schools of
Conjuration, Summoning, or Conjuration/Summoning; from Enchantment (spdlls listed
as Enchantment/Charm are permissible, but those listed as belonging to Enchantment and
any other school are not; for ingance, Leomund's Secure Shelter , usable by Alteration
and Enchantment, is not alowed); from Illusion or Illuson/Phantasm; from Evocation (if
agpdl can belong to the school of Evocation, it cannot be taken as a granted power even
if it can be used by other schoals; for instance, Melf's Minute Meteors, usable by
evocation and dteration, cannot be taken as a granted power).

Neither may they be derived from priest spdlls of the spheres of Astral, Combet (even
if agpell belongsto Combat and one other sphere, as shillelagh belongs to Combat and
Plant, it cannot be used to make a Granted Power), Elemental, Necromantic, or
Summoning.

Note that priest spdlls are listed with wizard-school designations and with spheres of
influence (for example, Animal Friendship is shown as an Enchantment/Charm school
and of the Anima sphere). When making granted powers from priest spells, ignore the
wizardly school and pay aitention only to the sphere of influence.

Maximum Levels

Granted Powers may not be derived from wizard spdlls of fifth leve or higher, or from
priest spells of fourth leve or higher.

Limitationson Use

The DM must determine limitations on the use of the Granted Power. (Therés no cdl
for apriest to be using his power dl the time, every day.)

If it'sa power which isvery ussful in alot of Stuations (for example, a heding ability),
it should be usable once, twice, or three times per day. The more useful it is, thelessa
priest should be able to use it; thus, a healing power would be usable once per day, while
a detection ability might be usable three times per day.

The DM can aso choose for the power to take considerable time to use; specia powers
should take a minimum of one round to use; more commonly, they should take a
complete turn.



High, Medium, or Low

Once the DM knows which spell the power is derived from and how often and easlly it
may be used, he can decide whether it is aHigh, Medium, or Low Power.

High Powers are those which frequently can dramatically affect the course of a combat
or otherwise affect an adventure. The examples of High Powers listed above (charms,
magor immunities, the ability to inspire fear, shapechange, or turn undead) can dl have
dramatic and powerful effects on an adventure in progress.

Medium Powers are those which frequently give an advantage to the priest, or which
occasondly will dramatically affect the course of a combat or adventure. The examples
of Medium Powers listed above (defiance of obstacles, medium immunities, inciting
berserker rages, enhanced language abilities, laying on of hands, and prophecy) al do
these things.

Low Powers are those which only occasiondly give an advantage to a priest, but which
are dso very much in character for the priest and his god. The examples of Low Powers
listed above (detection and analysis, minor immunities, minor enhancements to language
abilities, soothing word) al meet that definition.

So, when a DM creates a new granted power, he must decide which of these three sets
of criteriathe power meets, and define the power as High, Medium, or Low.

In any case, this definition is only arule-of-thumb guiddine to how powerful the
granted power is. It helps the DM when he's assigning powers to priests of specific
mythoi. For instance, if he has created a description of a priesthood and decidesthat it's
just dmost powerful enough, and only needs alittle bonus (a Low Power) to make it just
right, hell be able to choose from hislist of available Low Powers and can ignore his
listings of High and Medium Powers, which would make that priesthood too powerful.

Followers and Believers

At acertan leve, priests receive followers and believers , men and women of the same
fath who serve the priests.

To receive ther followers and believers, priests must achieve a certain experience level
(8th or above, with 9th as the most common level). Soon after (the same experience level
or during the next- higher levd), the priests must assume the duties of a church leader by
building a church or temple (whatever is gppropriate to the faith) and ministering over a
gpecific geographic area. At that time, their followers begin showing up, and arrive over a
period of several weeks.

What Are They?

Followers and Believers are non-player characters who are supposed to help promote
the priest’'sfaith. But what they are in terms of character classes, levels, and duties varies
from faith to faith.

The DM decides what character classes the followers belong to (based on the needs
and orientations of the player-character priests and the beliefs he promotes).

For example, let us say that the priest servesthe God of Strength. The followers are



likely to be al Warriors and Priests of the same god.

If the priest servesthe God of Mischief, the followers are likdly to be primarily Rogues
and priests of the same god. There may be some Warriors and Wizards among the
followers, men and women who are particular admirers of this god and his atributes as
they pertain to combat and magic.

If the priest serves the God of Agriculture, the followers could be Norma Men and
Women who don't belong to a specific class, with afew priests of the same god among
them.

Now, it could be that the priest player-character istrying to creste a specidized order
within the more generdized faith. A priest of the God of Everything might want to cregte
amilitant order. Though the broad worship of the god includes every subject and attribute
possble, thispriest is devoted to the god's warrior-aspect. Therefore, with the permission
of the elders of hisfaith (and, by inference, the permisson of the DM), dl this priet's
followers would be warriors and some priests, probably at higher than first level, whose
misson isto bring war to the enemy and then religious enlightenment to the conquered.

This sort of thinking is to be encouraged among player-characters. A player who's
thinking of creating a specific religious order isthinking in character and within the scope
of the campaign rather than just thinking about how to acquire more spells and magica
items.

Who Are They, and How Do They Know to Arrive?

The answers to these questions vary from faith to faith. The DM has at least three ways
to approach this:

(1) Thefollowers are loca people who are dready worshippers of the priest's god.
When they hear that there will be anew priest of that god in their ares, they arrive and
offer him their services.

(2) Thefollowers dready belong to another church or temple of the same faith. When
the PC announces his intent to build his own temple, hisfaith's superiors send him
followers and believersto help him.

(3) The god subtly inspires people from near and far to journey to the new temple and
offer their services to the priest.

How Many and How Strong Are They?

Asagenerd rule of thumb, the priest should receive anywhere from 10 to 100
experience levels worth of followers, with the average being around 30. The DM should
decide how many levds of followers show up rather than having the priest-character roll
adie.

These followers can dl be of the same leve, or can be of different experience levels.
Zero-experience characters (i.e., normal men and women) count as O-level characters. No
follower can be of higher leve than three levels below the priest (thus, an 8thrleve priest
cannot have afollower higher than 5th levd).

Here are some examples of arrangements of followers that different types of priests
can have. With each arrangement, we're presuming 30 levels worth of followers.

The priest-leader of amilitant order could have 24 firg-leve fighters, one second-leve



fighter, and two second-level priests.

The priest-leader dedicated to the common man could have 56 norma men and
women, and two fird-leve priests.

The priest-leader who is part of abureaucratic hierarchy could have fivefifth-levd
priests and five firs-leve priests.

The priest-leader of atemple which is supposed to guide, protect, and teach a
community could have onefifth-level priest, one second-leve priest, three firs-leve
priests, ten firs-level warriors, two second-leve warriors, and Sixteen norma men and
women.

The DM can assign even more esoteric followers to a priest. The priest of awoods-god
might have nymphs and centaurs among his followers, in which case the HD of the
mongter correspondsto itslevel (a2HD monster corresponds to a second-leve character,
while a 2d6+2HD mongter corresponds to athird-level character).

All these followers condtitute priests, warriors, and workers (the norma men and
women) belonging to or assgned to the priest's temple or church. Their entirejob is
sarving the temple or church; they are housed, fed, and sometimes paid by the temple or
church. They aren't the "flock” or whatever you choose to cal the populace of the area
the priest is supposed to serve.

How Much Control Doesthe Priest Have?

The priest's command over these followers varies from faith to faith. A player-
character priest cannot assume that he has atyrant's powers of life and degth over this
followers and believers. The DM decides what sort of command the priest has over them
based on the nature of the campaign's culture and on the dictates of the faith.

In anormd faith, the priest will be able to order his followersto work and effort like
any employer (and, in amedievd or fantasy setting, employers have more power over
ther employees than in contemporary society). He can advise them and (if he chooses)
put considerable pressure on them regarding the people they associate with or even
mary.

Punishments

When he is displeased with their actions or performances, he can punishthem by
restricting their activities and movements, applying corpora punishments (bestings
which may not reduce them below three-fourths their starting hit points), and assigning
them particularly nasty tasks and duties. If their offenses are sufficiently greet, he can fire
then from sarvice in his church or temple, or even separate them from the faith (as
described earlier in this chapter).

Cusgtomarily, he cannot incarcerate them for any great length of time (i.e, over a
week), serioudy injure them (perform any punishments which reduce them below three-
fourths ther garting hit points), kill them (killing them and retoring them to lifeis il
forbidden), or use harmful magic on them, including magic which denies them free
choice.

Spellswhich are normdly forbidden for purposes of punishment or even "guidance’
include create light wounds, magical stone, shillelagh, charm person or mammal,



enthrall, flame blade, heat metal, produce flame, spiritual hammer, call lightning (except
when used to frighten instead of damage), cause blindness or deafness, cause disease,
curse, summon insects (except when used to frighten instead of damage), cause serious
wounds, poison, produce fire, cause critical wounds, flame strike, insect plague, quest
(except when the target willingly undertakes the quest to atone for his misdeeds), spike
stones, wall of fire, fire seeds, harm, creeping doom, earthquake, fire storm, wither,
energy drain, destruction , or symbol.

Spdlslike command, entangle, cause fear, hold person , and confusion are
permissble, because they last only ashort time, or do not change a character's belief
about any subject.

However, in evil faiths, the priest may be able to order the execution of followers for
anything which displeases him. In particularly bureaucratic faiths, a priest may not be
able to assgn any punishment without a process of trid and conviction, or without
permisson from a higher-ranking priest at the faith's main temple or church. The DM
will decide whether or not a particular faith has these characteristics.. . . but most don't.

Important Followers

The DM should creste many of these followers as fully-developed NPCs, including
names, persondities, ability scores, equipment, etc.

When alarge group of followers are "identicd" in dass and leve (for example, if you
have sixteen Norma Men and Women), one or two should be singled out and fully
developed. When followers are dready more individua (for instance, if you only have
two second-levd priests or one fifth-leve fighter), such followers should be fully
developed.

When possible, it'sagood ideato role-play the arrival of such characters within the
temple, the better to give the priest PC an idea of what hisfollowers are like.

All of thiswork will meke the temple and its inhabitants more immediate and red to
the priest character (and the other player-characters).

What If They Die or Gain Experience?

When followers die, they are replaced by whatever means brought them to the temple
in thefirg place. A new loca will volunteer his service, or the church hierarchy will send
areplacement, or the god will inspire anew NPC to volunteer his service.

Itsdl right for followersto gain in experience. A soldier who defends histemple
from attackers can be expected to gain experience points; a follower who accompanies
his priest on adventures can, too.

Only followers who have been given individua names and persondities should gainin
experience. An anonymous fird-level fighter guard can be expected to remain so; but a
named character could rise through levels and become guard-lieutenant, guard-captain,
personal bodyguard to the priest, etc.

Named followers gain experience at normd rates based on what they do in their
adventures. The only limits placed on al this persona growth are these: No follower can
be higher than three experience levels below the level of the priest; and the levels of dl
followers of a specific temple or church cannot add up to more than 100.



If agroup of followers becomes so experienced that it adds up to more than 100 levels,
the DM can take steps to reduce the number of levels. For instance, a senior guard-
captain may leave the temple when offered captaincy of a guard-unit in another temple
(one closer to hisfamily, one more prestigious, etc.). Hed be replaced by a captain of
lower levd, thus adjusting the available experience levels downward.

Whenever afollower dies or leaves, heis replaced by afollower who was at the
experience level the origind character held when he first became afollower.

For ingtance, let us say that atemple starts with athird-level wizard who acts asthe
priest's advisor. Through adventuring, thiswizard rises to Sxth leve, and theniskilled in
an adventure. He will be replaced by athird-leve wizard.

If aguard-captain rises from second to sixth leve in the course of adventuring, and
then leaves for service esewhere, hell be replaced by a second-leve fighter. This doesnt
mean that the new fighter is the guard-captain. The priest may prefer for some other
follower, who is higher than second-leve, to be the new guard-captain. But the
replacement character dways arrives at the experience levd the origind character held
when he first became a follower.

What If The Priest-Character Is Scum?

Inevitably, some campaign priests, including some player-character priests, will see
their followers as a resource to be exploited and abandoned for the priest's amusement.
For example, a priest might seduce and crudly abandon attractive followers, or might
send soldierly followers into certain-degth Stuationsin order to enhance his own glory.

If the faith is not an evil one, the priest is not following the dictates of hisfaith and
will eventudly suffer for it. Thefirst few followers who perish or fed compelled to leave
will be replaced normdly. After twenty experience levels worth of followers have left in
this manner, however, the other temples of the faith and the loca population will "catch
on" and the priest will find replacements dowing.

At that point, the priest will receive one experience level of replacement follower for
every two he loses. (This doesn't even count experience levels gained by followers
through adventuring. If a second-level guard-captain rises to Sixth level and then is
wadted in this manner, héelll be replaced by a soldier haf hisoriginal experiencelevd, i.e.
afirg-leve fighter.)

If the priest loses another twenty levels through neglect or maiciousness, he will
receive one experience leve of replacement follower for every five heloses. If heloses
another ten leves through neglect or maliciousness, he will receive one experience level
of replacement follower for every ten heloses. If heloses any more through his
misbehavior, they are not replaced.

That isn't the only result of evil behavior. The higher-ranking priests of the faith will
launch an invedtigation, assigning apriest of leve equd to the offending priest to his
temple to conduct the investigation. If it isthis priest's conclusion that the priest has
behaved badly, he could find himself punished; he could have his temple teken avay and
could even lose experience levels (if hisgod is offended by his misbehavior and decides
to punish him).

Also, the other followers and the flock could become disillusioned. Surviving
followers could leave or even betray the priest. The local population could gradualy



cease to attend the priest's church, and seek their spiritud fulfillment esewhere.

How long does dl thistake? That's a role-playing consderation. A priest can be
corrupt and hide his behavior from the faith and from his following for years. If he does
"wagte" followers, but does so at avery dow rate, it could be years or decades before the
population catches on. If he's overt, and flaunts his corruption or wastes hisfollowers a a
more advanced rate, he could find himsdlf in trouble mere weeks or months after first
atracting hisfollowers.

However, if thefaith is an evil one, such behavior is norma. Wasted followerswill be
replaced normdly. (They are not, however, likely to beloyal followers, and may conspire
to diminate and replace the priest.)

Role of the Faith

The DM must decide whét role an individud faith has within the campaign's culture,
This role breaks down into four parts:

How thefaith relates to other faiths;

How the faith relates to the aristocracy;

How the faith relates to the people; and

How the faith rlates to foreign faiths.

Relations With Other Faiths
Mogt fantasy cultures tendsto fal into one of the following categories:

Monotheistic By Demand

Monctheigic By Dogma

Pantheigtic, Chief Faith Dominant By Charisma
Panthagtic, Chief Faith Dominant By Strength
Pantheigtic, No Chief Faith

Here's what those terms mean within a campaign.

Monotheistic By Demand: The faith's god acknowledges that there are other gods, but
demands that everyone worship him or her done and not those other gods. If acultureis
Monotheistic By Demand, it means that this one faith is the only one legdly permitted
within the culture. Thisfaith is able to demand atithe (discussed earlier in this chapter) of
itsfollowers.

Monotheistic By Dogma: Whether it istrue or not, the faith daimsthat thereis only
one god or goddess and that everyone must worship that one being. If acultureis
Monactheisic By Dogma, only the one faith is permitted within the culture. Typicaly, the
worshippers are sufficently inflexible in their belief that they often participate in
religious wars in order to extend the domination of their own faith or suppress faiths they
consder dangerous or hereticdl. Thisfaith is ale to demand atithe of its followers.

Panthegtic, Chief Faith Dominant By Charisma: This culture concedes that there
are saverd gods with individud faiths or cults associated with them. One, however, isthe
specia favorite of the population, because they consider that god's attribute, personality,
or blessings superior to any other god's. Mogt citizens of the culture worship this chief



god and any other gods they choose. In thistype of culture, the dominant faith typicaly
asks but is unable to demand a tithe of its followers.

Pantheistic, Chief Faith Dominant By Strength: This culture concedes that there are
severa godswith individud faiths or cults associated with them. One, however, is
supreme in power, either because it has a strong hold on the culture's ruling aristocracy or
because the chief god has a power or promises rewards that make his worship necessary.
(For example, even in a culture where many gods are worshipped, the god who decides
how each person's afterlife is to be spent could be the dominant god; or the king of the
gods, who rulesthe god of the &fterlife, could instead be dominant.) In this type of
culture, the dominant faith is able to demand atithe of its followers.

Pantheistic, No Chief Faith: This culture concedes that there are several gods with
individud faiths or cults associated with them. Though individud cults may be stronger
or weeker than each other, none is dominant throughout the culture. Each faith can only
ask, not demand, atithe of its worshippers. Within the culture, individua communities
may have dominant gods; and within those individua communities only, the chief god's
worship will correspond to one of the "Pantheistic, Chief Faith Dominant By Charisma’
or "Pantheidtic, Chief Faith Dominant By Strength” categories. Some cities will not have
dominant gods, or may have two or more dominant gods who have joint worship here but
not esawhere. All the gods worshipped within the culture will be perceived to belong to
the same family, or pantheon, of gods.

Relations With the Aristocracy

Once the DM makes the decision about the sort of hold the faith has on the culture, he
can decide what sort of relations the faith has on the country's rulers. This was discussed
earlier in this chapter, under the heading "Rights of the Priesthood.”

Relations With the People

Then, the DM can determine what sort of relationship the faith has with the population.
All faiths exert some control over the flock, by helping interpret or define what the flock
believes, some faiths exert more power, some less. Some abuse that power, and some
don't. Some faiths rule the people, while others are the people.

The DM needs to ask himself these questions:

IsThere A Priestly Caste?

That is, is Priest the full-time job of the priest, making priesthood something alittle
distant from ordinary humanity; or do most priests only act as priests part-time, having
other occupations most of the time, and making priesthood something that any ordinary
person can atan?

Just because Priest is a character classin the AD& D® game doesn't mean thet the
campaign culture has apriestly caste. In a specific culture, a character could be a
blacksmith and aso priest of the god of metalwork, or asoldier and aso priest of the god
of the sun, or ascribe and aso priest of the god of death. The character's profession does
not have to have any bearing on his priestly role.. . . though it would be inappropriate to
be asoldier and a priest of the god of peace, for instance.



In such an arrangement, the character livesin his home, works to make hisliving, and
isan everyday fellow. On occason, he puts on his priestly vestments and attendsto his
priesily duties (performing marriages, arranging and performing rituas, giving guidance
to those who ask it of him, praying to the god for favors). Most of these events take place
at the god's temple or church, but most of the faith's priests do not live there; only priests
with no other quarters, and followers of the chief priest, would live there. (A priest could
live in his own home while hisfollowerslived in the temple!) With this sort of
arangement, priests are very definitely men and women of the people. They are not
supported by tithes (though tithes probably led to the building of the temple), and just
about anyone in the cuture can become a priest.

However, if priests are adigtinct caste in the society, then priesthood is (in addition to
everything se) ajob. It isthe priest's principa occupation. Most priests live in the
temple or in properties owned by the faith. It may be considerably more difficult to
become a priest; someone intending to become a priest may have to go through years of
education and enlightenment before becoming a priest. (Thisian't al that important from
acampaign perspective; player-character priests ill start out &t first leve, but with the
understanding that they've gone through dl this teaching and training before they enter
the campaign.)

Can The Faith Inflict Serious Punishments On Non-Believer s?

Thisisareflection of the faith's politicad power in the campaign culture. Doesthe faith
have the power to inflict punishment on those who do not follow the faith's principas?
Can they imprison, interrogate, or even torture or execute non-believers or worshippers of
other faiths?

If they can, they're avery powerful faith in the culture, and one which can guide the
culture into periods of religious terror (Whenever they try to purge the land of heretics, or
to conced dimination of palitica enemies by pretending they're heretics and purging
them) or into dl-out wars with cultures of different faiths.

Giving afaith thisright in a campaign means that there's dways the danger of religious
persecution in the campaign. If it's the campaign's main setting where afath hasthis
power, the player-characters may find themselves hired to oppose or even to help such an
effort of persecution. If it'saforeign power, the heroes may find themselves helping
fugitives escagpe that land, or may even face the oncoming juggernaut of an army when
that faith decidesit'stime for aholy war.

Is The Faith Indigenous To This Population?

Did the faith in question spring from this culture, or wasit introduced to this culture by
immigration or war?

If it orang from this culture, thet'sfine.

However, if it was introduced into this culture and supplanted an earlier faith, the DM
has the opportunity to introduce some interesting story elements because of friction
between the two faiths.

If the new faith conquered and eiminated the old faith dmost completely, then there
will be hidden, secret sects of the old faith dill in existence . . . sectswhich planto re-
establish the preeminence of their god.



If the new faith has dominated and absorbed the old faith without destroying it, you
can dedl with changes to the culture resulting from that absorption. What if, in the old
culture, femae priestesses and their goddesses were dominant, while in the new faith
male gods and their priests are in power? Or, what if the reverseistrue? Or, what if the
old faith oppressed one gender and the new faith treats them as equas? In any case, there
will be ongoing struggles, especidly struggles of palitics and traditions, where believers
in the old faith try to keep things traditiona and familiar while believersin the new faith
try to impose their own bdiefs on the population.

Asavariant of that, a campaign setting, or even an entire campaign, can be built
around amissonary Stuation, where priests of one faith have been introduced into a
setting where adifferent faith reigns. . . and have gppeared with the intent of converting
the locd population to their bdiefs. Thisis especidly interesting where missonaries of a
more sophisticated culture are sent to a more primitive region.

The priegts of the new, intruding faith are sent with the purposes of educating the
"ndives" chdlenging and defeeting thelr priests (if any), and converting the native
population to the new belief. The priests might have to oppose soldiers of their own land,
who are raiding and exploiting the natives, or may cooperate with them for the glory and
profit of their own temples, depending on whether the DM congdersthisa"good” or a
"bad" faith and cause.

In such a setting, player-characters could take on any number of tasks. They could be
the new priests, spreading the new faith. They could be enemies of the new priests
(perhaps they're priests of another faith atogether!) working to defeat the missionary
efforts of the new priests. They could be warriors or foreign defenders of the native
population, fighting the soldiers who sted the native culture's treasures and take natives
as daves. They could be those explaitative soldiers. In as complicated a Stuation as this
oneis, there are many opportunities for adventure . . . and for tough ethical questions for
the DM to introduce into the campaign.

What Secondary Roles Does The Faith Fill?

The DM ds0 needs to decideif afaith fills one or more cultura niches which are not
intringcdly rdigious

For example, afaith could be the principa educator of a society. Each temple would
then also serve as a school, and al priests would have nonweapon proficiencies which
dlowed them to teach subjects or preserve knowledge. A faith with this privilege will be
apowerful onein the culture, because it influences the thinking of each new generation.

A faith might have a secondary function as a shelterer of travelers. Each temple would
have awing or annex which was asort of hotel for travellers, with many of the brothers
and ggers of the faith "running the hotel." This makes this faith a principal waysation
for rumors, and the church would be the first place that people would turn to for news.

The faith of the god of Wisdom might be the only one which could supply judges and
advocatesin trids. The faith of the god of Strength might supply dl judges and marshas
to athletic events. Perhaps only priests of the god of metawork can mint coins.

It's extrawork to introduce these smdl| cultural ementsinto a campaign setting, but
they add a depth of detail to acampaign for the DM who is willing to do that extra work.

Relations With Foreign Faiths



Once he's decided how the campaign's chief cultureis arranged, the DM can make the
same decisons about dl the other, foreign, culturesin hisworld.

Then, if he wishes, he can add gill more detall to the rdigious faboric of his campaign
Setting by defining how different cultures regard one another's religious practices.

Some cultures avidly welcome the introduction of new religious dementsinto their
own. Pantheigtic cultures, especidly those which have no dominant faith, are likely to
welcome worship of each foreign god that is encountered.

Some cultures violently oppose such an introduction. For example, a culture might be
panthe gtic, worshipping many gods, and yet sill believe that its pantheon is the only true
pantheon . . . and that al foreign gods and foreign pantheons are lies or demons.

Foreign cultures often worship some of the same gods as the campaign's principd
culture, but do so under different names, with different rites, and bdieving in different
stories about those gods. A tolerant culture will welcome new interpretations of their
gods. An intolerant one will, at best, seek to educate the foreign culture to "correct its
misunderstandings'; at worg, it will ingst that the foreign land be conquered and forcibly
"corrected.”

This, then, is another way to add detail and texture to a campaign: By deciding how
foreign faiths regard one another, and what effect that regard has on the cultures
involved. These effects range dl the way from increased trade and exchange of
knowledge through war, conquest, and even genocide.

Rites and the Calendar

Mog faiths have regular rites and rituals tied in to the calendar. Thisis discussed more
fully inthe "Rdle-Playing" chapter later in this supplement.

Hierarchy of the Faith

Mog faiths have a definite organization, with more experienced priests leading less
experienced ones. In some faiths, bribery and corruption can alow aless experienced
priest to gain power and influence over more experienced ones, but thisis uncommon.

In the AD& D® game, most faiths are organized based on the experience leves of their
priests. The higher in level apriest is, the higher he may bein the faith's organization.

But the DM needs to note a couple of important facts.

Firgt, most NPC priests art at first level and never rise any higher than second. The
player-character priest, who gains levels throughout a career that is mostly characterized
by adventure is an exception to the usud rule.

Second, the PC priest, with his (comparatively) meteoric rise through levels, may not
wish to or may not be able to enjoy the benefits and responghbilities of most priests. Many
priest PCswill wish to forego the duties of running atemple and stay on the road, acting
as amobile agent for their faith. Thisisaviable option for apriest in acampaign.

More on this subject is discussed in the "Role-Playing” chapter.

Experience Levelsand Hierarchy



Bdow isthe usua arrangement of priesthoods in a campaign. Firgt isthe
organizationa structure which NPC priests usudly follow; then, well talk about player-
characters and their place in the Structure.

Level Zero (Normal Men and Women)

A "leve-zero" priest is someone who has just been accepted into a priestly order and is
recaving hisinitia training. Player-characters do not have to start out at zero-leve; the
only zero-leve priests that the PCswill ever encounter will be NPCs undergoing training.

Level One-Level Two

Firg-levd priests are typicdly assgned as ads, clerks, and assstants to higher-leve
priests, and keep that assgnment through second experience level. During thistime, the
low-level priests will be getting practica field experience in the execution of their duties,
in the way the priesthood works with the population, and in the way the priesthood's
organization works in the red world.

Mos fird-leve priests are assigned to priests of third to fifth leve, but some few
(especidly very capable ones) will be assigned to much more powerful priests.

Level Three-Level Five

At third levd, the priet will be assigned to asingle community (avillage, asmal
town, abroad tract of land containing many scattered farms, or asingle smal
neighborhood in alarge city).

If he asks for one, and the faith's leaders (i.e., the DM) agree that he needs one, he will
be assgned afird-leve priest as an assstant. This priest isn't afollower in the same
fashion as the followers he receives at a higher level, and might wish to be re-posted
elsewhereif his superior isunlikable or difficult. (However, if this assgneeis dill with
the priest when that priest reaches eighth or ninth level, the DM might decide for him to
become one of the priest's official followers)) If he doesn't ask for a subordinate priest, he
won' receive one.

The priest is assgned asmdl building to serve him as atemple or church. (Thisis not
the same as a stronghold.) The priest is supposed to finance repairs to the building, food
and supplies for himself and any assstants, and sdaries for any servants he chooses to
hire through tithes and donations. Half of dl tithes and donations are sent on to the
superiors, and the rest go to the priest's own temple for these purposes. If the priest
doesn't receive enough tithes and donations, the faith will probably not help him; his
mission isto ingpire his flock, and inadequate tithes and donations are merely evidence
that he needs to work harder at it.

Level Six-Level Seven

At around sixth levd, if the priest has done agood job of mantaining his church and
seeing to the needs of hisflock, he may be given a more important assgnment. He could
become the chief priest of alarge town (one with more than one church; the third-leve
priests operating those churches would report to him), or the centra church authority over



seved villages.

He may keep any subordinate he has had previoudy. He will automaticaly be
assigned two additiond fird-level priests as subordinates. Again, they do not precisely
condiitute "followers," though those specific characters could become followers when the
priest reaches the appropriate level.

If the priest'swork does not merit a better posting, he won't lose his experience levels
or his subordinate, but hell be stuck in the little church that he has been operating dl this
time. When a priest reaches gxth or seventh level and is till the priest of a one-horse
town, it's often asign that he is not held in high regard by his superiors. It may merely be
asgn that there are too many priestsin the priesthood and advancement is dow.

Naturdly, a higher-level priest can ask to be posted to or remain posted to such asmdl
community. Some people will snicker a hislack of ambition while others will admire his
dedication and his care for the common man.

Level Eight-Level Nine

At around eighth or ninth leve, again assuming that the priest has donewdl in his
priestly career o0 far, he will be alowed to build a stronghold. The faith will finence half
its cogt, and it remains the property of the faith when the priest retires his post.

However, the stronghold is semi-autonomous; the priest's superiors sldom interferein
its operaions. They might interfere, especialy by sending another priest to investigate, if
they receive rumors of incompetence, greed, or trouble from the stronghold. Otherwise,
the priest is free to operate it much as he pleases.

The priest's assgned area may remain the same. He might continue to be chief priest
over alarge town or collection of villages. At his request and with his superiors
permission, or solely at his superiors wish, he may instead build his stronghold in some
other place: In afrontier where he is supposed to defend the peace, in awilderness area
where he and his subordinates are supposed to work undisturbed by the secular world,
€tc.

At this same time, the priest will receive hisfollowers, as we have discussed earlier
this chapter. The followers manage the stronghold and its duties under the priest's
adminigtration. As discussed earlier, the levels, classes and goals of these followers will
depend on the attributes of the faith and on the specific gods of the priest for his
gronghold. If it'sto be amilitary post manned by holy warriors, the followers will mosily
be capable fighters; if it'sto be an educationd monastery, most of the followers will be
Norma Men and Women or first-leve priests with gppropriate scholastic taents.

During thistime, the priest’s progress and efficiency will be carefully messured by his
superiors, who are consdering what role the priest will play in the higher-leve palitics of
the faith.

Level Ten-Level Twelve

Sometime between tenth and twelfth levels, the priest may find himsdf promoted to
prominence over amuch larger areg; he will be administering a bigger chunk of the
religious "map." Priests of numerous cities and regionsin hisvicinity (et least afifty-mile
radius) will be reporting to him, and of course he will ill be reporting to his superiors.
By twdfth level, he may be the high priest over an entire nation (assuming thet the faith



gpans severd nations, as many faiths do).
He does not, however, receive any more followers.

Level Thirteen-Level Fifteen

The most powerful of afaith'sleaders belong to these experience levels The high
priest of the faith and hisimmediate advisors. If the DM wishes, politics or the god's
preference done may decide who the high priest is, and the high priest might then not
have to be the highest-levd pries of the faith. The faith's high priest might be chosen by
vote or omen, and could be a thirteenth-leve priest while dl hisimmediate advisors are
of higher levd.

Level Sixteen-Level Twenty

These experience levels don't have any effect on the priest's ranking within his faith.
They are reflections of additiond knowledge that he haslearned . . . but don't grant any
additiond benefits within the structure of the faith.

PC Priestsand the Hierarchy

Now, just how do player-character priests relate to this whole organization? Many
campaigns are st "on the road;” the player- characters spend much of their time travelling
from place to place in search of adventure, and it's hard to keep a church-bound priest
active in such acampaign. So, here's how to keep the priest in the campaign.

In acampaign, it's often not appropriate for first and second level priests to be
assigned as scribes to some smdl-time village priest. If the DM wants to avoid this, he
can assign the character to athird-leve priest (especidly aphysicaly harmless one, who
won't contribute much combat ability to a PC party) who travels. Thisthird-level priest
may be afriend and travelling companion of one of the PCs, or may be an unusua priest
who prefersto train his subordinates by life on the road.

When the PC reaches third level and is supposed to be assgned hisown village, he
may instead be given a specid misson which will kegp him on the road and with the
other PCs. For ingtance, if the PC party typicaly encounters new monsters or magic, the
faith may want the PC priest to stay with them to benefit himsdf (and the fath asa
whole) with these new experiences and knowledges. The PC priest could keep this
assgnment dl theway from third to seventh levels.

At eighth or ninth level, when the PC is supposed to be "settling down™ and building
astronghold, he should do so. The DM should work up awhole series of adventures
centered around the stronghold, its congtruction and defense. After the stronghold is built
and sttled with followers, if the PC priest wants to remain on the road with his alies, he
should be able to do so. He must leave most of hisfollowers at the church to operateit,
and should take no more than two followers with him. Naturdly, the sronghold was built
and organized with thisin mind, and the priest will ill have to return to the stronghold a
few times per year in order to Sgn important papers and set new policies. . . but for the
rest of the year he's doing the templ€e's business on the road.



This can remain the Stuation for the rest of the priest's career in the campaign.
Alternately, asthe priest reaches higher levels, the DM may wish to orient the campaign
around him and the concerns of hisfaith; we discuss thisin the "Role-Playing” chapter.

Finances of the PC's Temple

We mentioned tithes and donations above, and there's dways atemptation to provide
some sort of lengthy and involved money-management scheme for the campaign, so that
the DM can keep track of every copper piece that flows through the temple coffers.

But that doesn't contribute to the spirit of adventure that AD& D® game campaigns are
supposed to promote. So were going to provide you with amuch smpler system for
keeping up with atemplées tithes and donations.

The First Temple Assignment

When the priest character isfirst assgned atemple or church, the DM decides, entirely
arbitrarily, whether the faithful who attend that temple contribute enough for the priest to
lead amean, average, or comfortable existence.

"Mean" indicates that he gets barely enough to eat and cannot afford repairs or sdaries
for servants, "Average' means that he and one subordinate get an ample diet and can
afford one servant; "Comfortable” means that the temple can house more than just its one
or two priegts (it can, for example, house one or two horses per priest) and can afford two
Or more servants per priest.

Then, the DM decides whether or not this economic condition is one that will change
with the priest's management. If the loca population isn't contributing as much asiit
could, the new priest might be able to inspire them to a better performance. If the last
priest was avery charismatic leader, then perhaps the new priest will sart out with a
Comfortable or Average existence but then see it sart to dip away.

Then, from time to time, the DM can confront the priest with Stuations which can
affect his standing.

Example: An unpopular man seeks sanctuary in the priest's church; if the priest denies
sanctuary, hell be more popular with the locdss, but will not have done his priestly duty;
if he provides sanctuary, helll have done his duty, but will see contributions dip or dry up
dtogether.

Example: A young man of the area asks the priest’'s advice on a difficult problem:
Should he marry the girl of his choice, and dienate his father, or acquiesce to his father's
arranged marriage, and wed the wedlthy girl he does not love? If the priest answers one
or the other, it has no effect on his standing in the community. But if he can suggest and
implement a plan which will dlow the youth to marry hislove, keep hisfather's affection,
and not dienate the family of the spurned girl, the priest’s standing will be improved, and
so will the economics of histemple.

Later Assignments
Asthe priest is given larger and more important postings and assgnments, the DM

should assign him to temples which are dways compromises for him. The DM decides
how many men and women these temples have on their gaffs, what the standard of living



is for the temple-dwellers (usualy modest, though not uncomfortable, etc.). And these
temples smply do not recelve enough from tithes and donations normdly to live up to dl
his expectations, much lessto build up alarge treasury of available coins.

Example: If the priest dreams of having abody of soldiers decked out in full plate and
riding trained warhorses, what he has is a squadron of foot soldiersin chain.

Example; If the priest wants to live aluxurious existence, with expensive furnishings
and many servants and a hedonidtic lifestyle, what he getsis dull sonewalls, used
furnishings, and one scruffy servant (or none).

Indl stuationslike this, the priest must ether:

(1) Re-dructure the templ€'s budget, which results in shortages elsewhere in the
temple's existence (taking from the kitchen to pay the armory resultsin poorer food and
worse cooking; taking from the armory to redecorate makes for brighter and less-
defensible temples; taking from the repair fund to improve the kitchen makes for better
medls and buildings which start to fal apart; etc.);

(2) Finance the changes from his adventuring treasures (which means that the priest
will find it hard to save up a"retirement fund” of any consequence); or

(3) Tap into the monies which are supposed to be sent on to the higher ranks of the
faith (which will work for atime, perhgps avery long time, but will eventudly result ina
templeinvedtigation . . . which isvery bad for the faith asawhole, asit causes
disllusonment among the populace when the true facts emerge).

Notes on Economics

By presenting temple economics as choices of lifestyle ethics, rather than numberson a
column-shest, the DM encourages role-playing within his campaign and doen't have to
devote alot of time to keeping track of slver pieces.

Non-Priests Working For the Faith

One last note about levels of priests within the faith: There are many non-priest
characters who belong to the adminigtrative organization of any faith in acampaign
world.

Mogt are Norma Men and Women who work in individua temples, as servants,
messengers, grooms, and sometimes as teachers, scribes, and consultants.

Many are warriors hired to protect templesin dangerous aress, to act as bodyguards for
travelling priests, and to train priests in the finer points of combat.

Some are mages, bards, and even thieves hired as consultants and specialists.

PCs, Forces and Philosophies

Some playerswill eventudly ask themsdlves, "If the gods are sentient but forces and
philosophies are not, then if | become priest of aforce or philosophy, | don't have some
god dictating what | can and can't do. | can do anything | want to."

The DM needs to step on this sort of foolishness when it crops up. Though forces and
philosophies are not sentient beings, they can giill enforce their ethos and tenets on their



priests.

For example, if apriest of the Philosophy of Good does evil things, the natural power
of the philosophy will abandon him (denying him al his priesily until he repents, makes
amends, and again follows the restrictions of the priesthood).

Sample Priesthoods

The next chapter contains more than sixty individua priest classes. Each has been built
according to the guiddines discussed in this chapter, and can be introduced as written or
with modifications into most DMs campaigns.

Faith Design Sheet

On page 39 isthe Faith Design Sheet, aworksheet which will help the DM design his
own faiths. Y ou can use any of the Sample Priesthoods from the next chapter asa
template, or create afaith from the ground up.

The Faith Design Sheet is arranged to follow, more or less in order, the subjects of this
chapter.

Sample Priesthoods

Here, we're providing examples of what we described in such detail in the previous
chapter.

In the pages that follow, you'l find more than sixty priesthoods. Each of these
priesthoods congtitutes a complete character class of the "priest of a specific mythos'
type. The druid presented in the Player's Handbook is one type of a priest of a specific
mythos, and is written up there in greater detail than the priesthoods presented here. But
each of these priesthoods can be fine-tuned by your DM and adapted more fully to the
campaign world.

Each of these priesthoods follows the normd Priest rules (Player's Handbook, page
33) for experience leve progression and spell progression. Mogt follow the normal
Priedtly eight-sded dice progression for hit points; those which don't will be singled out
in the text.

For each of these priesthoods, your DM will utimately have to supply the campaign-
specific details of whet the deity's nameis, what his family and relationships are, what his
higtory is, etc. However, players don't have to know al these details in order to create
priest characters; just use the priesthood class descriptions below, and, when options are
provided (for sKkills, requirements, powers, etc.), the players can ask the DM which
options they should take.

This section supplements the materid from the "Wegpons Allowed" chart from the
Player's Handbook, page 34.

Priesthoods

Below are the priest character classes. The description of each is arranged in this



fashion:
Sample Faith Writeup

We gart out with aquick explanation of the god's attribute. The first paragraphs talk
about what the god's goals may be, what his priest's goaswill be.

Next, we discuss what kinds of variations there may beto his attribute. (Example: A
god of the arts may be devoted to only one specific kind of art -- painting, for ingance).

Sometimes these variations on the god's attribute might change your opinion of what
the god's nature and dignment are. (Example: A god of death might be a frightening
Grim Reaper sort of deity, or might be a gentle god of a cheerful sort of afterlife)

We also describe the gender that gods of this attribute usualy belong to. Thisisn't a
limitation for your campaign. Any attribute shown below can be represented by agod or
goddess, or even by a sexless deity. However, in real-world mythologies, various godly
atributes are usudly represented by one sex or the other, and so here we describe which
onethat is.

We dso tak about the other types of priests this priesthood is on especialy good terms
with. (Just because a priesthood isn't mentioned here doesn't mean that there is bad
feeling between them, however.)

Alignment: This paragraph describes the usua dignment of such agod, and the
aignment choices available to his priests.

Minimum Ability Scores: Thistext explains wha minimum ability scores (dways
Wisdom, and often one other) the priest must possessto be apriest in the first place.

Races Allowed: This paragraph describes which player-character races may belong to
this priesthood.

Nonweapon and Weapon Proficiencies: This paragraph describes which nonweapon
and wegpon proficiencies apriest must have, and which additional nonwegpon
proficiencies are recommended for him. The proficiencies required of the priest must be
taken from the norma proficiency dots he sarts play with; he does not recelve extra dots
with which to take these proficiencies. Also listed here are the "Nonweapon Proficiency
Group Crossovers' for this specific priest-class (see Table 38, Player's Handbook, page
55 for more on the Proficiency Group Crossovers).

Duties of the Priest: Thistaks about the duties typicaly demanded of this sort of
priest. AlImogt al priests are supposed to provide Guidance to the flock; generdly, that
guidanceis related to the god's attribute. (In other words, members of the flock cometo
the priest of the god of love for questions of love, to the priest of the god of justice on
questions of revenge, etc.) All priests except for the priests of the god of Degth can
perform the marriage ceremony, and thisis a duty most don't mind performing. Many
priesthoods have other duties as well.

Weapon and Armor Redtrictions. Here, we talk about which weapons and armor the
priest can and cannot use. Mentioned in these paragraphs are some wegpons which do not
appear in the Player's Handbook. The belaying pin, bo stick, cestus, chain, daikyu, lasso,
main-gauche, net, nunchaku, sai, shuriken, stiletto, and swords such as cutlass, katana,
rapier, sabre, and wakizashi appear in The Complete Fighter's Handbook. The hill, lasso,
maul, net, nunchaku, and scythe appear later in this supplement, in the "Equipment”
chapter (note that the bill is the same as the gaff/hook from The Complete Fighter's



Handbook; "gaff" and "hook™ areits nautical names). Of the armors mentioned, banded
mail, brigandine, bronze plate mail, chain mall, fidd plate, full plate, plate mail, ring

mail, scale mail, splint mail, and sudded legther condtitute meta armor (not dl of them
aredl-metd, but al of them have metd dements); hide armor, leather armor, and padded
armor congtitute non-metal armor.

Other Limitations: Here, we discuss other limitations and restrictions which are
typicaly placed on thistype of priest.

Spheresof Influence: This paragraph describes the priest's access to spdls of different
gpheres of influence. Y ou'll remember from the previous chapter that priesthoods which
have Good Combat Abilities tend to get three mgor accesses (including All) and two
minor, that those which have Medium Combat Abilities tend to get five mgjor accesses
(including All) and four minor, and that those which have Poor Combeat Abilitiestend to
get seven mgor accesses (including All) and Sx minor. In the examples below, not dl
priesthoods follow those guiddines exactly; some have one mgjor accessto few and a
couple of minor accesses to many, for ingtance. But if a priesthood comes up notably
short on the number of spheresit can access, it is given extra Granted Powers.

Powers. This paragraph talks about which Granted Powers the priest receives, and
when this occurs during the course of his career. Mot priesthoods have &t least one;
some have severa. Unless the text says otherwise, each Granted Power is available to the
priest a first experience level; some, specificaly listed, will become available at other
levels

Followersand Strongholds: Here, we tak about how many followers the priest
receives, what they are, when he recaives them, and when heis dlowed to build his own
stronghold. We aso describe how many and which of his followers can take with him
when adventuring "on the road.” Normaly, most of the followers are supposed to stay a
the priet's temple and operate it for him; in spite of many priest-PCs preferences, the
priest can't just bring dong al hisfollowers with him on every adventure. The numbers
given here are for the maximum number of followers the priest can take with him on
adventures, naturaly, he can always take fewer.

Possible Symbols: Thisisaset of recommendations for the symbols that the
priesthood uses. Usually, they're representations of the god's attribute. They are aso used
upon the priesthood's Holy Symboal.

Notes: Findly, if there are any further itemsimportant to the description of this
character class, we place them in this paragraph.

Important Notes

Most godly attributes (Love, War, Agriculture, etc.) don't specificdly say that they are
enemies of Evil. Thisjust means that these attributes are not of themsalvesdistinctly
opposed to Evil; some have no relaionship with Evil whatsoever (for example,
Agriculture). You can assume, unlessthe text lists Evil among the friends of an attribute,
or saysthat priests of this other god can be evil, that the priests of the other god don't care
for the Philosophy of Evil.

We haven't included a paragraph which discusses the rights the priesthood has in the
culture. That's because we don't know what sort of culture the DM will be placing the
priesthood within. The DM determines what specid rights the priesthood has; specid



rights, as discussed last chapter, include Church Trid, Coronation, Other Confirmations,
Tithes, Separation from the Faith, Rule, and being the State Religion.

Also, the guidelines were providing in this chapter are based on the most common
views of these sorts of gods, priests, and races. Any campaign may have a different view
of these topics, and so the DM may change these limitations and requirements to suit his
campaign. Especidly prone to re-interpretation are: races alowed, proficiencies required
or forbidden, rights, weapon and armor restrictions, other limitations, and spheres of
influence.

Agriculture

Agriculture concerns Man harvesting Nature. The god has shown man how to plant,
grow, resp, and utilize crops, man, in turn, worships the god as thanks for this bounty.
The gods of agriculture is different from the other gods of nature and naturd forcesin
that he represents the elements of growing that man utilizes and can control.

The priesthood of thisgod is principaly interested in making sure that mankind
continues to appreciate the agricultural god. An angry god of this sort can decide that
cropsfail, either on aloca level or even worldwide, resulting in mass starvation and
(eventudly, if the god is not gppeased) a destruction of civilization; man would return to
a hunter-gatherer culture, living in smal nomeadic tribes and following herds of beedts, if
thiswere to take place.

A god of Agriculture doesn't have to be the god of dl agriculture. He could be the god
of a specific crop (especialy wheet, barley, corn, vines, olives, and other principa crops)
or of aspecific, lesser atribute of agriculture (sowing, regping, brewing, etc.).

Mogt agriculturd deties are femde.

The priests of this god are on good terms with Druids and the priests of Community,
Earth, Fertility, Fire, Life-Death-Rebirth Cycle, Nature, Seasons, and V egetation.

Alignment: The deity istrue neutrd. His priests may be true neutra or neutral good;
mogt are neutrd good. The flock may be of any dignment.

Minimum Ability Scores: Wisdom 11, Condtitution 12. Wisdom or Congtitution 16
means +5% experience; Wisdom and Congtitution 16 means +10% experience.

Races Allowed: Gnomes, hdf-dves hdflings, humans.

Nonweapon and Weapon Pr oficiencies: Nonweapon Proficiencies Required:
Agriculture. Nonwegpon Proficiencies Recommended: Loca History, Reading/\Writing,
Rdigion. Wegpon Proficiencies Required: None. Nonwegpon Proficiency Group
Crossovers. Priest, Generd.

Duties of the Priest: Guidance, Marriage. Observation of annual celebrations at the
dart of winter and Sart of soring. Vigilance againg any threet to the community's ability
to grow its food, including magica blights and droughts brought on by evil magicians or
priests, artifacts or enemy gods.

Weapon and Armor Restrictions. Wegpons Permitted: Bill, flails (both), hand-
throwing axe, scythe, sickle. Armor Permitted: All non-magica nontmeta armor, dll
nor-magica (non-metal) shidds. Orientd Campaigns: Also nunchaku. All together, these
congtitute Poor combet abilities.

Other Limitations. None.
Spheres of Influence: Mgor Accessto All, Creation, Divination, Plant, and
Summoning (can only usewall of thorns, weather summoning , and creeping doom from



this sphere). Minor Accessto Animal, Hedling, Protection, Sun, and Weether. This does
not give the priest dl the spheresindicated for a priest with Poor Combat Abilities, so
hell aso have more than one Granted Power.

Powers. Analysis, Detection, | dentification (as described in the Designing Faiths
chapter) of any sort of domesticated grain or garden plant; the priest can look at afield
and tell what's being grown, how far dong it isin the harvest year, what the Sate of the
crop is (hedthy, diseased, drought problems, etc.), and even what speciesis growing it
(this can be handy when the party is sneking up on the dwelling of an unknown monster
and thereis agarden nearby, for instance). Create Food & Water: The Priest can cast this
spell once per day in addition to dl other spellsthat he can cast. Immunity: The Priestis
immune to the harmful effects of spoiled vegetable or fruit substances, he will never be
laid low by normd food poisoning. (He's not immune to ddliberate poisoning of food, or
of food poisoning in meets.) At 8th Level: The Priest can cast the heroes' feast spell once
per day in addition to al other spellsthat he can cast.

Followersand Strongholds. The followers are received at 8th level, and consist of
onefifth-leve priest, onethird-level priest, one second-leve priest, and ten firg-leve
priegts, al of the same god, plus one second-leve warrior and eight firs-level warriorsto
act asguards. The priest may take the following on adventures. Three priests and two
warriors of his choice. The priesthood will pay for half of the cost of stronghold
congruction a 8th level. The stronghold must act as a central source of information about
agriculturd techniques for the farmers of the areg; the priests must not turn away farmers
who come for advice.

Possible Symbols: Sickle, scythe, sheaf of whest.

Notes: The weapons chosen for this priesthood are those which have some bearing in
agriculture,

Ancestors

Thisisagod devoted to man's communion with and honoring of his dead ancestors. As
such, thisisagod of civilization and learning, even of courtesy.

The priests of this god keep the deeds of ancestors and heroes in the minds of the
population. They commune with and honor the dead, and are dso devoted to learning
from them # not judt reading their writings, but communicating with them magicaly,
even exploring dternate planes to understand the meaning of life and desth.

They are dso devoted to the protection of new generations, whom they teach to
gppreciate the previous generations of this race.

This priesthood places a high value on truth.

Priests of the god of ancestors hate the undead, regarding them as a mockery of true
and noble death. These priests seek to eradicate the undead whenever encountered.

Lesser gods of this attribute would be devoted to subsets of the broad field of
Ancestors. Such subsetsinclude: Ancestors of a particular race, of aparticular city, of a
particular extended clan; dl made ancestors, dl femde ancestors, dl warrior ancestors, dl
scholar ancestors, etc. It would be appropriate for a civic deity (see Community, below)
aso to be agod of the city's ancestors, for instance.

Ancestor deities are not inclined toward either sex.

The priests of this god are on good terms with the priests of Birth/Children,
Community, Divinity of Mankind, Fate/Destiny, Race, and Sites. The priests of this god



didike the priests of Disease.

Alignment: The daty is neutrd good. His priests may be chaotic good, neutral good,
or lawful good. The flock may be of any neutral or good aignment.

Minimum Ability Scores: Wisdom 12. Wisdom 16 means +10% experience.

Races Allowed: Dwarves, dves, gnomes, hdf-dves, hdflings, humans.

Nonweapon and Weapon Proficiencies. Nonweapon Proficiencies Required: Loca
History. Nonwegpon Proficiencies Recommended: Reading/\Writing, Heradry, Religion.
Wesgpon Proficiencies Required: None. Nonwegpon Proficiency Group Crossovers.
Priest, Generdl.

Duties of the Priest: Guidance, Marriage. Education: These priests must teach new
generations the value of veneration of ancestors, and are therefore aso repositories of a
lot of historical knowledge. Missons: To investigate old mysteries, find out whet redly
did happen to famous ancestors who disappeared or perished mysterioudy, sort out the
truth from old legends of the city's heroes, etc. Prophecy: Listening to the omens
whispered by the dead.

Weapon and Armor Restrictions: Weapons Permitted: Club, dagger/dirk, dart, knife,
quartergaff. Armor Permitted: None; no shields. Orienta Campaigns. Also bo stick. All
together, these congtitute Poor combat abilities.

Other Limitations: None.

Spheres of Influence: Mgor Accessto All, Agtra, Creation, Divination, Guardian,
Necromantic, Protection. Minor Access to Charm, Hedling. This does not give the priest
al the minor accesses to spheresindicated for a priest with Poor combeat abilities, so hell
aso have some Granted Powers.

Powers. Detection (as described in the Designing Faiths chapter) of graves and
undead. The priest can detect graves where remains lie, and the presence of undead,
within 60'; he can tell the difference between the truly dead and the undead, but has no
other andyticd ability (i.e.,, he cannot tell that the undead detected is avampire); through
wooden or thin sone walls, he can only detect them at a distance of 30', and through
thick stone or the earth can only detect them at 10’ distance. (Therefore, when he walks
over agrave, hewill only detect its presenceif it is 10" or less down.) Immunity (as
described in the Designing Faiths chapter) to the charm abilities of undead creatures such
as the vampire. Turn undead (same as the Cleric ability). At 8th level: Prophecy (as
described in the Designing Faiths chapter); the priest cannot actively try to prophesy;
when recaiving prophecies, he is hearing the voices of the dead advisng him.

Followersand Strongholds. The followers are received at 8th level, and consist of
fivethird-leve priests and fifteen first-level priests, dl of the same priesthood. The priest
may take the following on adventures. Five priests, no more than two of whom may be
chosen from the third-level priests. The priesthood will pay for hdf of the cost of
stronghold congtruction at 8th leve. The stronghold must also act as agenedlogica
library for the surrounding communities, and will congtantly be visted by scholars
looking for information on families and ancestry (or who come with information to
contribute).

Possible Symbols: Tree.

Animals

Thisgod is the protector of animals. He could intend to protect animals from al harm,



and thus be the enemy of al hunters, rangers, and carnivores of al descriptions. Most
often he's primarily interested in kegping anima species intact, not alowing them to be
hunted to extinction, etc., and thus alows a reasonable amount of hunting and trapping to
take place.

The priests of this god aso work hard to keep excess hunting and trapping in check,
and to remind the flock that the god will avenge abuses. Typicdly, this god is content to
be counted as one of many gods and dmost never ingsts on being the primary deity
worshipped by the flock.

A lesser type of anima-god is one who isthe protector of a Single species or group of
species. Such adeity might be the lion-god, or the god of al felines, or the god of
elephants, or the god of porpoises and dolphins. In a primitive society, al members of a
nomadic tribe might worship the god of the herd animd the tribe hunts (bison, for
example).

Anima deties are often mae.

The priests of this god are on good terms with Druids and the priests of Earth, Fertility,
Hunting, Life-Desth-Rebirth Cycle, Nature, Oceans/Rivers (only if priesthood has some
association with aguatic animals), and Race (Elven).

Alignment: The dety istrue neutrd. The priests may be neutrd evil, true neutrd, or
neutral good; evil priests have their own sect and the other priests don't have to tolerate
them. The flock may be of any dignment.

Minimum Ability Scores: Wisdom 9, Charisma 13. Wisdom or Charisma 16 means
+5% experience; Wisdom and Charisma 16 means +10% experience.

Races Allowed: Elves, gnomes, hdf-dves, hdflings, humans

Nonweapon and Weapon Pr oficiencies: Nonwegpon Proficiencies Required: Animal
Handling. Nonwesgpon Praficiencies Recommended: Animd Training, Riding (either or
both), Reading/Writing, Religion, Anima Lore, Tracking. Weapon Proficiencies
Required: None. Nonweapon Proficiency Group Crossovers. Priest, Generd, Warrior.

Duties of the Priest: Guidance, Marriage. Vigilance: Protection of animd life againgt
unnecessary daughter, especidly by humans and other sentient races. Missons: Acts of
war againg those who do harm to the anima world or to the priest's totem animd.
(Normd and recregtiond hunters do not incur this sort of attack, but those who hunt or
trap in mass quantities and threaten the survival of whole speciesin an areado.)

Weapon and Armor Restrictions. Weapons Permitted: Bill, cestus, club, dagger/dirk,
knife, mace, main-gauche, stiletto, swords (dl), warhammer. Armor Permitted: dl non
metal armor; no shields. Oriental Campaigns. Also katana, sai, wakizashi. All together,
these congtitute Medium combeat abilities.

Other Limitations: None.

Spheres of Influence: Mgor Accessto All, Animal, Charm, Divination, Protection.
Minor Access to Combat, Creation, Hedling, Plant.

Powers. Identification (as described in the Designing Faiths chapter) of any naturd
mongter or animal the priest sees. (A "naturd” monster or animd isonewhich exigsas a
species, within an ecologica niche, pawns and rearsits young, and has so existed asa
speciesfor at least five years. Newly-created animal species, fiends, congtructs, and
gmilar mongers do not fdl into this category; when the priest sees them, he will only be
ableto identify them if he has encountered them before.) Language/Communication (as



described in the Designing Faiths chapter): The priest can communicate with three
specific anima species (for example, lion, raven, wolf) or one category of animds (for
example, dl fdines, dl canines); the DM decides which ones based on the god's
attributes, but if the god's attributes do not dictate specific choices the DM can give the
choice to the player. Soothing Word (as described in the Designing Faiths chapter, but
only usable on "naturd” monders or animals). At 5th Level: Shapechanging (as described
in the Designing Faiths chapter; again, the DM decides which shape or shapes are
changed into according to the god's attributes, or can give the choice to the player).

Followers and Strongholds: The followers are received at Sth level, and consist of
onefifth-level priest, onethird-leve priest, and twelve fird-leve priests, al of the same
order, plus one third-leve ranger and seven firgt-leve rangers. The priest may take the
following on adventures: Three priests and two rangers of his choice. The priesthood will
pay for haf of the cost of stronghold construction at Sth level. The temple acts as an
anima hospice, a"hospital” for sick or injured animas brought in by the rangers, many
scholars dso vist these strongholds in order to learn, from the rangers, more about
animas and mongersin their naturd habitat.

Possible Symbols: Any animd; claws.

Notes: The wegpons dlowed for this priesthood were chosen for their smilarity to
animd atacks. That's why there are lots of wegpons with piercing and dashing attacks,
but no ranged weapons or cleaving attacks.

Arts

This god cdebrates the arts, particularly the visua arts (such as painting and
sculpture).

The priests of this god are devoted to encouraging the visud arts of every sentient race;
and though they seem to be devoted to a non+violent cause, they have to learn so many
different types of magic (especidly Divination, to learn, and Crestion, to create), they are
very powerful magicaly, even in combat Stuations.

Lesser gods of this attribute would be devoted to specific arts: A God of Sculpture, for
example.

Gods of the arts are equally likely to be of ether sex.

The priests of this god are on good terms with the priests of Community, Crafts,
Culture, Divinity of Mankind, Light, Literature/Poetry, Metalwork, Music/Dance, and
un.

Alignment: The deity isgood; a the DM's discretion, he may be chaotic good, neutra
good, or lawful good, but tends to be neutral good. Regardless of his dignment, his
priests may be of any good dignment. The flock may be of any neutra or good
dignment.

Minimum Ability Scores: Wisdom 13, Intelligence 12. Wisdom or Intelligence 16
means +5% experience; Wisdom and Intelligence 16 means +10% experience.

Races Allowed: Dwarves, dves, gnomes, haf-dves, hdflings humans

Nonweapon and Weapon Proficiencies: Nonweapon Proficiencies Required: Artistic
Ability (DM can choose which art form, or can let player choose). Nonwespon
Proficiencies Recommended: Reading/\Writing, Religion. Wegpon Proficiencies
Required: None. Nonweapon Proficiency Group Crossovers. Priest, Generd.

Duties of the Priest: Guidance, Marriage. Encouragement of people, even thosenot in



the flock, who exhibit artigtic abilities. Participation in semiannud events where artists
works are digplayed (in shows, or before the local rulers, or in displaysin the
marketplace). Punishment of those who defile or destroy grest works of art. Vigilance
Art often shocks the sengibilities of those who do not gppreciate certain of its forms, so
these priests must be vigilant against censorship.

Weapon and Armor Restrictions: Wegpons Permitted: Bows (all). Armor Permitted:
None; no shields. Orienta Campaigns. Also daikyu. All together, these congtitute Poor
combat abilities.

Other Limitations: Priests of the Arts gain only 6-sided hit dice, not 8-sided.

Spheres of Influence: Mgor Accessto All, Adrd, Creetion, Divination, Elementd,
Plant, Protection, Sun. Minor Access to Healing, Necromantic. This gives the priest one
extramajor access and four too few minor accesses, for a priest with Poor Combat
Abilities; thisis nearly balanced, but hell aso have some Granted Powers.

Powers. Identification of and Immunity vs. (as described in the Designing Faiths
chapter) certain spells. Because of the priest's superior ingght into creetivity and art, heis
Immune (receives an auomatically-successful saving throw) to dl first-leve wizard
[llusion spells for which asaving throw is possible, and gets a +2 saving throw vs. dl
other Illuson spdlls for which a saving throw is possible (he can't make a saving throw
againg someone elsg'sinvisibility, for instance). Additiondly, even when hefalsa
saving throw or a saving throw doesn't apply, he can ill tdl when the following spdlls
are being usad (if he can see the area affected by the spell): change self , spook ,
Leomund'strap, fear , hallucinatory terrain , and vacancy. This ability does not alow
the priest to tell which spell isbeing used. Also, this does not make the priest immune to
the effects of the spdl (for example, hell il be scared by spook ), but hell know it was
anilluson.

Followers and Strongholds: The followers are received at 8th level, and consist of
fivethird-leve priests and five firs-leve priests, al of the same order, plus twenty
Norma Men and Women with artistic Nonwegpon Proficiencies. The priest may take the
following on adventures. Four priests (no more than two of whom may be third-1evel)
and four Norma Men and Women. The priesthood will pay for haf of the cost of
stronghold congtruction at 8th level. The priest must act as a patron of the arts for the
surrounding area, and must work to make his stronghold a center for the teaching of those
who show artistic promise.

Possible Symbols: Chisd, pdlet, pant brush.

Notes: The bow, the only weapon alowed for these priests, was chosen because it isa
symbol representing ingpiration.

Birth, Children

Thisgod'sinterest isin the safe and successful birthing of children and, subsequently,
their protection and nurturing.

His priests take those interests to heart, and, because of the god's protective aspects,
tend to learn fairly powerful combat magics.

One lesser god of this attribute would be the god of Y outh, representing children and
youths of dl ages from birth to the verge of adulthood.

Gods of birth, children, and youth tend to be femde.

The priests of thisgod are on good terms with the priests of Ancestors, Community,



Fertility, Hedling, Love, Marriage, and Race. The priests of this god didike the priests of
Death, Disease.

Alignment: The deity is neutrd good. The priests may be any sort of good dignment.
The flock may be of any neutra or good dignment.

Minimum Ability Scores: Wisdom 10. Wisdom 16 means +10% experience.

Races Allowed: Dwarves, dves, gnomes, half-dves, haflings, humars.

Nonweapon and Weapon Proficiencies. Non wegpon Proficiencies Required:
Heding. Non wegpon Proficiencies Recommended: Herbalism, Reading/Writing,
Rdigion. Wespon Proficiencies Required: None. Non wespon Proficiency Group Cross
overs. Priest, Generd.

Duties of the Priest: Guidance, Marriage. Education: Teaching medicine, epecidly
the arts of midwifery, to the flock. Vigilance, in some areas of the world, againg the type
of monsters who prey on babies and children: Dark eves, who sometimes steal human
children and leave changelings (baby dark eves) in their place to be raised in their
geads; or night-spirits who snatch away the breath of babies and kill them (treat as
vampires).

Weapon and Armor Restrictions. Weapons Permitted: Lasso, net. Armor Permitted:
None; no shieds. All together, these congtitute Poor combat abilities.

Other Limitations: None.

Spheres of Influence: Mgor Accessto All, Adra, Charm, Creation, Elementd,
Heding, Protection, Summoning, Sun. Minor Accessto Animal, Combat, Divination,
Guardian, Necromantic. This priesthood has two extramajor accesses and is only short
one minor access, therefore, it isfar superior in magical power.

Powers. Turn undead (same asthe Cleric ability); the priests of thisfaith, which is
symbalic of life, are therefore enemies of and have some power over the undead.

Followers and Strongholds: The followers are received at 8th level, and consist of
onefifth-leve priest, three third-leve priests, and Six fird-leve priests, dl of the same
order, plus one third-level paadin and seven firg-leved fightersto act as guards and
soldiers. The priest may take the following on adventures: Two priests and two fighters
of his choice, and the paadin. The priesthood will pay for haf of the cost of stronghold
congruction at 8th leve. The stronghold must act as a maternity hospita for the local
community, and may turn avay no woman who is dose to having her child.

Possible Symbols: Cradle.

Notes: Thisisanonviolent order, which iswhy no damaging weapons were included
inits choices.

Community

When agod's principd interest isin one city (its growth, defense, and prosperity), he's
cdled agod of community or, more commonly, acivic deity.

The priests of the civic deity are responsible for making sure that the god receives
worship from the city's inhabitants, and promote dl sorts of plans and effortsto improve
the city: Civic improvement plans, improvement of the city walsand army, etc.

One god may be the civic deity of severd cities, or each city could have its own, lesser
god.

The DM may not wish for there to be so many godsin his campaign world. If thisis
the case, then acivic deity should aso (and primarily) be the god of some other attribute,



and would be agiven city's civic deity in addition. For example, in Greek mythology,
Athenawas primarily the goddess of wisdom, and had secondary attributes as a goddess
of war, of crafts, and of the city of Athens.

Civic deties are just as commonly mae as femde.

The priests of this god are on good terms with the priests of Agriculture, Ancestors,
Arts, Birth/Children, Degth, Guardianship, Marriage, Messengers, Peace, Prosperity,
Race, Rulership/Kingship, Sites, Trade, and War.

Alignment: A deity whose sole attribute isthat he is the protector/patron of asingle
community has an dignment appropriate to that community. Most are true neutrd; their
interest isin the surviva of the community by any means, whether by law, chaos, good,
or evil. Ther priests may be of any dignment, but evil priests gather in one cult, neutra
priests in another, and good priestsin athird; at the DM's discretion, they don't have to
get dong. The flock may be of any adignment. The DM can decide that a particular civic
deity is neutrd good, in which case there will be no evil priests or flock; or that heis
neutrd evil, in which case there will be no good priests or flock.

Minimum Ability Scores: Wisdom 10, Charisma 12. Wisdom or Charisma 16 means
+5% experience; Wisdom and Charisma 16 means +10% experience.

Races Allowed: Dwarves, dves, gnomes, hdf-dves hdflings, humans. If a
community has only one type of sentient race inhabiting it (or is principaly devoted to
one race), then the priests may be only of that race; if the population conssts of severa
types of sentient races, then the priests of the community god may be of any race.

Nonweapon and Weapon Proficiencies. Nonweapon Proficiencies Required: Loca
History. Nonwespon Proficiencies Recommended: Etiquette, Heraldry, Ancient Higtory,
Reading/Writing, Religion. Weapon Proficiencies Required: None. Nonweapon
Proficiency Group Crossovers. Priest, Generd.

Duties of the Priest: Guidance, Marriage. Education: The priest must preserve the
higtory of the city, teach it to the young of hisflock, and never let it be forgotten.
Vigilance Agang any threet to hiscity. Thisiswhy priests of community deties often
wander the wider world: They are acting as an intelligence network for the city, keeping
their ears open for any hint of threat or danger to the city from outside.

Weapon and Armor Restrictions. Weapons Permitted: Dagger/dirk, knife, and any
two from the following list (the DM decides based on which wegpons are most
representative of the city in question; at least one weapon should bein the 1d8 or grester
damage range): Baittle axe, bows (al), crosshow, flails (both), harpoon, lance, mace,
morning star, net, polearm, quarterstaff, spear, sword/bastard, sword/cutlass, sword/long,
sword/rapier, sword/sabre, sword/short, sword/two-handed, trident, warhammer. Armor
Permitted: All armor and shidds. Oriental Campaigns. Also added to choiceslist: Bo
stick, daikyu, katana. All together, these congtitute Good combat abilities.

Other Limitations: Prieds of acivic daty must aways wear clothing indicating their
priestly status when gppearing in public.

Spheres of I nfluence: Mgor Accessto All, Creation, Hedling.

Minor Access to Combat, Protection. These choices don't give the priest accessto very
many spdlls, so this priesthood will have good Granted Powers. Note that the DM may
wish to subgtitute some other choice for the Mgjor Access to Creation and the Minor
Accessto Combat if the civic deity that he has created has secondary attributes not
reflected in thislisting.



Powers. Incite Berserker Rage (as per the Designing Faiths chapter). Soothing Word
(as per the Designing Faiths chapter). Turn Undead (the Community is a gathering of the
living, and so priests of this sect are no friends to the undead).

Followersand Strongholds. The followers are received a 7th level, and consst of
three third-level priests and Sx firs-leve priests, of the same order, and one third-leve
fighter and twelve fird-leve fightersto act as guards. The priest may take the following
on adventures. Two priests and three fighters of his choice. The priesthood will pay for
haf of the cost of stronghold congruction at 7th level. The stronghold must be built
within the city, and it mugt act asalibrary specidizing in the history of the city and the
arts and literature created by important artists and writers from the city.

Possible Symbols: Whatever is used as the symbal for the community also serves as
the symboal for this priesthood; if the civic symbal isalion, so isthe god's.

Competition

Thisisthe god of competition, especialy of athletic competition. This god stresses
fairness, impartidity, and truth in his followers. He is o a proponent of hedlth,
exercise, and physica sdf-improvement.

His priests follow the same god's, and support these gods by conducting regular
athletic exercises and games, and by acting asimpartia judges for those games.

Gods of lesser parts of the Competition attribute might be gods of specific events; for
example, to be the god of Boxing or Wrestling might be a very honorable thing. It would
be far less dramatic to be the god of the Broad Jump or the god of Synchronized
Swimming, however.

Gods of competition are usudly male.

The priests of this god are on good terms with the priests of the Divinity of Mankind,
Fortune/Luck, Justice/Revenge, Peace, and Strength.

Alignment: The deity islawful good; so must be his priests. The flock, who tend to
turn to the god only in times or events of competition, may be of any dignment.

Minimum Ability Scores: Wisdom 12, Intelligence 10. Wisdom or Intelligence 16
means +5% experience; Wisdom and Intelligence 16 means +10% experience.

Races Allowed: Dwarves, dves, gnomes, haf-dves, hdflings, humans.

Nonweapon and Weapon Pr oficiencies: Nonweapon Proficiencies Required:
Endurance. Nonwegpon Proficiencies Recommended: Reading/Writing, Religion,
Gaming. Weapon Proficiencies Required: None. Nonweagpon Proficiency Group
Crossovers. Priest, Generd, Warrior.

Duties of the Priest: Guidance, Marriage. Judgement: Priests of this god are asked to
be judges at al athletic events, to help ensure fairness in the sport. (A given event won't
necessarily have only priests of this god asjudges, but the later rounds of events, and
especidly the findls, will be judged only by these priests) Vigilance: Againgt unfairness.
Priests of this god loathe unfairness and dishonesty above al other human traits. This
isn't just unfairness in the sports arena: They aso oppose unjust rule. Additiondly, when
two forces of basicaly equal honor and righteousness clash, these priests, if they choose
to become involved, tend to support the weaker side, the underdog.

Weapon and Armor Restrictions: Weapons Permitted: Bows (all), crossbow,
dagger/dirk, hand/throwing axe, javelin, knife, lance, spear, sword (DM chooses one
sword type from following list; choice should be the type of sword most commonly used



in organized competitions in the campaign culture: Bastard, cutlass, khopesh, long,
rapier, sabre, short, two-handed). Armor Permitted: All non-magicd armor and non
magica shids. Orienta Campaigns. Also daikyu; katana would autométicaly be the
sword choice. All together, these congtitute Good combeat abilities.

Other Limitations: A priet of the god of competition may use magicd itemsin
norma combat and warfare but he may not use them in competition matches, and he may
not use them in chalenge matches with enemies unless he declares their presence to the
enemy in question. If he violates this rule, he offends his god; thisis an "ingppropriate
wegpon and armor use”’ from the "Priests and Punishment” section of the "Role-Paying”
chapter, later in this book.

Spheres of Influence: Mgor Accessto All, Divination, Elemental. Minor Accessto
Combat, Hedling.

Powers. Analysis, Detection, Identification (as per the Designing Faiths chapter) of
cheating in athletic competition and chalenge fights. If the competition is set up with
rulesin advance, the priest of this sect, if heiswatching the fight or competition from
within 60", will lways be able to detect when the rules are broken, and be able to tell
whether it was ddliberate or accidentd; they are dso 100% accurate when tdling whether
someone stepped out of a boundary, telling who reached the finish linefirg, etc. (This
power isthe principal reason that these priests are dways asked to judge events.) Bless:
The priest can cast this pdll three times per day in addition to al other spells he can cast.
At eighth leve, he can cast it Six times per day in addition to dl other spells he can cadt.

Followersand Strongholds. The followers are received at 8th level, and consist of
onefifth-leve priest, three third-leve priests, and sixteen first-level priests, of the same
order. The priest may take the following on adventures. Three priests of his choice. The
priesthood will pay for haf of the cost of stronghold congtruction a 8th level. The
stronghold must include athletic fields, and youthful athletes from the locd communities
must be admitted regularly so that they might use those fidds.

Possible Symbols: Laure wreeth.

Crafts

This god represents the crafting and creation of al sorts of non-meta goods. Wooden
art objects, furniture, textiles, clothing, leether goods, glassware, porcelain ware, and so
forth. He may dso be the god of engineering and stonemasonry.

This god's priests try to support and aid young craftsmen, to encourage the exchange of
ideas and techniques between different cities and different guilds, and to improve the
dtate of sophidtication of dl crafts and related arts.

Lesser gods of this attribute would be gods of specific craftsman arts. One might be the
God of Woodworking; one might be the God of Lestherworking.

Gods of crafts are equdly likely to be mae or femae.

The priests of this god are on good terms with the priests of Arts, Community, Culture,
Divinity of Mankind, Light, Literature/Poetry, Metawork, Musc/Dance, Race
(Dwarven), Race (Elven), Sun, and Trade.

Alignment: The deity isgood; at the DM's discretion, he may be chaotic good, neutral
good, or lawful good, but tends to be neutral good. Regardless of his dignment, his
priests may be of any good aignment. The flock may be of any neutra or good
dignment.



Minimum Ability Scores. Wisdom 10, Dexterity 12. Wisdom or Dexterity 16 means
+5% experience; Wisdom and Dexterity 16 means +10% experience.

Races Allowed: Dwarves, dves, gnomes, haf-dves, hdflings humans.

Nonweapon and Weapon Pr oficiencies. Nonweapon Proficiencies Required: Any
one from thislist # Carpentry, Cobbling, Engineering, Leatherworking, Pottery,
Seamdtress/Tailor, Stonemasonry, Weaving, Appraisng, Gem Cutting, Bowyer/Hetcher.
Nonweapon Proficiencies Recommended: Reading/Writing, Religion. Wegpon
Proficiencies Required: None. Nonwegpon Proficiency Group Crossovers. Priest,
Generd, Rogue.

Duties of the Priest: Guidance, Marriage. Education: Teaching of craftsmanship to the
flock; promotion of dl sorts of craftsmanship in the community and society. Must
participate in semiannua events where crafts are displayed and promoted (before the
throne or in market). Investigation: These priests are keen on history and seek to re-
discover lost craftsman techniques and arts; this often leads them into old ruins and lost
cities on expeditions of discovery. Vigilance againg any enemy, ruler or private
enterprise who seeks to suppress learning, especidly of craftsman learning. (However,
these priests encourage comptitive thinking between guilds, or between the craftsmen of
different cities; though this results in hard fedings sometimes, it does advance the state of
craftsmanship.)

Weapon and Armor Restrictions. Weapons Permitted: Bows (dl), club, crossbow,
quartergteff, ding, staff ding. Armor Permitted: All non-meta armor, dl shidds. Orienta
Campaigns. Also bo stick, daikyu, nunchaku. All together, these congtitute Medium
combet abilities.

Other Limitations: None.

Spheresof Influence: Mgor Accessto All, Creetion, Divination, Heding. Minor
Access to Combat, Elemental, Guardian, Plant, Protection, Sun. This priesthood has one
too few magjor accesses, and two extra minor accesses, well consider it balanced.

Powers. Analysis (as per the Designing Faiths chapter) of workmanship qudity in
crafted goods. The priest will be able to tell whether a crafted good is of poor, average or
superior qudity. Thisgiveshim a+2 to his Appraisng proficiency check if he has that
nonwegpon proficiency, but does not give him the ability to rate crafted goods asto their
gold piece vaue of he does not have that nonwegpon proficiency. Detect Secret Doors
(same as EIf ability: Successon rall of 1 on 1d6 when passing within 10, 1-2 on 1d6 to
find secret doors and 1-3 on 1d6 to find concedled portals when actively searching; elven
priests of this order have success on aroll of 1-2 when passing within 10/, 1-3to find
secret doors and 1-4 to find concealed portals when actively searching).

Followers and Strongholds: The followers are received a 7th level, and consst of
three third-leve priests and Sx firg-level priests of the same order, one third-leve fighter
and two second-level fighters to act as guards, and twenty Norma Men and Women, each
with a craft- related Nonwegpon Proficiency. The priest may take the following on
adventures. Three priests, only one of whom may be third-levd); plus two fighters, and
four Norma Men and Women of his choice. The priesthood will pay for haf of the cost
of sronghold congtruction a 7th level. The stronghold must provide workshops for its
craftsmen, including the Norma Men and Women.

Possible Symbols: Loom, Pottery Whed, Drop-Spindle, Needle.

Notes: The wegpons chosen for this priesthood were chosen because they are weapons



that can be made by craftsmen instead of smiths, especidly by woodcraftsmen.
Culture (Bringing Of)

Thisgod'sinterest isin the education and "improvement” of other cultures... especialy
those consdered "lesser” cultures by the principa culture of the campaign.

The priests of this god are charged with the education of the population in whatever
subjects the god espouses. If the god wants everyone to be literate, the prieststeach
Reading/Writing, free of charge, to as many students as they can teech a atime.

However, if the god is smply of the opinion that one whole culture is the best culture
of dl, then his priests are charged with turning every other culture into this best culture.
Conseguently, the priesthood invades other nations, peacefully if possible, setting up
missions and trying to convert the population wholesde to the worship of thisgod, and to
the cultura behavior of the god's favorite civilization.

When peaceful intrusion is not possible, the priesthood agitates for war with the other
civilization; if the civilization can be conquered, they move in to convert is population by
force. In these Situations, we see mass destruction of the temples and sanctuaries of the
"lesser" gods of this culture, dimination of their priesthoods, and ruthless suppression of
the culturd eements which the culture-god's priesthood wants to change.

Not al culture-gods have to be racist or contemptuous of other cultures. Sometimes
they're just education-minded gods who want to bestow godly cultura eements on the
human population; in such cases, the priesthood is not one that proposes war or holds
inquisitions to suppress other sects.

Culture-gods are most likely to be male.

The priests of this god are on good terms with the priests of Arts, Crafts,
Literature/Poetry, Marriage, Metdwork, Music/Dance, Race, Rulership/Kingship, Trade,
and War.

Alignment: The deity islawful neutrd. His priests can be of any lawful dignment.
The lawful evil priests sect is separate from the sect of lawful good and lawful neutra
priests. The flock may be of any dignment.

Minimum Ability Scores: Wisdom 12. Wisdom 16 means +10% experience.

Races Allowed: Dwarves, eves, gnomes, hdf-dves, hdflings, humans.

Nonweapon and Weapon Pr oficiencies: Nonweapon Proficiencies Required:
Reading/Writing. Nonwegpon Proficiencies Recommended: Ancient History, Rdligion.
Weapon Proficiencies Required: None. Nonweapon Proficiency Group Crossovers.
Priest, General.

Duties of the Priest: Guidance, Marriage. Missions. Conquest of new lands and
educetion of the conquered population in the one true way to think and behave.
Vigilance: The priests must be ever dert to the Sgn that old, bad ways and customs are
re-emerging in the conquered population (or, if conquest was not involved, in the flock).

Weapon and Armor Restrictions. Weapons Permitted: Dagger/dirk, javelin, knife,
lance, polearm, spear, dtiletto. Armor Permitted: All armor; no shidds. All together, we
congder that this priesthood has Good combat ahilities.

Other Limitations: None.

Spher es of Influence: Mgor Accessto All, Charm, Divination. Minor Accessto
Combat, Crestion.

Powers. Inspire Fear (as per the Designing Faiths chapter). Soothing Word (as per the



Designing Faiths chapter).

Followersand Strongholds. The followers are received at Sth level, and consist of
onefifth-level priest, three third-level priests, and six firg-level priests, of the same
order, and one fifth-levd fighter and five second-level fightersto act as soldiers. The
priest may take the following on adventures. Two priests and two fighters of his choice.
The priesthood will pay for half of the cogt of stronghold congtruction at Sth levdl.

Possible Symbols: Book, Quill, Scrall.

Darkness, Night

Thisgod isagod of some forces that humans fear. However, this doesn't mean the god
isevil. Generdly, he's not. He's just the embodiment of darkness, including al its
benefits and dl its dangers. The god of Darkness and Night would be the god of deep, of
dreams, of nightmares, and of nocturna predators, some of these traits are considered
good, someill.

The priests of this god are interested in making sure that man regards Darkness and
Night with areverentia awe # making sure that the sentient humanoid races appreciate
the virtues of night while till repecting or fearing its more frightening aspects. These
priests tend to be more aoof from the common man than priests of many other gods.

Lesser gods of this attribute would be gods of only one of these factors. One might be
the god of Sleep, and another the god of Nightmares. In these cases, the DM can choose
to vary the god's dignment; the god of Seep, much beloved of men, could be lawful
good, while the god of Nightmares, hated by men, could be chactic evil.

Gods of darkness or night are most likely to be femae.

The priests of this god are on good terms with the priests of Dawn, Degth, Elementd
Forces, Hunting, Light, Magic, Moon, Oracles/Prophecy, and Sun. Some DMs may be
surprised that the gods of Darkness and Night are not listed here as being opposed to
those of light and sun. It's because they don't have to be; in Greek mythology, for
instance, the sun-god, moon-goddess, and dawn-goddess were dl sblings who never
opposed one ancther. Naturdly, the individual DM can decide for his campaign that the
deities of darkness and light, moon and sun are enemies.

Alignment: The deity istrue neutrd. The priests may be neutrd evil, true neutrd, or
neutral good; evil priests have their own sect and the other priests don't have to tolerate
them. The flock may be of any dignmern.

Minimum Ability Scores: Wisdom 11, Intdligence 11. Wisdom or Intelligence 16
means +5% experience; Wisdom and Intelligence 16 means +10% experience.

Races Allowed: Elves gnomes, hdf-eves, hdflings, humans,

Nonweapon and Weapon Proficiencies: Nonweapon Proficiencies Required:
Astrology. Nonwegpon Proficiencies Recommended: Reading/Writing, Religion,
Spdllcraft. Weapon Proficiencies Required: None. Nonweapon Proficiency Group
Crossovers. Priest, Generd.

Duties of the Priest: Guidance, Marriage.

Weapon and Armor Restrictions. Weapons Permitted: Bows (dl), crossbow,
dagger/dirk, dart, knife, stiletto, sword/rapier, sword/short. Armor Permitted: All norn-
metal armor; no shields. Orienta Campaigns. Also shuriken. All together, we consider
this priesthood to have Medium combeat abilities.

Other Limitations: None.



Spheres of Influence: Mgor Accessto All, Charm, Divination, Necromarntic,
Summoning, Sun. Minor Accessto Animd, Elementd, Guardian, Protection. This
priesthood has one extra major access.

Powers. Infravision (same asthe EIf ability; an ven or hdf-dven priest of thisfath
has Infravison of doubled range, to 120). True neutral and neutral good priests can turn
undead; neutrd evil priests can control undead (same as the Cleric ability).

Followersand Strongholds. Thefollowers are received at 8th level, and consist of
three third-leve priests and twelve firg-leved priests of the same order, and one third-
leve fighter and Six first-leve fightersto act as guards. The priest may take the following
on adventures. Three priests, only one of whom may be third-leve; plusthree fighters of
his choice. The priesthood will pay for haf of the cost of stronghold congtruction at 8th
leve.

Possible Symbols: Black banner, owl, wolf.

Dawn

The god of dawn represents the border between Night and Day, Darkness and Light,
Moon and Sun. Hes afriend of mankind, a bringer of ingpiration, an enemy of dark
things

The priests of this god work mostly to keep the flock appreciating the god's virtues.
These priedts, like their dlies, the priests of the god of the Sun, are dso enemies of the
undead.

Deities of the dawn are modtly likely to be femde.

The priests of this god are on good terms with the priests of Darkness/Night, Elementa
Forces, Fire, Hedling, Hunting, Light, Magic, Moon, Oracles/Prophecy, and Sun.

Alignment: The dety islawful good. Priests may be of any good aignment; the flock
may be of any good or neutrd dignmen.

Minimum Ability Scores: Wisdom 10, Charisma 13. Wisdom or Charisma 16 means
+5% experience; Wisdom and Charisma 16 means +10% experience.

Races Allowed: Elves gnomes, hdf-eves hdflings, humans,

Nonweapon and Weapon Pr oficiencies: Nonweapon Proficiencies Required:
Direction Sense. Nonwegpon Proficiencies Recommended: Reading/Writing, Religion,
Spellcraft. Weapon Proficiencies Required: None. Nonweapon Proficiency Group
Crossovers. Priest, Generdl.

Duties of the Priest: Guidance, Marriage. Vigilance againg evil creatures of the night,
especidly undead.

Weapon and Armor Regtrictions: Wespons Permitted: Bows (al). Armor Permitted:
None, no shields. Oriental Campaigns: Also daikyu. All together, these congtitute Poor
combet abilities.

Other Limitations: Priests of the god of Dawn earn 6-sided, not 8-sided, dice for hit
points.

Spheresof Influence: Mgor Accessto All, Charm, Divination, Elementa (only spdlls
involving heet, fire, or ar; earth and water spells may not be used), Healing, Summoning,
Sun. Minor Access to Animal, Creation, Necromantic, Plant, Protection, Wegther.

Powers. CharnvFascination (as per the Designing Faiths chapter, cannot be used in
combat). Immunity (as per the Designing Faiths chapter) to experience levd drain from
undead creatures. Turn Undead (same as the Cleric ability). At 10th level, chariot of



Sustarre; the priest can use this spell once per day in addition to his other spells.

Followersand Strongholds. The followers are received at Sth level, and consist of
onefifth-leve pries, three third-leve priests, and Sx fird-leve priests of the same order,
plus one third-level mage and two fird-level mages to act as consultants and one third-
leve ranger and two firg-level rangersto act as guards and soldiers. The priest may take
the following on adventures: Three priests, one mage, and one ranger of his choice. The
priesthood will pay for haf of the cost of stronghold congtruction at Sth level.

Possible Symbols: Chariot; pattern of rosy colors.

Notes: The bow was chosen as this order's only weapon because it is representative of
light (shafts of light being equivaent to arrow- shafts).

Death

The God of Degth is, naturdly, aterrifying figure whom man regards as an enemy, an
unavoidable doom.

But this doesn't mean that death-gods are evil. Mogt, in fact, are true neutrd. A death
god can be the King of the Land of the Dead, the Grim Regper who cuts down the living,
or the Guide of the Souls who helps the departed spirit on to its reward or next existence.

Priests of the death-god are often agents who must "help" people on to the afterlife,
especidly if such people have successtully thwarted Degth in the past. This duty may
take the form of nation, or of mercy-killing. In some campaigns, spirits sometimes
ecape the afterlife and return to the land of the living; the deeth-god's priests must hunt
them down and capture them for return to their proper place.

Death-gods are equdly likely to be mae or femde.

The priests of this god are on good terms with the priests of Ancestors, Community,
Darkness/Night, Disease, Justice/Revenge, Life-Death-Rebirth Cycle, and Time. Priests
of this god are sometimes (at individua DM discretion) alies of the priests of the
philosophy of Evil, but thisis actualy not common, regardless of how scary the god of
Death might be. The priests of this god didike the priests of Fertility and Heding, and (at
the DM's discretion) Strength.

Alignment: The daity isusudly completely neutral. His priests may be of any
dignment: Some will be evil-doers who serve him by sending soulsto him asfast as
possible, while others could be good priests guiding their followersto their inevitable
dedtiny. The flock can be of any dignment, but the evil ones will specificaly be
followers of evil priests.

Minimum Ability Scores: Wisdom 9. Wisdom 16 means +10% experience.

Races Allowed: Dwarves, dves, gnomes, haf-dves hdflings humans

Nonweapon and Weapon Proficiencies: Nonweapon Proficiencies Required:
Religion. Nonwegpon Proficiencies Recommended: Reading/Writing. Wegpon
Proficiencies Required: Scythe. Nonwegpon Proficiency Group Crossovers. Priest,
Generd.

Duties of the Priest: Guidance. Vigilance agang any being which is unnaturdly
keeping Desth at bay. The key word here is unnaturally, meaning in defiance of the gods.
Wizards using potions of longevity are okay, until they reach an age of three hundred or
30, a which time these priests become their enemies. Healers who cure injury and disease
are accepted, unless they sumble onto some technique or magic that dlows them to
imbue immortaity. Even priestswho can resurrect or reincarnate are acceptable,



because if the gods didn't want them to be able to, they wouldn't have given them the
ability to do this.

Weapon and Armor Restrictions. Weapons Permitted: Battle axe (usudly styled asa
headman's axe), dagger/dirk, knife, lasso (often tied in the fashion of anoose), scythe,
sckle, dtiletto, sword/khopesh, sword/short. Armor Permitted: None; no shields. All
together, these congtitute Medium combat abilities.

Other Limitations: Priests of the god of Death must remain celibate. They need not
remain chaste.

Spheres of Influence: Mgor Accessto All, Agtrd, Charm, Divination, Protection.
Minor Access to Guardian, Necromantic, Sun, Weather. Option: Evil priests can
substitute major access to Hedling for mgjor access to Protection, but can only use the
reversed versons of the Hedling spdlls.

Powers. Inspire Fear (Designing Faiths chapter). Command Undead (same asthe evil
Cleric ability). The priest of the Death-god does not have to be evil in order to use this
power. Thisisarare exception to the rule that only evil priests can command undead.

Followers and Strongholds: The followers are received at 8th level, and consist of
three third-level priests and six fird-leve priests of the same order, plus specid agents
whose class is determined by the specific aspect of the god; these agents consist of one
fifth-level character, two third-level characters, and four first-level characters. If thisisa
fearsome, terrifying god of deeth, these agents will be thieves who act as assassins. If it is
agod of the collection of the dead, one who escorts the dead souls to their find rewards,
the agentswill be specidist wizards: Necromancers. If it isagod of rulership, one who
presides over the afterworld, they will be fighters. The priest may take the following on
adventures. Two priests and three agents of his choice. The priesthood will pay for half of
the cost of stronghold construction at 8th levd.

Possible Symbols: Gates, Gravestone, Scissors, Scythe, Shroud, Skull.

Disease

Thisisan evil god which didikes mankind and other sentient races. It creates new and
ever-more-terrifying illnesses to inflict upon the sentient races.

The priegts of this god spread illness and ignorance. They carry infected victims and
rats infested with disease-bearing insects to new ports. Through their actions, they deny
thelr victims an honorable desth and can sometimes topple entire civilizations. Thisis not
acharacter class for PCsto take unless the campaign is very unusud.

Lesser gods of disease would be gods of specific allments. It's entirely gppropriate, for
ingtance, for the Black Plague to have its own representative god.

Gods of disease are just aslikely to be male as femae.

The priests of this god are on good terms with the priests of Death and Evil. The priests
of thisgod didike the priests of Birth/Children, Fire, Heding, and Strength.

Alignment: The daity isneutra evil. So must be his priests and their flock.

Minimum Ability Scores: Wisdom 9, Congtitution 15. Wisdom or Congtitution 16
means +5% experience; Wisdom and Constitution 16 means +10% experience.

Races Allowed: Dwarves, dves, gnomes, haf-dves, hdflings humans.

Nonweapon and Weapon Pr oficiencies: Nonweapon Proficiencies Required:
Herbalism. Nonwegpon Proficiencies Recommended: Reading/Writing, Religion,
Ancient Higtory. Weapon Proficiencies Required: None. Nonwesgpon Proficiency Group



Crossovers. Priest, Generd.

Duties of the Priest: Missons To bring illness to communities which are too hedthy
and joyous.

Weapon and Armor Restrictions. Weapons Permitted: Bows (all), dart, scourge,
scythe, sckle, whip. Armor Permitted: All non-magical armor, al non-megica shields.
All together, these condtitute Medium combet ahilities.

Other Limitations: Priests of the god of Disease must remain celibate and chaste.

Spheresof Influence: Mgor Accessto All, Animd, Hedling (reversed forms of spells
only), Summoning, Wegther. Minor Access to Combat, Divination, Necromantic
(reversed forms of spells only), Protection (reversed forms of spells only, where
gpplicable).

Powers. Immunity (as per the Designing Faiths chapter) to dl diseases. Laying On of
Hands (same as the Paladin ability, but reversed -- it does damage, rather than curing
damage).

Followersand Strongholds. The followers are received at Sth level, and consist of
onefifth-leve priest, three third-level priests, and six first-level priests of the same order,
and ten first-level fighters. The priest may take the following on adventures. Three priests
(only one of whom can be third-level) and three fighters of his choice. The priesthood
will pay for haf of the cost of stronghold congtruction &t Sth level. In most cultures, to
keep the priesthood safe from the wrath of the people, the priests will have to keep the
location of the stronghold secret; it must either be built in the wilderness, or may be built
in acommunity if it is disguised as some other facility (for example, the front rooms may
ironicaly be a hedler's guild, while the back rooms are where the redl temple activities
take place).

Possible Symbols: Mice, Rats.

Divinity of Mankind (Philosophy)

Thisis not agod, but a philosophy, and one so compelling that it generates magical
energy which priests of the philosophy can tap like atrue god's priests are granted
energies by the god.

This philosophy states that mankind (specificdly, the human race, including haf-eves
reared among humans, but excluding dwarves, eves, gnomes, hdflings) is nearly adivine
being, and should do as much as he can to achieve perfection # physica, menta, and
emotiona perfection, dways and in dl ways. The philosophy encourages men to grive
for the physcd ided and to learn as much as possible of the world.

So that's the idea that the priests promote. They cooperate in al sorts of educationd,
artitic, and competitive enterprises, seek to counsdl people in every aspect of living their
lives, and provide sanctuaries for people to meditate on the priesthood's teachings.

The priests of this philosophy are on good terms with the priests of Ancestors, Arts,
Competition, Crafts, Literature/Poetry, Metawork, Music/Dance, Good, Love, Race
(Human), Strength, and Wisdom. The priests of this philosophy didike the priests of Evil.

Alignment: The philosophy istrue neutrd. Priests may be lawful good or lawful
neutral. The flock may be of any Good or Neutrd aignment.

Minimum Ability Scores: Wisdom 12, Strength 12. Wisdom or Strength 16 means
+5% experience; Wisdom and Strength 16 means +10% experience.

Races Allowed: Hdf-dves, humans.



Nonweapon and Weapon Proficiencies: Nonweapon Proficiencies Required:
Reading/Writing. Nonwegpon Proficiencies Recommended: Religion. Wegpon
Proficiencies Required: None. Nonwespon Proficiency Group Crossovers. Priest,
Generd.

Duties of the Priest: Guidance, Marriage. Encouragement of the flock (and of
mankind in generd) dways to improve itself spiritudly and physcaly.

Weapon and Armor Restrictions. Weapons Permitted: Dagger/dirk, knife, stiletto,
swords (dl). Armor Permitted: All armor, dl shieds. Orientd Campaigns. Also katana,
wakizashi. All together, these congtitute Good combet abilities.

Other Limitations: None.

Spheres of Influence: Mgor Accessto All, Charm, Hedling. Minor Accessto
Combeat, Cregtion, Divination, Protection. This priesthood has two extra minor accesses
and so will not have especidly strong Granted Powers.

Powers. Soothing Word (as per the Designing Faiths chapter).

Followersand Strongholds. The followers are received at 8th level, and consist of
onethird-leve priest and seven firs-leve priests of the same order, one third-leve
paadin and seven firg-level pdadins, and onethird-level and seven fird-level bards. The
priest may take the following on adventures: Two priests, two paadins, and two bards of
his choice. The priesthood will pay for half of the cost of stronghold construction at 8th
leve. The stronghold must include large discussion rooms or hdls, where priests and
those interested in debating the subject may convene and discuss their philosophy, and
meditation chambers where visitors may meditate in peace.

Possible Symbols: Human slhouette.

Druid

The Druid, too, isa priest of aspecific mythos. It has been worked up in more detall
than the priests presented here, but is fill counted one of their number. The Druid
priesthood has much in common with those of the gods of Agriculture, Animals, Earth,
Fertility, Life-Death-Rebirth Cycle, Nature, and V egetation.

Earth

This dety isthe manifestation of theworld in dl its aspects. He's not just agod of
growing things, plants and animals, he aso represents wesether, volcanoes, earthquakes,
flood, and many other powerful naturd forces. Many earth-gods are also makers of
mongers.

This god's priests are a vigorous sect who insst that everyone worship the god, for
without the god all creatures on the face of the world could not exi<.

Lesser gods of this attribute would represent only one aspect of the earth. One might be
agod of earthquakes, one agod of stony mountains, one agod of caves and caverns. The
gods of Agriculture, Animals, Nature and V egetation can aso be considered lesser gods
of the Earth attribute.

Lesser gods are as likely to be male as femae, but the comprehensive god of dl the
earth is probably femae.

The priests of this god are on good terms with Druids and the priests of Agriculture,
Animds, Fertility, Life-Death-Rebirth Cycle, Nature, Seasons, Sky/Weather, and



Vegetation.

Alignment: The daty istrue neutral. The priests may be true neutrd or neutral good,
most are true neutra. The flock may be of any dignment.

Minimum Ability Scores: Wisdom 12. Wisdom 16 means +10% experience.

Races Allowed: Dwarves, dves, gnomes, hdf-dves, hdflings, humans.

Nonweapon and Weapon Proficiencies. Nonweapon Proficiencies Required: Any
one from the fallowing lig-- Agriculture, Brewing, Mining, Stonemasonry. Nonwegpon
Proficiencies Recommended: Ancient History, Ancient Languages, Reading/Writing,
Religion. Weapon Proficiencies Required: None. Nonweapon Proficiency Group
Crossovers. Priest, Generdl.

Duties of the Priest: Guidance, Marriage.

Weapon and Armor Restrictions. Weapons Permitted: Club, dagger/dirk, knife,
mace, maul, morning dar, picks (dl), scythe, sckle, ding, saff ding, tiletto,
warhammer. Armor Permitted: All non-magica non-meta armor, al non-magica nort
metd shidds. Orientd Campaigns: Also nunchaku. All together, these congtitute Medium
combet abilities.

Other Limitations: None.

Spheresof Influence: Mgor Accessto All, Creation, Elementd (the priest may only
use spells deding with dust, stone, rock, mud, and earth, plus transmute metal to wood ),
Pant, Summoning. Minor Accessto Animd, Divination, Hedling, Protection.

Powers. Detect grade or slope in passage on 1-5 on 1d6 (same as Dwarf ability;
dwarf-priests and gnome- priests of thisfaith will detect dopes automaticaly when they
try). Determine approximate depth underground on 1-3 on 1d6 (same as Dwarf ability;
dwarf-priests and gnome- priests of this faith succeed on a 1-5 on 1d6). |mmunity (as per
the Designing Faiths chapter) to dl snake venoms.

Followersand Strongholds: Thefollowers are received at 8th level, and consist of
onefifth-leve pries, three third-leve priests, and Sx fird-level priests of the same order,
plus one third-levd fighter and seven firg-leve fightersto act as guards. The priest may
take the following on adventures: Three priests (only one of whom can be third-levd),
plus two fighters of his choice. The priesthood will pay for haf of the cost of stronghold
congruction at 8th leve.

Possible Symbols: Snakes; stones.

Notes: The wegpons chosen for this order comein three types: Agricultura/harvesting
type weapons (such as the scythe), those which sometimes use stones (such as dings, or
primitive maces and axes), and those which smply suggest heavy besting, pounding, or
the earth (picks and mauls, for example).

Elemental Forces (Force)

Thisforceisarepresentation of dl pure, natura power, including forces of nature
(such aswaterfdls) and magica energies.

The priests of this force learn as much as they can of magic and try to passthat
learning along. They aso don't like to see natura forces extensvely channelled by man;
they often destroy dams, for instance.

Because they are devoted to powerful natural forces, priests of this force tend to be
megicaly powerful.

Lesser attributes of the Elementa Forces could be represented by actua gods. The



gods of Darkness, Fire, Light, and Lightning might be considered lesser gods of this
attribute.

The priests of this god are on good terms with the priests of Darkness/Night, Dawn,
Fertility, Fire, Light, Lightning, Love, Magic, Seasons, Sky/Westher, Sun, Thunder, and
Time,

Alignment: The forces being worshipped and protected are chaotic in nature, so dl its
priests must be chaotic; they may be chaotic good, chaotic neutrd, or chaotic evil. Each
branch has its own cult, so good priests don't have to be friends with evil ones. The flock
may be of any dignment.

Minimum Ability Scores: Wisdom 10, Intelligence 13. Wisdom or Intelligence 16
means +5% experience; Wisdom and Intelligence 16 means +10% experience.

Races Allowed: Dwarves, dves, gnomes, haf-dves hdflings humans

Nonweapon and Weapon Proficiencies. Nonweapon Proficiencies Required: Spellcraft.
Nonwegpon Proficiencies Recommended: Fire-building, Astrology, Reading/Writing,
Rdigion. Wegpon Proficiencies Required: None. Nonwegpon Proficiency Group
Crossovers. Priest, Generd, Wizard.

Duties of the Priest: Guidance, Marriage. Education: These priests help in the
education of the flock in both priestly doings and magicd learning. Missons These
priests often go on voyages to observe phenomena and learn more about the forces that
bring them about. Vigilance againg any beings that might interrupt, divert, or channel
great natura forces for those beings own gain.

Weapon and Armor Restrictions. Wegpons Permitted: Battle axe, bows (dl), cestus,
club, hand/throwing axe, harpoon, javelin, mace, net, picks (al), scourge, scythe, Sckle,
spear, trident. Armor Permitted: All armor and shields. Oriental Campaigns. Also daikyu.
All together, these congtitute Good combat ahilities.

Other Limitations: None.

Spheres of Influence: Mgor Accessto All, Combat, Elementa. Minor Accessto
Creation, Sun, Westher. This priesthood has access to many powerful spells and to one
extraminor access, S0 it will not have much in the way of Granted Powers.

Powers. Immunity (as per the Designing Faiths chapter-- +2 to al saving throws) to
al priest spdls of the Elementa sphere.

Followersand Strongholds. The followers are received a 9th level, and consist of
onefifth-level priest, three third-leve priests, and six firg-leve priests of the same
priesthood, plus one third-level mage and two firg-level mages to act as consultants, and
fivefirg-levd fightersto act as guards. The priest may take the following on adventures:
Two priedts, one mage, and two fighters of his choice. The priesthood will pay for half of
the cost of stronghold congtruction at 9th level. Part of the stronghold must be alibrary
devoted to elemental magics and the dementd planes, and scholars interested in these
subjects will vist the stronghold in order to learn from the library or contribute to it.

Possible Symbols: Fre, Lightning.

Everything

Thisdety represents dl godly attributes. He is usudly the god of amonotheistic
culture, and is ether (@) the creetor of al the world and the only true god in existence, or
(b) apowerful god who demands that everyone accept him as the only red god and
intends to demote al other gods to the status of lesser demons, devils, or servants-beings.



Priests of this god seek to convert dl the world to the worship of thisgod. They
persuade whole populations that al other gods are fase, or lesser beings. They
sometimes agitate for and initiate wars so that conquered populations may be reeducated
in this doctrine. In such times, they are much like priests of Culture.

Thisgod isjust aslikely to be mde asfemae. If mae, hell probably have some sort of
sky agpect; if femae, shell have an earth aspect.

The priests of this god can, a the DM's discretion, be on good terms with the priests of
the philosophies of the Divinity of Mankind and Good, for these are philosophies and not
gods. The priests of this god didike the priests of dl other gods, and also hate priests of
the philosophy of Evil.

Alignment: The deity islawful good. The priests may be any sort of good aignment.
The flock may be of any neutra or good dignment.

Minimum Ability Scores: Wisdom 10. Wisdom 16 means +10% experience.

Races Allowed: Dwarves, dves, gnomes, haf-dves, hdflings humans

Nonweapon and Weapon Pr oficiencies. Nonwegpon Proficiencies Required:
Religion. Non-weapon Proficiencies Recommended: Reading/Writing, Ancient History.
Wegpon Proficiencies Required: None. Nonwegpon Proficiency Group Crossovers.
Priest, Generd.

Duties of the Priest: Guidance, Marriage. Missons of conversion and education in
populations which don't belief in this god's supremacy. Vigilance againg evil and
decadence.

Weapon and Armor Restrictions. Wegpons Permitted: Belaying pin, club, flails
(both), mace, mancatcher, maul, morning star, net, quarterstaff, ding, warhammer. Armor
Permitted: All armor and shields. Orientd Campaigns: Also bo gtick, chain, nunchaku.
All together, these congtitute Good combat ahilities.

Other Limitations. Priests of the God of Everything must wear their priestly
vestments whenever they appear in public.

Spheresof Influence: Mgor Accessto All, Creation, Hedling. Minor Accessto
Divination, Protection.

Powers. Soothing Word (as per the Designing Faiths chapter). Turn Undead (same as
the Cleric ability).

Followersand Strongholds. The followers are received at 8th level, and consist of
onethird-leve priest and two first-leve priests of the same priesthood, plus one fifth-
leve fighter, two third-levd fighters, and twelve firg-level fightersto act as soldiers, plus
four Norma Men and Women with the Reading/Writing nonweapon proficienciesto act
as scribes and recorders. The priest may take the following on adventures. One pries,
three fighters, and two Norma Men and Women of his choice. The priesthood will pay
for half of the cost of stronghold congtruction a 8th levd.

Possible Symbols: Staff, Sceptre.

Notes: This priestly order isvery smilar to derics (though with reduced magic); if you
decide to remove clerics from your campaign, based on the advice from the Role-Playing
chapter, you may wish to recommend that players who gill want to play clericstakethis
priest-class instead.

Evil (Philosophy)

All evil thoughts and deeds generate negative energies, and priests of the Philosophy of



Evil can tap into those energies, much asa"red” priest recaives energies from his god.

The god of these priestsis to spread as much evil as possible throughout the universe.
They especidly ddight in causing suffering among the sentient races (humans, dves,
dwarves, etc.). They kidnap, torture, murder, stedl, humiliate, and degrade in the name of
their philosophy.

The priests of this philosophy are on good terms with the priests of Disease. They are
sometimes (at the DM's discretion, based on the nature of his campaign) dlies of the
priests of Deeth and Mischief/Trickery. The priests of this philosophy didike the priests
of Divinity of Mankind, Everything, Fortune/Luck, Good, Healing, Love, Redemption,
and Wisdom.

Alignment: This philosophy isevil, and its priests may be of any evil dignment
(chadtic evil, neutrd evil, lawful evil). All belong to the same sect, so the lawful, neutrd,
and chaotic priests have to cooperate. Members of the flock may be of any evil
dignment.

Minimum Ability Scores: Wisdom 9. Wisdom 16 means +10% experience.

Races Allowed: Dwarves, dves, gnomes, haf-eves, halflings humans

Nonweapon and Weapon Pr oficiencies. Nonweapon Proficiencies Required:
Religion. Nonwegpon Proficiencies Recommended: Reading/Writing. Wegpon
Proficiencies Required: None. Nonwespon Proficiency Group Crossovers: Priest,
Generd, Warrior.

Duties of the Priest: Missons. These priests are dedicating to Soreading evil and
misery across the world, and their whole lives are spent in missions againgt happiness,
goodness, contentment, and beauty. Vigilance againg the doings of any good priedts,
especidly priests of the Philosophy of Good.

Weapon and Armor Restrictions. Wegpons Permitted: Bill, crossbow, dagger/dirk,
dart, knife, net, picks (dl), polearm, scourge, scythe, sickle, stiletto, sword/long,
sword/rapier, sword/sabre, sword/short, whip. Armor Permitted: All armor and shields.
Orientd Campaigns. Also katana, shuriken, wakizashi. All together, these congtitute
Good combat abilities.

Other Limitations: None.

Spheres of Influence: Mgor Accessto All, Charm, Necromantic. Minor Access to
Animd, Protection (may only use reversed forms of the pdlls).

Powers. The priest can cast the detect good spell (the reversed detect evil ) three times
per day in addition to dl other pdlls. Inspire Fear (as per the Designing Faiths chapter).
Control Undead (same asthe evil Cleric ahility).

Followers and Strongholds: The followers are received at Sth level, and consst of
onethird-leve priest and two firs-leve priests of the same order, plus onefifth-leve
fighter, three third-leve fighters, and six firg-level fightersto act as soldiers, and one
third-leve thief and two firg-level thievesto act as specia agents; adl will be of the exact
same dignment as the priest they follow. The priest may take the following on
adventures: Two priests, two fighters, and one thief of his choice. The priesthood will pay
for hadf of the cost of sronghold congruction at Sth level. Temples of Evil typicaly have
torture chambers and dangerous, trapped dungeons as part of their construction, but this
isatendency, not arequirement of the order.

Possible Symbols: Skeleton.

Notes: It iseasy to make thisinto the priesthood of a specific god of evil. You dont



need to change any of the requirements and abilities of the priest; the only differenceis
that the priest of agod of evil will receive orders from the deity al thetime, instead of
being always able to cook up his own schemes of destruction.

Fate, Destiny

This god cautions the morta races to accept whatever fate that the gods or even a
higher Degtiny have in store for them. Thisisthe god of acceptance, of resignation, of
coping without struggling.

Priests of thisfaith believe that everything that happensis predestined. They preach a
doctrine of acceptance of the will of the gods, including gods other than their own. When
two gods are in oppostion, these priests do not interfere in the morta doings resulting
from that struggle (unless one of the godsisthe god of fate/detiny, in which case they
support him); but whenasingle god is pursuing agod and morta beings are trying to
oppose him, these priests work on behalf of the god and againgt the mortals. This takes
place even when the god is evil; these priests take the Sde of gods againgt mortas
regardless of the god's matives. In short, thisis a very strange priesthood, onethat is
philosophica but joyless.

Lesser gods of this attribute might be gods of specific future events: The war that
destroys dl the gods, for instance. Such gods will strive to make sure that the events they
represent do take place, and their priests will dutifully help.

The god of this atribute is aslikely to be mde asfemde.

The priests of this god are on good terms with the priests of Ancestors, Fortune/Luck,
Oracles/Prophecy, and Time.

Alignment: The deity istrue neutrd. The priests may be true neutra or neutral good;
mogt are true neutrd. The flock may be of any aignment.

Minimum Ability Scores: Wisdom 13. Wisdom 16 means +10% experience.

Races Allowed: Dwarves, eves, gnomes, hdf-dves, hdflings humans

Nonweapon and Weapon Pr oficiencies. Nonwegpon Proficiencies Required:
Adtrology. Nonwespon Praficiencies Recommended: Ancient History, Reading/Writing,
Reigion. Wegpon Proficiencies Required: None. Nonwegpon Proficiency Group
Crossovers: Priest, Generd.

Duties of the Priest: Guidance (doctrine of acceptance of the will of the gods).
Missions againg those who defy the gods. Vigilance againgt those who defy the gods.

Weapon and Armor Regtrictions: Wespons Permitted: Dagger/dirk, knife, lasso,
mancatcher, net. Armor Permitted: All armor and shields. Orientd Campaigns: Also
chain. All together, these condtitute Medium combat abilities.

Other Limitations. None.

Spheresof Influence: Mgor Accessto All, Divination, Guardian, Protection,
Summoning. Minor Access to Combat, Necromantic, Sun, and Wegther.

Powers. The priest can cast the commune spell once per month, even a first level, in
addition to dl other pdls (obvioudy, at firg leve, he can only ask one question per
goplication of the spell). Soothing Word (Designing Faiths chapter).

Followersand Strongholds: The followers are received a 8th level, and consst of
onefifth-level priest, three third-level priests, and 16 firg-leve priests of the same
priesthood. The priest may take the following on adventures: Three priests (only one of
them may be third-levd) of his choice. The priesthood will pay for haf of the cost of



stronghold construction at 8th levd.

Possible Symbols: Book, Pen/Stylus, Chains.

Notes: Thisorder uses the net and lasso because those weapons represent the
inevitability of fate and destiny.

Fertility

This god represents the fertility of beasts, crops, and sentient races. He represents new
generations of each species, defiance of death, and sexudity.

Priests of this god conduct rituals which are supposed to interest the god in the fertility
of the celebrants, their fields and animals. Through therituals of the priests, childiess
couples pray for children, farmers pray for good crops, ranchers and animal handlers pray
for their herds to grow fast and strong. In addition to routine prayers, the priests conduct
great, semiannud celebrations (usudly a the start of the planting and the harvesting
Season).

Lesser gods of this attribute would be gods of the fertility of specific species or groups
of living things, one might be the god of cattle fertility, one of human fertility, one of ef
fertility, one of whest fertility. The god of Agriculture could be considered a deity of one
specific part of the fertility attribute.

Fertility gods are as likely to be mae as femae. Those representing animd life are
more likely to be male, those representing plant life more likely to be femde.

The priests of this god are on good terms with Druids and the priests of Agriculture,
Animds, Birth/Children, Earth, Elemental Forces, Life-Death-Rebirth Cycle, Nature,
Seasons, Sky/Westher, and Vegetation. The priests of this god didike the priests of
Desth.

Alignment: The deity istrue neutrd. The priests may be true neutra or neutral good.
Theflock may be of any dignment.

Minimum Ability Scores: Wisdom 12, Charisma 12. Wisdom or Charisma 16 means
+5% experience; Wisdom and Charisma 16 means +10% experience.

Races Allowed: Dwarves, dves, gnomes, haf-dves hdflings, humans.

Nonweapon and Weapon Pr oficiencies: Nonweapon Proficiencies Required:
Herbalism. Non-wegpon Proficiencies Recommended: Agriculture, Anima Handling,
Brewing, Dancing, Musicd Instrument, Reading/Writing, Religion. Wesgpon
Proficiencies Required: None. Nonwegpon Proficiency Group Crossovers. Priest,
Generd.

Duties of the Priest: Guidance, Marriage. These priests are bound to conduct
ceremonies which celebrate and promote fertility in al living beings; these ceremonies
occur at the sart of spring and at harvest-time, and in some places are characterized by
orgiagtic behavior. Vigilance againg the doings of the priests of death, whom they regard
with suspicion and didike,

Weapon and Armor Restrictions. Weapons Permitted: Javelin, polearm, spear.
Armor Permitted: Hide armor and leather armor (normd or magicd), dl non-metd
shidds. All together, these congtitute Medium combeat abilities.

Other Limitations: Priests of the god of Fertility are not allowed to remain chaste.

Spher es of Influence: Mgor Accessto All, Healing, Necromantic, Plant, Summoning.
Minor Accessto Anima, Charm, Cregtion, Divination, Protection, Wesether. This
priesthood has two extra minor accesses; it will not have very strong Granted Powers.



Powers. CharnvVFascination (as per the Designing Faiths chapter, but never in
combat, and only once per day). Incite Berserker Rage (as per the Desgning Faiths
chapter). Language/ Communication (as per the Designing Faiths chapter): The priest may
choose one species of animd with whom he can communicate, from the following list:
Cattle, goats, horses, rabbits, sheep, snakes. (This does not give him any control over the
animd; he may merdy tak with it.)

Followersand Strongholds. The followers are received a Sth level, and consst of
onefifth-level priest, three third-levd priests, and six firg-level priests of the same
dignment, plusfifteen firg-level fighters. These fighters act as guards during the more
somber of the god'srituas but participate in the more chaotic rituas. The priest may take
the following on adventures. One priest (it may not be the fifth-level priest) and six
fighters. In some sects, the fighters are dl women of any chaotic dignment, and they are
cdled maenads. For others, the DM can subdtitute intelligent wood- beings such as satyrs,
centaurs, dryads, and nymphs, up to 10 HD of them, and they can accompany the priest
on woodland adventures. (Nymphs areidentica to dryads with these exceptions. They
are not bound to specific trees, and can voyage in any forested realm; and when they
charm victims, there is no chance that the victims will disgppear forever; after aday in
the company of the nymph, the victim can choose to stay aslong as he and the nymph
collectively wigh, or to leave whenever he wants,) The priesthood will pay for hdf of the
cost of stronghold condtruction at Sth leve.

Possible Symbols: Bull, Corn, Cow, Goat, Pine-cone, Ram, Snake, Whesat.

Fire

Thisgod isthe deity of firein dl its agpects. The spark of civilization, the deanser of
sckness and evil, the terrifying naturd force, the specid gift of the gods to man, the
principa force behind some sorts of magic.

The priesthood is devoted to ceebrating fire and honoring the god of this most useful
gift. They make burnt sacrifices to the god and learn as much as they can of fire-magic.

Lesser gods of this attribute will be gods of just one aspect of fire. One might be agod
of forest-fires, one agod of the fires used by metalworkers and pottery-makers, one agod
of the hearth-fire that represents home and shelter.

Fire-gods are as likely to be male asfemale.

The priests of this god are on good terms with the priests of Dawn, Elementa Forces,
Justice/Revenge, Light, Lightning, Magic, Metdwork, Race (Dwarf), and Sun. They are
not that fond of, but aso not enemies of, the priests of Oceans/Rivers. The priests of this
god didike the priests of Disease.

Alignment: The deity istrue neutral. The priests may be neutrd evil, true neutra, or
neutral good; evil priests have their own sect and the other priests don't have to tolerate
them. The flock may be of any aignment.

Minimum Ability Scores: Wisdom 10, Intelligence 10. Wisdom or Intelligence 16
means +5% experience; Wisdom and Intelligence 16 means +10% experience.

Races Allowed: Dwarves, dves, gnomes, haf-dves hdflings humans

Nonweapon and Weapon Proficiencies: Nonweapon Proficiencies Required: Fire-
building. Nonweapon Proficiencies Recommended: Reading/Writing, Religion,

Spellcraft. Weagpon Proficiencies Required: None. Nonwegpon Proficiency Group
Crossovers. Priest, Genera, Wizard.



Duties of the Priest: Guidance, Marriage.

Weapon and Armor Restrictions. Weapons Permitted: Bill, dagger/dirk, knife,
diletto, swords (al). Armor Permitted: All metal armor, al metd shidds. Orientd
Campaigns. Also chain, katana, shuriken, wakizashi. All together, these congtitute Good
combet abilities.

Other Limitations: None.

Spheres of Influence: Mgor Accessto All, Elementd (the priest may only usethe
spdls whose names include the words Fire, Flame, Hesat, Pyrotechnics, and the spell
chariot of Sustarre ), Sun. Minor Access to Charm, Divination, Hedling, Necromantic,
Protection, Weather. This priesthood receives extra minor accesses because its two major
accesss are limited in Sgnificant ways: Its Elementa sphereislimited to fire-spells and
the Sun sphere has only six spellsto start with.

Powers: Defiance of Restriction/Obstacle (as per the Designing Faiths chapter): The
priest can pass unharmed through any wall of fire spell. Immunity (as per the Designing
Faiths chapter): The priest gets a+2 saving throw vs. dl priest spells of the Elementa
sphere and vs. dl wizard spdlls of the Alteration and Evocation schools with the words
fire, burning, flaming, pyrotechnics, and incendiary.

Followersand Strongholds. The followers are received at 8th level, and consist of
three third-level priests and six fird-level priests of the same order, plusfive firs-leve
fightersto act as guards, one third-level mage and two firg-level mages acting as
consultants, and ten Norma Men and Women, haf with Reading/Writing proficiency and
haf with Fre-Starting proficiency, who act as temple functionaries. The priest may teke
the following on adventures: Two priests (only one of whom may be third-leve), two
fighters, one mage, and two Norma Men and Women of his choice. The priesthood will
pay for haf of the cost of stronghold congtruction at 8th leve.

Possible Symbols: Torch.

Fortune, Luck

Thisisagod of the good fortune and good luck that al sentient beings hope will come
thelir way. Thisisnot agod of bad luck or ill fortune.

The priests of this god are practica, commonsense people. They'll help the flock pray
for luck. But they aso recognize that alot of luck is sdf-made. They try to andyze the
Stuations of supplicants who seem to have bad luck dl the time, and suggest ways for
them to change their lives so that good luck is more likely to shine on them. They even
meddle to give luck alittle push; they'll contrive so that two people who can help each
other accomplish amutua goa will meet, for example.

Lesser gods of this attribute will be gods of one particular type of luck. The most
popular gods of this type would be gods of gambling luck or luck with romantic affairs.

Gods of luck are most likdly to be female.

The priests of this god are on good terms with the priests of Competition, Fate/Destiny,
Mischief/Trickery, and Trade. The priests of this god didike the priests of Evil.

Alignment: The deity istrue neutrd. The priests may be true neutrd or neutral good;
mogt are true neutrd. The flock may be of any aignment.

Minimum Ability Scores. Wisdom 12, Charisma 12. Wisdom or Charisma 16 means
+5% experience; Wisdom and Charisma 16 means +10% experience.

Races Allowed: Dwarves, dves, gnomes, haf-dves hdflings humans



Nonweapon and Weapon Proficiencies. Nonweapon Proficiencies Required:
Adtrology. Nonwesgpon Proficiencies Recommended: Gaming, Reading/Writing,
Rdligion. Wegpon Proficiencies Required: None. Nonweapon Proficiency Group
Crossovers. Priest, Genera, Rogue.

Duties of the Priest: Guidance, Marriage. Missions to bring luck to the unlucky:
Priests are often required to go to communities and places which seem to be suffering a
series of bad-luck events and improve matters there. (Some priests of this sect adopt a
"fary godmother” atitude and try to improve peoples lot through mischievous
meddling.) Vigilance againgt the deeds of priests of disease or the philosophy of evil,
who are aways bringing bad fortune to the people.

Weapon and Armor Restrictions: Weapons Permitted: Club, lasso, net, quarterstaff,
ding, staff ding. Armor Permitted: None; no shidds. Oriental Campaigns: Also bo gtick.
All together, these congtitute Poor combat abilities.

Other Limitations. None.

Spheres of Influence: Mgor Accessto All, Charm, Divination, Elementa, Hedling,
Protection, Summoning. Minor Accessto Animd, Creetion, Guardian, Plant, Sun,
Weather.

Powers: Charnm/Fascination (as per the Desgning Faiths chapter).

Followers and Strongholds: The followers are received at 7th level, and consst of
onefifth-leve prieg, three third-leve priests, and sixteen fird-leve priests of the same
order. The priest may take the following on adventures. Three priests (only one of whom
may be third leve) of his choice. The priesthood will pay for haf of the cost of
stronghold congtruction at 7th levd.

Possible Symbols: Cornucopia, Rudder, Whed of Fortune.

Notes: This order's wegpon choices reflect "weapons of opportunity,” the sort of
wespons characters can make from things found on the road. A priest of this order doesn't
have to find his weapons on the road, but the weapons permitted him are the sort of
things he could make from found items.

Good (Philosophy)

Just as evil thoughts and deeds create evil energies (see Evil, p. 57), good thoughts and
deeds create good energies, resulting in priests of the philosophy of Good.

The god of these priestsis to counter the spread of evil throughout the universe. They
work primarily to anticipate the deeds of evil beings, head them off, and counter them
whenever possble. They may or may not believe in Law; some of them, chaotic good
priests, bresk dl sorts of laws and restrictions of society in order to realize their good
intentions.

The priests of this philosophy are on good terms with the priests of Divinity of
Mankind, Everything, Peace, Race, Redemption, and Wisdom. The priests of this
philosophy especidly didike the priests of Evil.

Alignment: This philosophy is good. Its priest may be of any good aignment (chaotic
good, neutra good, and lawful good); they dl belong to the same sect, so the chaotics,
neutrals, and lawfuls must dl get dong together. The flock may be of any good
dignment.

Minimum Ability Scores: Wisdom 9. Wisdom 16 means +10% experience.

Races Allowed: Dwarves, dves, gnomes, haf-dves hdflings humans



Nonweapon and Weapon Proficiencies: Nonweapon Proficiencies Required:
Reigion. Nonwegpon Proficiencies Recommended: Reading/Writing. Wegpon
Proficiencies Required: None. Nonweapon Proficiency Group Crossovers. Priest,
Genera, Warrior.

Duties of the Priest: Guidance, Mariage. Missons. Priests of this philosophy spend
mogt of their livesin ongoing missons againg priests of the philosophy of evil, not to
mention the plots of evil men, priests of the god of disease, etc.

Weapon and Armor Restrictions: Wegpons Permitted: Bows (dl), dagger/dirk,
hand/throwing axe, javelin, knife, lasso, polearm, spear, saff ding, tiletto, swords (all).
Armor Permitted: All armor and shidds. Orienta Campaigns: Also daikyu, katana,
wakizashi. All together, these congtitute Good combat abilities.

Other Limitations: None.

Spheres of Influence: Mgor Accessto All, Hedling, Protection. Minor Accessto
Charm, Divingtion.

Powers. The priest can cast the detect evil spdll three times per day in addition to dl
other spells. Turn Undead (same as the Cleric ability). Permanent +1 to hit and damage
vs. dl evil enemies, above and beyond al other bonuses.

Followersand Strongholds. The followers are received at Sth level, and consist of
onethird-levd priest and two firg-leve priests of the same order, plus onefifth-leve
paadin, three third-leve paadins, and six firg-level paadinsto act as soldiers, and one
third-level mage and two firg-level magesto act as specia agents, the priests and mages
will be of the exact same dignment as the priest they follow, while the pdadins will
automaticaly be lawful good. The priest may take the following on adventures. One
priest, two paadins, and one mage of his choice. The priesthood will pay for haf of the
cost of stronghold congtruction a Sth level. Such strongholds are often built with
hospitals and libraries as part of their construction, but thisis not a requirement of the
order.

Possible Symbols: Ray of light, Ankh.

Guardianship

This god isthe protector of causes and endangered individuals. He's an gppropriate
deity for bodyguards, other guardsmen, martyrs, and heroes who espouse lost causes.

Priests of this god meddle in palitics, stand up for noble causes, aggravate kings and
viziers, supply troops to the underdogs of certain fights and wars, and often provide
bodyguards for famous public figures (especidly those who are championing causes)
who need them. (Thisis agreat way to get priest-PCs into interesting adventures.)

Whether or not this god is more likely to be mae or femae depends on the culture; if
there are few women warriors, then the god is probably mae, while if women are often
warriors, the god isjust aslikely to be femde as mde.

The priests of this god are on good terms with the priests of Community, Hedling,
Strength, and War.

Alignment: The deity is neutrd good; at the DM's discretion, he may be chaotic good
or lawful good. His priests may be of any good aignment. The flock may be of any
neutral or good aignment.

Minimum Ability Scores: Wisdom 10, Strength 12. Wisdom or Strength 16 means
+5% experience; Wisdom and Strength 16 means +10% experience.



Races Allowed: Dwarves, dves, gnomes, haf-dves, hdflings humans

Nonweapon and Weapon Pr oficiencies. Nonwegpon Proficiencies Required: Set
Snares. Nonweapon Proficiencies Recommended: Riding Land-Based, Hedling,
Reading/Writing, Rdigion, Blind-fighting. Weapon Proficiencies Required: None.
Nonweapon Proficiency Group Crossovers. Priest, Generd, Warior.

Duties of the Priest: Guidance, Mariage. Missons: A priest of thisgod isadmost
aways on some sort of misson, asimple one -- to protect a specific person, place, or
thing. The priest might have chosen his current misson, or might have been assgned to it
by his priesthood. That mission might change between adventures, but he's amost dways
on one. Note: Priests of this sort do not maintain temples for smal communities; they
gpend most of their time on misson. Only when they reach eighth level do they build
their own temples and send subordinate priests out on missons.

Weapon and Armor Redrictions: Wegpons Permitted: Battle axe, dagger/dirk,
javelin, knife, polearm, spear, swords (dl). Armor Permitted: All armor and shids.
Orientd Campaigns. Also katana, wakizashi. All together, these congtitute Good combat
abilities.

Other Limitations: None.

Spheresof Influence: Mgor Accessto All, Necromantic, Protection. Minor Accessto
Guardian, Hedling.

Powers. Infravision (same asthe df ability; an ven or hdf-elven priest of thisfaith
has Infravison of doubled range, to 120). Laying On of Hands (same as the Pdadin
ability).

Followersand Strongholds: The followers are received at 8th level, and consst of
three third-level priests and six firs-leve priests of the same order, plusfive third-leve
fightersto act as temple guards. The priest may take the following on adventures: Three
priests (only one of whom may be third-level) and two fighters. The priesthood will pay
for haf of the cost of stronghold congtruction at 8th level. The stronghold must be built in
the fashion of acadtle or fortress, eveniif itisin acity: It must be constructed so that it
can esdly repd invasion.

Possible Symbols: Crossed Swords; Crossed Polearms; Shield.

Notes: This priesthood represents a god who is a defender, not an aggressor; therefore,
the priesthood can use or make no ranged weapon attacks. The priests may not even
throw their spears, javelins, daggers or knives.

Healing

Thisgod isthe champion of doctors, medicine and other healing functions. He cures
the sick and passes on his hedling knowledge to his mortal doctor/priests. Heisthe
enemy of disease and injury, and no admirer of war.

The priesthood is devoted to hedling and are not alowed by their order to turn away a
patient in need; if they can help him, they must.

Lesser gods of this attribute are gods of pecific types of healing. One might be agod
of combat injuries, one agod who hedls illnesses of the mind. The god of childbirth could
be considered alesser god of heding.

Heding gods are as likdly to be mae asfemde.

The priests of this god are on good terms with the priests of Birth/Children, Dawn,
Guardianship, Light, Love, Peace, and Sun. The priests of this god didike the priests of



Desth, Diseese, and Evil.

Alignment: The daty islawful good. The priests may be any sort of good dignment.
The flock may be of any neutra or good dignment.

Minimum Ability Scores: Wisdom 10, Intelligence 10. Wisdom or Intelligence 16
means +5% experience; Wisdom and Intelligence 16 means +10% experience.

Races Allowed: Dwarves, dves, gnomes, haf-dves haflings, humans.

Nonweapon and Weapon Pr oficiencies. Nonweapon Proficiencies Required:
Heding. Nonwegpon Proficiencies Recommended: Herbdism, Reading/Writing,
Religion. Weapon Proficiencies Required: None. Nonweapon Proficiency Group
Crossovers. Priest, Generdl.

Duties of the Priest: Guidance, Marriage. Curing the sick and injured. Education:
Teaching the flock, indeed anyone who isinterested, the arts of medicine, sanitation, and
hedling. Missons to sickness-infested lands to help in the hedling process. Vigilance
againg the activities of the priests of the god of disease.

Weapon and Armor Restrictions: Wegpons Permitted: Lasso, mancatcher, net,
quartergtaff. Armor Permitted: All non-meta armor; no shieds. Orientd Campaigns:
Also bo gtick. All together, these congtitute Poor combat abilities.

Other Limitations. Priests of the god of Hedling must wear a symbol indicating their
caling whenever they gppear in public. They may not ever ddliberately take sentient life.
(If they do, it condtitutes a"betraya of gods' from the "Priests and Punishment” section
of the"Role-Playing" chepter.)

Spheres of Influence: Mgor Accessto All, Creation, Divination, Hedling,
Necromantic, Protection, Summoning. Minor Access to Anima, Charm, Guardian, Plant,
Sun, Westher.

Powers. Immunity (as per the Designing Faiths chapter) to al poisons and diseases,
but the priest only gets a+2 to his saving throw. Laying On of Hands (same asthe
Pdadin ability). Soothing Word (Designing Faiths chapter). Turn Undead (same asthe
Cleric ability). At 3rd Level: Analysis, Identification (as per the Designing Faiths chapter)
of diseases and poisons; on a Intelligence check (which the DM may modify according to
the commonness or rarity of the aillment), the priest will know what sort of disease or
poison afflicts his patient.

Followersand Strongholds: Thefollowers are received a 7th level, and consst of
three third-leve priess and Six fird-leve priests of the same priesthood, plus thirty
Normd Men and Women, dl of whom must have the Hedling nonwespon proficiency,
who act as chirurgeons (doctors) and nurses. The priest may take the following on
adventures: Two priests (only one of whom may be third-level) and two Norma Men and
Women. The priesthood will pay for haf of the cost of stronghold congtruction a 7th
levdl. The sronghold must act as a hospita for the nearest community, and may turn
away no patient who has suffered alife-threstening injury or diseese.

Possible Symbols: Snakes, Staff.

Notes: Priests of this order are supposed to use nondamaging wegpons. However, since
the gtaff istheir symbol, many of them end up learning how to use one as a wegpon, and
the god gives his assent to this knowledge by not punishing them for using the gaff ina

damaging way.

Hunting



Thisgod is a patron of the hunter, and is a provider of foods and furs; thus heisagod
much loved of woodsmen. Though he hunts animas and encourages his flock to do
likewise, heisusudly awise hunter; like the god of Animals, he is often a patron of
animas ad their protector from needless destruction at the hands of too-greedy hunters
and poachers.

The god's priests, too, are hunters, and their mission isto teach the flock sound
principles of hunting: Not killing mothers with young, not depopulating the wilderness of
whole species, etc.

An dternate agpect of the god would be agod of Fishing.

The god of hunting isaslikdly to be mde asfemde.

The priests of this god are on good terms with the priests of Animals, Darkness/Night,
Light, Moon, and Sun.

Alignment: The deity istrue neutrd. The priests may be true neutra or neutral good;
mogt are true neutrd. The flock may be of any aignment.

Minimum Ability Scores: Wisdom 10, Dexterity 12. Wisdom or Dexterity 16 means
+5% experience; Wisdom and Dexterity 16 means +10% experience.

Races Allowed: Elves, gnomes, hdf-dves, hdflings, humans

Nonweapon and Weapon Proficiencies. Nonwegpon Proficiencies Required:
Hunting. Non-wegpon Proficiencies Recommended: Direction Sense, Fishing,
Reading/Writing, Religion, Anima Lore, Mountaineering, Running, Set Snares, Survivd,
Tracking. Weapon Proficiencies Required: Bow. Nonwegpon Proficiency Group
Crossovers. Priest, Generd, Warrior.

Duties of the Priest: Guidance, Marriage.

Weapon and Armor Restrictions. Weapons Permitted: Blowgun, bows (dl),
crossbow, harpoon, javelin, lasso, net, ding, spear, trident. Armor Permitted: All nor+
metal armor; no shields. Orientd Campaigns. Also daikyu. All together, these condtitute
Medium combet abilities.

Other Limitations. None.

Spheres of Influence: Mgor Access to All, Divination, Guardian, Protection,
Summoning. Minor Accessto Animd, Hedling, Plant, Wegther.

Power s Permanent +2 to hit with bows, above and beyond al other bonuses.

Followersand Strongholds. The followers are received at 9th level, and consist of
onethird-levd priest and two fird-leve priests of the same priesthood, plus one fifth-
level ranger, three third-level rangers, and six fird-leve rangersto act as "forest rangers,”
and ten Norma Men and Women, dl of whom have the V eterinarian nonweapon
proficiency. (This proficiency doesn't gppear in the Player's Handbook. It isidentical to
the Healing proficiency, except it can only be used to hedl animas and mongters) The
priest may take the following on adventures. One priest and two rangers of his choice.
The priesthood will pay for half of the cost of stronghold construction at Sth leve. The
stronghold can be built in acity or in the wilderness, but must work principaly to protect
the anima-life of the surrounding wilderness. (This does not mean to stop huntersif the
hunting is carried out at aleve that does not threaten the animd population. But any
factor which does endanger anima species -- such as drought, excess hunting,
deforedtation, etc. -- will bring on the wrath of the priesthood.)

Possible Symbols. Bow and arrow crossed.

Notes: The harpoon and trident may only be used by priests whose god includes



attributes of the sea or fishing. If the god is devoted to land- hunting, the priests cannot
use the harpoon or trident.

Justice, Revenge

This god brings revenge on those who deserve it, rights wrongs, punishes the wicked,
and avenges those who cannot avenge themselves.

Normaly, the god acts through his priests. Priests of this god are approached by those
who have been wronged, and must learn what they can of the Stuation, decide who's right
and who's wrong, and take steps to punish the guilty party. They must make the
punishment fit the crime (atheft does not warrart the killing of the thief in most cases,
for ingtance).

Since these priests are often gpproached to punish those whom ordinary laws can't
touch (for instance, to punish arich man who can bribe hisway out of any charge or
punishment), they frequently have to perform their missions secretly, so that the loca
authorities cannot learn of them. These vigilante priests are not gppreciated by local
governments.

Lesser gods of this attribute could be devoted to only one kind of crime or revenge.
One might be the god of the Revenge of Spurned Lovers. One might be agod of Lawful
Trids, and must dways go through the legal system. One might be the god who punishes
those who forswear themselves, and another a god who punishes those who kill their own
kin.

The deity of revenge is more likely to be femae than mae,

The priests of this god are on good terms with the priests of Comptition, Desth, Fire,
and War. (Individud DMs might consider this priesthood to belong to Good or Evil
camps. But Good sects consider this one to be too "tainted” to be truly good, while Evil
sects dont like the fact that this sect punishes the wicked.) The priests of thisgod didike
the priests of Peace.

Alignment: The dety islawful neutrd. His priests may be of any dignment but lawful
good. The flock may be of any aignment.

Minimum Ability Scores: Wisdom 12, Strength 12. Wisdom or Strength 16 means
+5% experience; Wisdom and Strength 16 means +10% experience.

Races Allowed: Dwarves, dves, gnomes, haf-dves, humans,

Nonweapon and Weapon Pr oficiencies: Nonweapon Proficiencies Required:
Tracking. Nonwegpon Proficiencies Recommended: Reading/Writing, Religion. Wegpon
Proficiencies Required: None. Nonwegpon Proficiency Group Crossovers. Priest,
Generd, Warrior.

Duties of the Priest: Guidance, Marriage. Missons to achieve justice when justice has
been thwarted. Vigilance: The priests must keep their ears open and keep track of those
who try to avoid the consequences of their actions.

Weapon and Armor Restrictions: Weapons Permitted: Dagger/dirk, knife, lasso,
scythe, sickle, spear, stiletto, sword/bastard, sword/khopesh, sword/long, sword/rapier,
sword/sabre, sword/short. Armor Permitted: All armor and shields. Orientd Campaigns.
Also katana, sai, wakizashi. All together, these congtitute Good combat ahilities.

Other Limitations: Priests of this god may not refuse to investigete when the story of
an injustice is brought to them (unless they've dready investigated this same complaint).
To do soisto condtitute a"betrayd of goas' from the "Priests and Punishment” section



of the"Role-Playing" chapter. To invedtigate, find that there has been an injustice, and
then to refuse to act on it isasmilar betrayd. However, it is not a betrayd to discover an
injustice and then take the time to make sure the priest has enough influence and force to
effect revenge; he does not have to effect revenge immediately.

Spheres of Influence: Mgor Accessto All, Divination, Necromantic. Minor Accessto
Elementd, Guardian.

Powers. The priest, even a fird level, can cast the detect lies spell three times per day
in addition to dl other pdls. At 3rd Level: Inspire Fear (as per the Desgning Faiths
chapter).

Followersand Strongholds. The followers are received at Sthlevel, and consst of
three third-level priests and six firg-leve priests of the same order, plus one third-leve
fighter, one third-level mage, one third-levd illusonig, one third-leve thief, and one
third-level bard who act as consultants. The priest may take the following on adventures:
Three priests (only one of whom may be third-leve), the fighter, the mage, the illusoni,
the thief, and the bard. The priesthood will pay for haf of the cost of stronghold
congtruction at 9th leve. In the construction of the stronghold, its builders must include a
courtroom and an execution chamber or fied (the method of execution is up to the
priests).

Possible Symbols: Scales (of Justice); Headsman's Axe.

Life-Death-Rebirth Cycle (Force)

Thiscycleismogt likely to exist in campaigns which don't have gods of birth, degth,
fertility and rebirth. In campaigns which do feature such gods, the forces of fertility and
death are opposed, while in campaigns where this cycle is the primary force, fertility and
degth are part of the overdl cycle. Therefore, if the DM has gods of desth and fertility in
his campaign, he may not have this cycdle if he hasthis cycle, he may not have those
gods.

Followers of thisforce believe that living things are born, live, and die, and then
reincarnate in a continuing cycle. Perhaps the cycleis endless; perhaps its purpose isto
give the soul of the living thing enough experience that he can achieve a greater leve of
being.

In campaigns where this cycle does exig, it provides enough magica energy for its
prieststo cast spells. The priests duties include education of the flock in the beliefs of the
cycle, comforting the flock with the knowledge that death is merdly apoint in the cycle
and not the end, and protection of the world from forces which might disrupt the cycle.
Because undead beings have been removed or removed themsdlves from this natura
cycle, the priests are their sworn enemies.

The priests of thisforce are on good terms with Druids and the priests of Agriculture,
Animals, Degth, Earth, Fertility, Nature, Seasons, Sky/Westher, and V egetation.

Alignment: Thisforceistrue neutra in dignment; its priests must dso be true neutrd.
The flock may be of any dignment.

Minimum Ability Scores: Wisdom 10. Wisdom 16 means +10% experience.

Races Allowed: Dwarves, dves, gnomes, haf-dves hdflings humans

Nonweapon and Weapon Pr oficiencies: Nonweapon Proficiencies Required:
Rdigion. Nonweapon Proficiencies Recommended: Herbaism, Reading/Writing, Animal
Handling. Wespon Proficiencies Required: None. Nonwespon Proficiency Group



Crossovers. Priest, Generd.

Duties of the Priest: Guidance, Marriage. These priests conduct ceremonies a
summer and winter solstice, Spring and autumn equinox, in celebration of the cycle.
Vigilance againg any beings who wish to tamper with this cycle (i.e., priests of the
philosophy of evil, or, if appropriate, against mad gods of desth who won't rest until
everything is deed forever); vigilance againgt despoilers of nature.

Weapon and Armor Restrictions. Weapons Permitted: Dagger/dirk, knife, scythe,
gckle. Armor Permitted: All non-metd armor; no shidds. Orientd Campaigns: Also
nunchaku. All together, these congtitute Poor combat abilities.

Other Limitations: Priests of this sect may not eat anima flesh; they are vegetarian.
To violate this limitation isaminor offense from the "Priests and Punishment” section of
the "Role-Playing" chapter.

Spheres of Influence: Mgor Accessto All, Divination, Hedling, Necromantic
(Specid Note: These priests cannot use resurrection spdll; they use reincarnate instead),
Pant, Summoning, Wegther. Minor Accessto Anima, Charm, Cregtion, Elementd,
Protection, Sun.

Powers. Incite Berserker Rage (as per the Designing Faiths chapter). Turn Undead
(same asthe Cleric ahility).

Followers and Strongholds: The followers are received at 8th level, and consist of
onefifth-level priest, three third-leve priests, and sixteen fird-leve priests of the same
order. The priest may take the following on adventures. Three priests of his choice. The
priesthood will pay for haf of the cost of stronghold construction at 8th level.

Possible Symbols: Unbroken circle; snake swalowing itstail.

Light

Thisisthe god of dl forms of light: Sunlight, moonlight, firdight, eic. Thegod isa
friend of life, apatron of magic, a proponent of logica thought, and an enemy of the
undead.

The priesthood of the god is devoted to celebrating these aspects of the god and to
promoting pogitive forces such as heding.

Lesser gods of this attribute would be gods of one aspect of light. One god might be
the god of Reason, another the god of Inspiration, etc.

Thisdeity isaslikdy to be mae asfemde.

The priests of this god are on good terms with the priests of Arts, Créfts,
Dakness/Night, Dawn, Elementa Forces, Fire, Heding, Hunting, Literature/Poetry,
Magic, Metalwork, Moon, Music/Dance, Oracles/Prophecy, and Sun.

Alignment: The deity is neutral good. His priests may be of any good dignment. The
flock may be of any neutrd or good aignment.

Minimum Ability Scores: Wisdom 12, Intelligence 12. Wisdom or Intelligence 16
means +5% experience; Wisdom and Intelligence 16 means +10% experience.

Races Allowed: Elves, gnomes, hdf-dves, hdflings, humans.

Nonweapon and Weapon Proficiencies; Nonwegpon Proficiencies Required:
Direction Sense. Nonwegpon Proficiencies Recommended: Hedling, Navigation,
Reading/Writing, Religion, Spellcraft. Wegpon Proficiencies Required: None.
Nonweapon Proficiency Group Crossovers. Priest, Generd, Wizard.

Duties of the Priest: Guidance, Marriage. Vigilance againgt dark, evil forces such as



undead.

Weapon and Armor Restrictions. Wegpons Permitted: Bows (dl), crossbow,
dagger/dirk, dart, javein, knife, ding, spear. Armor Permitted: All non-metal armor; no
shidds. Orientd Campaigns: Also daikyu, shuriken. All together, these congtitute
Medium combat gbilities.

Other Limitations: None.

Spheres of Influence: Mgor Accessto All, Charm, Divination, Hedling, Sun. Minor
Accessto Animd, Creation, Necromantic, Plant.

Powers. Infravision (same asthe df ability; an even or hdf-even priest of thisfaith
has Infravison of doubled range, to 120). Turn Undead (same asthe Cleric ahility). At
3rd Level: Laying On of Hands (same as the Pdadin ability). At 5th level:
Charm/Fascination (as per the Desgning Faiths chapter). At Sth level: Prophecy (as per
the Designing Faiths chapter).

Followersand Strongholds. The followers are received at 9th level, and consst of
onefifth-leve pries, three third-level priests, and sx firg-level priests of the same order,
plus one third-level mage and two firgt-level mages to act as consultants and one third-
leve fighter and two firg-leve fightersto act as guards. The priest may take the
following on adventures. Three priests (only one of whom can be third-level), one mage,
and one fighter of his choice. The priesthood will pay for haf of the cost of stronghold
congruction at 9th leve.

Possible Symbols: Light-rays.

Notes: The wegpons chosen for the sun-god's priest are al weapons which can be used
at range, representing the god's ability to strike from afar with inspiration... or stroke.

Lightning

Thisisabold, powerful, primitive god whose aspect is the thunderbolt. He represents
the destructive power of the sky and is afavorite god of warriors. Because lightning
sometimes hits trees and sets them ablaze, he has some minor associations with fire and
trees (especidly oaks). Heisalso agod of storms.

However, the god himsdlf islittle concerned with the doings of mortas, he has no
objection to them worshipping him, and does grant some of his power to his priests, but
otherwise does not meddle much in mortd affairs.

His priests promote worship of the lightning-god for his power and hisindomitability.
They encourage worshippers to emulate the god and his strength.

Thelightning-god ismae.

The priests of this god are on good terms with the priests of Elemental Forces, Fire,
Nature, Race (Dwarf), Sky/Westher, Strength, and (especialy) Thunder.

Alignment: The deity istrue neutral. The priests may be neutrd evil, true neutrd, or
neutral good; evil priests have their own sect and the other priests don't have to tolerate
them. The flock may be of any dignment.

Minimum Ability Scores: Wisdom 10, Strength 12. Wisdom or Strength 16 means
+5% experience; Wisdom and Strength 16 means +10% experience.

Races Allowed: Dwarves, haf-dves, humans

Nonweapon and Weapon Pr oficiencies: Nonweapon Proficiencies Required:
Weather Sense. Nonwegpon Proficiencies Recommended: Reading/Writing, Religion.
Wegpon Proficiencies Required: Warhammer or Hand/Throwing Axe (player choice).



Nonweapon Proficiency Group Crossovers. Priest, General, Warrior.

Duties of the Priest: Guidance, Marriage.

Weapon and Armor Restrictions. Weapons Permitted: Battle axe, dagger/dirk, dart,
hand/throwing axe, javdin, knife, spear, warhammer. Armor Permitted: All armor and
shields. All together, these congtitute Good combat abilities.

Other Limitations: None.

Spheres of Influence: Mgor Accessto All, Elementd (the priest may only usethe
spdls whose names include the words Air, Wind, Fire, Hame, Hesat, Pyrotechnics, and
the spdl chariot of Sustarre ), Weather. Minor Access to Divination, Plant.

Powers. The priest can cast acall lightning spell once per day, in addition to al other
gpells, even at 1t level (of course, at 1<t level, the spdll lasts only 1 turn and does 2d8
damage). Inspire Fear (as per the Designing Faiths chapter).

Followersand Strongholds: The followers are received at 8th level, and consst of
three third-level priests and six first-level priests of the same priesthood, and one fifth
level warrior, two third-leve warriors, and four first-level warriors. The priest may take
the following on adventures: Three priests (only one of whom may be third-level) and
two warriors of his choice. The priesthood will pay for haf of the cost of stronghold
condruction at 8th levd.

Possible Symbols: Bolt of Lightning; Double-Bitted (Baitle) Axe.

Literature, Poetry

Thisgod is very much like the deity of arts (see Arts, above), but concerns himsdlf
with reading, writing, recitation, the chronicling of history, and the teaching of youth.
Lesser gods of this attribute would involve themsdaves with only one of the above
aspects.

The god's priesthood is primarily interested in the education of the young in reading
and writing, and the promotion and support of writers and poets in their culture.

The god of literature and poetry isaslikely to be mde asfemde.

The priests of thisgod are on good terms with the priests of Arts, Community, Crafts,
Culture, Divinity of Mankind, Light, Metalwork, Music/Dance, Sun, and Wisdom.

Alignment: The daty is neutrd good. Regardiess of hisdignment, his priests may be
of any good aignment. The flock may be of any neutrd or good aignment.

Minimum Ability Scores: Wisdom 10, Charisma 12. Wisdom or Charisma 16 means
+5% experience; Wisdom and Charisma 16 means +10% experience.

Races Allowed: Elves, gnomes, hdf-dves hdflings, humans.

Nonweapon and Weapon Proficiencies. Nonweapon Proficiencies Required:
Reading/Writing. Nonwegpon Proficiencies Recommended: Artigtic Ability
(Compostion), Religion. Weapon Proficiencies Required: None. Nonwespon Proficiency
Group Crossovers. Priest, General.

Duties of the Priest: Guidance, Marriage. Education: These priests must encourage
and support members of their flock (or of the generd population) who show sgns of
talent with prose or poetry. Vigilance: Literature and Poetry often offend those who do
not understand them or those who disagree with the attitudes expressed in those works of
art, and S0 these priests mugt be vigilant againg the very human forces of censorship and
repression.

Weapon and Armor Restrictions: Weapons Permitted: Bows (dl), dart. Armor



Permitted: None; no shields. Orienta Campaigns: Also daikyu. All together, this
congtitutes Poor combet abilities.

Other Limitations: These priests receive Sx-sded dice for hit points, not eight-sided.

Spheres of Influence: Mgor Accessto All, Charm, Creation, Divination, Protection,
Summoning, Sun. Minor Accessto Animd, Elementd, Guardian, Hedling, Necromantic,
Pant.

Powers. CharnVFascination (as per the Designing Faiths chapter).
Language/Communication (as per the Designing Faiths chapter): Every level from 1t to
8th, the priest receives one extra language which he may choose (if you prefer, he
receives an extra nonweapon proficiency dot which may only be used for languages); the
languages chosen may only be those of sentient humanoid races. Soothing Word (as per
the Designing Faiths chapter).

Followersand Strongholds: The followers are received at 8th level, and consst of
three third-level priests and six fird-leve priests of the same order, plus one third-leve
fighter and two firg-level fighters to act as guards, and twenty Norma Men and Women,
esch of whom has either Reading/Writing or an appropriate Artistic Ability nonwespon
proficiency. The priest may take the following on adventures. Three priests (only one of
whom may be third-leve), one fighter, and four Norma Men and Women of his choice.
The priesthood will pay for half of the cost of stronghold construction at 8th level. The
stronghold must act as a meeting-place for writers and poets to exchange idess, therefore
it must be built with meeting rooms or even lecture hals dedicated to these, ingtead of
priestly, doings.

Possible Symbols: Books, Scralls, Pens.

Love

Thisgod isthe patron of love in al its agpects: Romantic love, desire, affection, lust,
infatuation, the love between husband and wife, the love shared between close friends,
and so on.

Priests of the god of love are charged with promoting love whenever possible --
especialy by removing obstacles to it. When star-crossed youths wish to marry, priests of
this sect interfere to convince thar families of the rightness of it. When amarriage
collgpses under the weight of distrust or disnterest, the priests try to counsel the spouses
into areconciliation. When one of the faithful fallsin love with someone who doesn't
reciprocate that love, the priests use every means at their disposa (from trickery to charm
gpells) to make the disinterested party fdl in love with the more devout character.

Lesser gods of this attribute will be gods of only one of the above aspects. One god
might be the god of Desire, another the god of Romance, athird the god of Infatuations.

A god of al the aspects of loveislikely to be femde. A god of just one of the aspects
isaslikdy to be mae asfemde.

The priests of this god are on good terms with the priests of Birth/Children, Divinity of
Mankind, Elementa Forces, Hedling, Marriage, and Peace. The priests of this god didike
the priests of Evil.

Alignment: The deity isgood; at the DM's discretion, he may be chaotic good, neutral
good, or lawful good, but tends to be chaotic good. Regardless of his dignment, his
priests may be of any good dignment. The flock may be of any neutra or good
dignment.



Minimum Ability Scores: Wisdom 10, Charisma 13. Wisdom or Charisma 16 means
+5% experience; Wisdom and Charisma 16 means +10% experience.

Races Allowed: Dwarves, dves, gnomes, haf-dves hdflings, humars.

Nonweapon and Weapon Proficiencies: Non wegpon Pro fi ciencies Required:
Herbaism. Non weapon Proficiencies Recommended: Reading/\Writing, Religion,
Dancing. Weapon Praficiencies Required: None. Nonwespon Proficiency Group
Crossovers. Priest, Generdl.

Duties of the Priest: Guidance, Marriage. Vigilance: Priests of this sect believein
marriages of love, not of convenience or politics, and so conspire to keep young lovers
together when those lovers might be parted by their families wishes or by the prejudices
and respongibilities of their socid classes.

Weapon and Armor Restrictions. Wegpons Permitted: Bow (short), club, lasso,
mancatcher, net. Armor Permitted: None; no shields. Oriental Campaigns: Also daikyu.
All together, these congtitute Poor combet abilities.

Other Limitations: Priests of this sect receive four-sded dice for hit points, not eight-
gded. Also, unless (at DM's discretion) this god is a deity of pure and platonic
relationships, a priest of this sect may be unmarried when he enters the priesthood (1t
level) but must have been wed by the time he reaches 8th experience levd #to do
otherwise isto deny the god his due, and congtitutes a betraya of gods from the "Priests
and Punishment” section of the "Role-Playing” chapter.

Spheres of Influence: Mgor Accessto All, Anima, Charm, Healing, Necromantic,
Protection, Summoning. Minor Access to Cregtion, Divination, Guardian, Plant, Sun, and
Weather.

Powers. CharnvVFascination (as per the Designing Faiths chapter). Incite Berserker
Rage (as per the Designing Faiths chapter). Inspire Fear (as per the Designing Faiths
chapter). Soothing Word (as per the Designing Faiths chapter). Turn Undead (same asthe
Cleric ahility).

Followersand Strongholds. The followers are received at 7th level, and cons s of
three third-level priests and Sx firs-leve priests of the same order, plus one third-leve
mage and two firg-level mages who act as consultants, one third-level fighter and two
firg-leve fighterswho act as guards, and ten Norma Men and Women, each with a
Nonwegpon Proficiency which is of use to the templée's functions (Etiquette, Loca
History, and Reading/Writing especidly). The priest may take the following on
adventures. Three priests (only one of whom may be third-level), one mage, onefighter,
and four Norma Men and Women of his choice. The priesthood will pay for haf of the
cost of stronghold congtruction at 7th level. The stronghold must act as a sanctuary for
young lovers who come here fleaing the retribution of angry families. For this reason,
these strongholds are often built with secret chambers and quarters for those who take
sanctuary.

Possible Symbols: Girdle (the woman's belt of the ancient world, not the modern
accoutrement).

Notes: The weapons chosen for this order were chosen based on the appearance of
these wegpons in stories about mythologica love-gods, or because of their usefulnessin
capturing mates.

Magic



Thisgod is the patron of magic in dl itsforms. At the DM's discretion, he could be the
source of dl magica energies used by the world's mages, or, he could just be the god
responsble for teaching the most important spells and rituals to morta mages. Either
way, heis as beloved of mages as of any other class of characters.

Priests of this god, in addition to encouraging worship of the god, act as scholars of
megic. They help preserve libraries of magica information and encourage
correspondence and the exchange of ideas (and spells) between mages.

Every school of magic or priest sphere of influence could have its own, lesser god:
There could be agod of Necromancy, agod of Enchantment, etc.

Gods of magic are aslikely to be mae asfemale.

The priests of this god are on good terms with the priests of Darkness/Night, Dawn,
Elementa Forces, Fire, Heding, Light, Moon, Oracles/Prophecy, and Sun.

Alignment: The dety istrue neutrdl. The priests may be neutrd evil, true neutrd, or
neutral good; evil priests have their own sect and the other priests don't have to tolerate
them. The flock may be of any dignment.

Minimum Ability Scores: Wisdom 12, Intdlligence 13. Wisdom or Charisma 16
means +5% experience; Wisdom and Intelligence 16 means +10% experience.

Races Allowed: Elves, hdf-eves, humans,

Nonweapon and Weapon Proficiencies; Nonwegpon Proficiencies Required:
Spellcraft. Nonweapon Proficiencies Recommended: Reading/Writing, Rdligion, Ancient
Languages. Weapon Proficiencies Required: None. Nonweapon Proficiency Group
Crossovers. Priest, Genera, Wizard.

Duties of the Priest: Guidance, Marriage. Education: These priests cooperate with
magicians to educate in the ways of magic.

Weapon and Armor Restrictions: Weapons Permitted: Belaying pin, dagger/dirk,
dart, knife, quarterstaff, ding. Armor Permitted: None; no shields. Oriental Campaigns.
Also shuriken. All together, these condtitute Poor combet abilities.

Other Limitations. Priests of this sect recelve four-sded dice for hit points, not eight-
Sded.

Spheres of Influence: Mgor Accessto All, Agrd, Charm, Divination, Elementd,
Heding, Protection, Summoning. Minor Accessto Animd, Guardian, Necromarntic,
Plant, Sun, Westher. This priesthood has an extra mgor access, which helps make up for
its reduced hit points.

Powers. Inspire Fear (as per the Designing Faiths chapter).

Language/ Communication (as per the Designing Faiths chapter); from 1<t leve to 8th,
the priest receives one extra language per level (or one extra nonwegpon proficiency dot
which may only be used for languages); the priest may choose the language of any
sentient race known to him, or may choose to communicate with any anima pecies, with
each of these choices. Turn Undead (same as the Cleric ahility; if evil, Control Undeed
instead). At 3rd level: Infravision (same asthe df ahility; an even or hdf-even priest of
this faith has Infravison of doubled range, to 120). At 8th level: Shapechanging (as per
the Designing Faiths chapter).

Followersand Strongholds: The followers are received at Sth level, and consist of
three third-level priests and six firg-level priests of the same order, plus onefifth-leve
mage who acts as consultant, and one third-levd fighter and seven firg-levd fightersto
act asguards. The priest may take the following on adventures. Three priests (only one of



whom may be third-level), one mage, and two fighters of his choice. The priesthood will
pay for hdf of the cost of stronghold congtruction at Sth leve.

Possible Symbols: Brazier, Book.

Notes: Thispriest is closein aspect to mages, so the wegpons permitted him are
gmilar to those permitted to mages.

Marriage

Thisgod is adeity of the bond of matrimony. Whether marriage is consdered to bea
holy aliance or merely an important contract, this god represents marriage in dl its
aspects: Affection, love, jealousy, argument, home, children, development, and
compromise.

The priesthood of this god promotes marriage as away of life. They approve of lovers,
but not lovers staying lovers without ever being wed. They act as"marriage counsdors'
for any couple who asks their help in working out marital problems.

The god of marriageis aslikely to be mae asfemae.

The priests of this god are on good terms with the priests of Birth/Children,
Community, Culture, Love, and Race.

Alignment: The deity is neutral good. The priests may be any sort of good adignment.
Theflock may be of any neutrd or good dignment.

Minimum Ability Scores. Wisdom 9. Wisdom 16 means +10% experience.

Races Allowed: Dwarves, dves, gnomes, haf-dves, hdflings, humans.

Nonweapon and Weapon Pr oficiencies. Nonwegpon Proficiencies Required:
Rdigion. Nonwegpon Proficiencies Recommended: Locd History, Reading/\Writing.
Weapon Proficiencies Required: None. Nonwegpon Proficiency Group Crossovers:
Priest, Generd.

Duties of the Priest: Guidance, Marriage.

Weapon and Armor Restrictions. Weapons Permitted: Club, lasso, mace, net,
quartergtaff, warhammer. Armor Permitted: All non-meagical armor, dl non-magica
shields. Orientd Campaigns. Also bo stick. All together, these congtitute Medium combat
abilities.

Other Limitations. Priests of this sect must be married by the time they are fourth
level; otherwise they are guilty of betraya of the god's godss, as described in the "Priests
and Punishment” section of the "Role-Playing” chapter.

Spheres of Influence: Mgor Accessto All, Charm, Divination, Healing, Protection.
Minor Access to Combat, Elemental, Guardian, Sun.

Powers: Laying On of Hands (same as the Paladin ability). Soothing Word (Designing
Faiths chapter). Turn Undead (same asthe Cleric ability).

Followersand Strongholds. The followers are received at 8th level, and consist of
onefifth-leve priest, three third-level priests, and Sxteen firs-leve priests of the same
order. The priest may take the following on adventures. Three priests (only one of whom
may be third-levd) of his choice. The priesthood will pay for hdf of the cost of
stronghold congtruction at 8th leve. The stronghold must be built with alarge hall or
chapd where very large weddings may take place.

Possible Symbols: Finger-Ring, Short Length of Cord.

Notes: The wegpons chosen for this order represent capturing, asin capturing one's
mate, and weapons often used in the sudden defense of one's home,



M essenger s

Thisgod is the messenger of the gods. When the rulers of the gods want an order
conveyed to lesser gods, it is given to this deity.

And 0 this god's priests are o messengers. They aretrained in diplomacy and are
often charged with the duty of conveying important messages (whether letters, verba
messages, codes, or threats) from one person to another... usualy from one ruler or
nobleman to another. The priests take great pride in their role as neutral conveyers of
information, and for the reputation for accuracy and honesty they enjoy.

Thisgod is aso afavorite god of herdds, spies, and bards, dl of whom haveto
perform messenger-duties a one time or another.

Messenger-gods are as likely to be male asfemale.

The priests of this god are on good terms with the priests of Community,
Mischief/Trickery, Peace, Rulership, Trade, and War.

Alignment: The daty istrue neutral. The priests may be true neutrd or neutral good,
most are true neutra. The flock may be of any dignment.

Minimum Ability Scores: Wisdom 12, Charisma 10. Wisdom or Charisma 16 means
+5% experience; Wisdom and Charisma 16 means +10% experience.

Races Allowed: Dwarves, dves, gnomes, haf-dves hdflings, humans.

Nonweapon and Weapon Pr oficiencies. Nonweapon Proficiencies Required:
Reading/Writing. Nonwegpon Proficiencies Recommended: Etiquette, Heradry, Modern
Languages, Navigation, Religion. Wegpon Proficiencies Required: None. Nonweapon
Proficiency Group Crossovers. Priest, Generd.

Duties of the Priest: Guidance, Marriage. Missons. These priests are often asked by
rulers and required by their temples to go on missions of communication, where they are
supposed to convey important letters or verba messages to others. Often, they are asked
to act as negotiators between two warring groups or nations.

Weapon and Armor Restrictions: Wegpons Permitted: Club, javelin, mace, maul,
polearm, quarterstaff, spear, trident. Armor Permitted: All non-metd armor and al
shields. Orientd Campaigns. Also bo stick, sai. All together, these congtitute Medium
combat abilities.

Other Limitations: None.

Spheres of Influence: Mgor Accessto All, Charm, Divination, Protection, Sun.
Minor Access to Elementd, Guardian, Necromantic, Plant.

Powers. Language/Communication (as per the Designing Faiths chapter): From 1st
level to 8th, each leve the priest receives one additiond language (or a nonweapon
proficiency dot which may only be used for languages); the language chosen must be of
a sentient humanoid race. Soothing Word (as per the Designing Faiths chapter). At 8th
levd: Charm/Fascination (as per the Designing Faiths chapter).

Followersand Strongholds: The followers are received at 8th level, and consst of
fivethird-leve priests and five firg-leve priests of the same order (most act as
messengers, too), one third-level bard and one third-leve thief (who act as fact-finders
and agents), and eight Norma Men and Women, al of whom have the Reading/\Writing
nonwegpon proficiency. The priest may take the following on adventures: Two priedts,
the bard, the thief, and two Norma Men and Women of his choice. The priesthood will
pay for haf of the cost of stronghold congtruction at 8th level. The stronghold must be



built with alarge library, where the accumulated correspondence and diplomatic writing
of the order accumulates.

Possible Symbols: Winged Creatures, Wings.

Notes: When on duty, priests of this order must ways carry sceptres, staves, poles, or
bannersfflags on polesindicating thar satus. When carrying messagesin their officid
capacity, these priests carry no obvious weapons &t all. However, they can use a sceptre
asaclub and agtaff or pole as a quarterstaff if they are attacked.

M etalwor k

Thisgod is the forger of weapons and armor, and aso the craftsman of gold and silver
treasures. He is worshipped by meta- craftsmen across the world, and sometimes visits
ingoirations for beautiful meta goods upon lucky craftsmen.

The priests of the god try to advance the art of metawork at the morta level. They do
this by acquiring as much information as they can about smitherafting and other
metalwork, collecting it in libraries, and didtributing it to students and metaworking
apprentices.

Lesser gods of this attribute will be gods of specific types of metalworking. One might
be the god of armoring, another the god of swordmaking.

The god of metalworking ismae.

The priests of this god are on good terms with the priests of Arts, Crafts, Divinity of
Mankind, Fire, Literature/Poetry, Music/Dance, Race (Dwarf), Strength, and War.

Alignment: The deity isgood; & the DM's discretion, he may be chaotic good, neutral
good, or lawful good, but tends to be neutral good. Regardless of his dignment, his
priests may be of any good dignment. The flock may be of any neutra or good
dignment.

Minimum Ability Scores: Wisdom 10, Congtitution 12. Wisdom or Congtitution 16
means +5% experience; Wisdom and Congtitution 16 means +10% experience.

Races Allowed: Dwarves, dves, gnomes, hdf-dves, hdflings, humans.

Nonweapon and Weapon Proficiencies: Nonweapon Proficiencies Required: Any
one from thefallowing ligt -- Artigtic Ability (Jewdwright, Goldsmith, Slversmith),
Blacksmithing, Armorer, Wegponsmithing. Nonwegpon Proficiencies Recommended:
Any of the others from the above ligt, plus Fire-building, Reading/Writing, Religion.
Wegpon Proficiencies Required: Warhammer. Nonwegpon Proficiency Group
Crossovers. Priest, Generd, Warrior.

Duties of the Priest: Guidance, Mariage. Education: Teaching of metalworking to
the flock; promotion of wegponmaking, armor-making, goldsmithing, jewe ry-making,
and dl other sorts of metadwork in the community and society. Must participate in
semiannua events where metd goods of dl sorts are displayed and promoted (before the
throne or in market). Investigation: These priests seek to re-discover lost metalwork
techniques; this often leads them into ancient Sites on expeditions of discovery. These
priests o encourage competitive thinking between guilds, or between the metaworkers
of different cities.

Weapon and Armor Restrictions. Wegpons Permitted: Club, mace, maul, morning
gar, warhammer, whip. Armor Permitted: All meta armor; dl shidds. All together, these
congtitute Good combat abilities.

Other Limitations: None.



Spheres of Influence: Mgor Accessto All, Elementd (the priest may only usethe
gpells whose names include the words Fire, Flame, Hest, Pyrotechnics, and the spell
chariot of Sustarre ), Sun. Minor Accessto Combat, Divination.

Powers. Analysis (as per the Designing Faiths chapter) of workmanship qudity in
metd goods. The priest will be able to tell whether a metd craft-good is of poor, average
or superior qudity. Thisgives him a+2 to his Appraisng proficiency check if he has that
nonwegpon proficiency, but does not give him the ability to rate crafted goods as to their
gold piece value of he does not have that nonweapon proficiency. Defiance of
Restriction/Obstacle (as per the Designing Faiths chapter): The priest can pass unharmed
through the wall of fire spell. Inspire Fear (as per the Designing Faiths chapter).
Permanent +2 to hit and damage with Warhammer, above and beyond all other bonuses.

Followersand Strongholds: Thefollowers are received a 7th level, and consst of
two third-leve priest and four firg-level priests of the same order, one third-leve fighter
and seven firg-levd fighters to act as temple guards, and twenty Normal Men and
Women, each of whom has an gppropriate and helpful nonweapon proficiency (especidly
Blacksmithing, Fire-building, Mining, and Reading/Writing). The priest may take the
following on adventures. One priest, one fighter, and four Norma Men and Women of
his choice. The priesthood will pay for haf of the cost of stronghold congtruction a 7th
level. The stronghold must be built with numerous smithies and workshops, enough a
least for the priests who do metdwork, as well as the temple's Norma Men and Women.

Possible Symbols: Anvil, Hammer.

Mischief, Trickery

Thisgod delightsin trickery for trickery's sake. He loves fooling people, animals, other
gods # to show them how much more clever heis, just to see the looks on their faces, for
just about any reason.

Naturdly, thisgod is the favorite of rogues, especidly thieves. But don't think that he's
agod of cowards. To pull off the best tricks and plots, his followers must be brave
indeed. However, many cowardly rogues do worship this god anyway, in admiration of
his ability to get out of rough spots without resorting to combat.

His priests, in addition to extolling this god's virtues, dso love demondrating
cleverness. Some perform harmless pranks for comic relief. Others become polished
military tacticians for armies. Others learn nonweapon proficiencies that et them become
proficient trapsters or age magicians.

To beapriest of thisgod, a character does not have to be nasty or mean to others. The
priest might demondtrate his cleverness through deight of hand or by executing clever
plots that straighten out problems rather than cause them. On the other hand, some priests
of thisgod are just dy troublemakers who create problems for everyone. That's a choice
|eft to the player of thistype of priest.

The god of mischief ismde.

The priests of this god are on good terms with the priests of Fortune/Luck, Messengers,
Race (Gnome), Race (Halfling), Trade, War, and Wisdom. Priests of this god are
sometimes dlies of the priests of the philosophy of Evil; this decision is up to the DM,
based on how he perceives his campaign world. The priests of this god didike the priests
of Strength.

Alignment: The deity is chaotic neutra. The priests may be chaotic evil, chaotic



neutra, chaotic good, neutra evil, neutrd, or neutral good; evil priests have their own
sect and the other priests don't have to tolerate them. The flock may be of any aignment.

Minimum Ability Scores: Wisdom 12, Inteligence 12. Wisdom or Intelligence 16
means +5% experience; Wisdom and Intelligence 16 means +10% experience.

Races Allowed: Dwarves, dves, gnomes, hdf-dves, hdflings, humans.

Nonweapon and Weapon Pr oficiencies: Nonweapon Proficiencies Required:
Disguise. Nonwegpon Proficiencies Recommended: Dancing, Etiquette, Modern
Languages, Reading/Writing, Religion, Forgery, Reading Lips, Set Snares,
Ventriloquism. Wespon Proficiencies Required: None. Nonweapon Praficiency Group
Crossovers. Priest, Genera, Rogue.

Duties of the Priest: Guidance, Marriage, Missions. Priests often chooseto go on
adventures where they will have the opportunity to participate in some greet plot or
caper; it can be adeadly serious mission, so long asthe priest getsto beinvolved in
intricate planning and clever tactics. Vigilance againg forces (mostly of society) that
make people too responsble too young, that mature them too quickly.

Weapon and Armor Restrictions: Wespons Permitted: Blowgun, bows (al),
crosshow, dagger/dirk, javelin, knife, lasso, net, quarterstaff, spear, tiletto,
sword/bastard, sword/long, sword/rapier, sword/sabre, sword/short. Armor Permitted: All
nor-magical non-metal armor; no shidds. Oriental Campaigns: Also bo stick, chain,
dakyu, sai, shuriken, wakizashi. All together, these condtitute Medium combat abilities.

Other Limitations. None.

Spheresof Influence: Mgor Accessto Charm, Divination, Protection, Summoning.
Minor Accessto Anima, Elemental, Guardian, Plant.

Powers. CharnVFascination (as per the Designing Faiths chapter). Detect Secret
Doors (same as EIf ability: Successon roll of 1 on 1d6 when passing within 10/, 1-2 on
1d6 to find secret doors and 1-3 on 1d6 to find concealed portals when actively
searching; elven priests of this order have success on aroll of 1-2 when passing within
10, 1-3 to find secret doors and 1-4 to find conceded portas when actively searching). At
8th level: Shapechanging (as per the Designing Faiths chapter; DM chooses the three
animd forms, or can alow the player to make the choice).

Followersand Strongholds. The followers are received at Sth level, and consst of
onethird-leve priest and seven first-leve priests of the same order, one fifth-leve thief
and onefifth-leve bard (who act as assistant mischief-makers and accompany the priest
everywhere), and one third-levd fighter and seven fird-leve fighterswho act as guards.
The priest may take the following on adventures. One priest, the thief, the bard, and one
fighter of his choice. The priesthood will pay for haf of the cost of stronghold
congruction at 9th leve.

Possible Symboals: Fox.

M oon

Thisdeity isagod of inspiration, magic, and mystery, and is closely rdated to the god
of Darkness (see above).

His priests celebrate the magics and light granted by the moon.

In afantasy setting, there could be numerous gods of the moon... one for each of
several moons the planet possesses.

Most moon-gods are femae.



The priests of this god are on good terms with the priests of Darkness/Night, Dawn,
Hunting, Light, Magic, Oracles/Prophecy, and Sun.

Alignment: The dety istrue neutrdl. The priests may be neutrd evil, true neutrd, or
neutra good; evil priests have their own sect and the other priests don't have to tolerate
them. The flock may be of any dignment.

Minimum Ability Scores: Wisdom 10. Wisdom 16 means +10% experience.

Races Allowed: Elves, gnomes, hdf-dves, hdflings, humans

Nonweapon and Weapon Proficiencies. Nonweagpon Proficiencies Required:
Navigation. Nonweapon Proficiencies Recommended: Astrology, Reading/Writing,
Rdigion, Spdlcraft. Wegpon Proficiencies Required: Nonwegpon Proficiency Group
Crossovers. Priest, Generdl.

Duties of the Priest: Guidance, Marriage. Education: These priests help in the
promotion and teaching of magic. These priests must participate in celebrations of the
god, which take place once each moon (different temples may celebrate on the full moon
or the new moon, at the DM's option).

Weapon and Armor Restrictions: Weapons Permitted: Bows (all), dagger/dirk, dart,
javein, knife, ding, spear. Armor Permitted: All non-meta armor; any shield that is
circular or crescent-shaped. Orientd Campaigns. Also daikyu, katana, shuriken. All
together, these condtitute Medium combat abilities.

Other Limitations: None.

Spher es of Influence: Mgor Accessto All, Charm, Divination, Summoning, Sun.
Minor Accessto Animd, Elementd, Hedling, Necromantic.

Powers. CharnvVFascination (as per the Desgning Faiths chapter). Infravision (same
asthe df ability; an dven or hdf-dven priest of thisfath has Infravison of doubled
range, to 120). At 5th level: Inspire Fear (as per the Designing Faiths chapter). At 10th
level, chariot of Sustarre; the priest can use this spell once per day in addition to his other
dls.

Followersand Strongholds. The followers are received at Sth level, and consist of
onefifth-leve priest, three third-leve priests, and six first-level priests of the same order,
one third-level mage and two firg-level mages who act as consultants, and one third-leve
fighter and two firg-leve fighters who act as guards. The priest may take the following
on adventures. Two priests, one mage, and one fighter of his choice. The priesthood will
pay for hdf of the cost of stronghold congtruction at Sth leve.

Possible Symbols: Chariot, Moon (in any phase but new).

Notes: The bow, chosen as the wegpon for this order, represents the inspiration of
light- shafts.

Music, Dance

This god represents the performing arts -- vocal and instrumental music, traditiona and
interpretive dance, even stage tragedy and comedy. He is closely related to the gods of
artsand of literature/poetry, and is the favorite god of bards.

His priests are devoted to the advancement of music and dance in the population. They
organize events where music is played, dances are performed, and plays are enacted.
Sometimes they tour as part of theatrical companies, anong bards and other performers.
Their quest isto bring light to others through the performing arts.

Lesser gods of this attribute concentrate on only one of his agpects. One god might be



the deity of voca music, another the deity of wild, frantic dances, another the god of
ballet.

A god who encompasses dl the aspects of music and dance is probably going to be
mae. Gods of individua aspects are more likely to be femde.

The priests of this god are on good terms with the priests of Arts, Community, Crafts,
Culture, Divinity of Mankind, Light, Literature/Poetry, Metawork, and Sun.

Alignment: The deity isgood; at the DM's discretion, he may be chaotic good, neutra
good, or lawful good, but tendsto be neutral good. Regardiess of his dignment, his
priests may be of any good aignment. The flock may be of any neutra or good
dignment.

Minimum Ability Scores. Wisdom 12 and either Charismaor Dexterity 14. If
Wisdom or second ability is 16, character gets +5% experience. If Wisdom and second
ability are both 16, character gets +10% experience.

Races Allowed: Dwarves, dves, gnomes, haf-dves, hdflings humans

Nonweapon and Weapon Pr oficiencies: Nonwegpon Proficiencies Required: Any
one from the following list # Dancing, Singing, Musica Insirument. Nonwespon
Proficiencies Recommended: Any of the others from the list above, plus Artistic
Ability/Compostion, Ancient History, Locd Higtory, Reading/Writing, Rdligion,
Juggling, Jumping, Tumbling. Wespon Proficiencies Required: None. Nonwegpon
Proficiency Group Crossovers. Priest, Generd, Rogue.

Duties of the Priest: Guidance, Marriage. Education: These priests must encourage
and support members of ther flock (or the generd population) who show signs of talent
with dance or music.

Weapon and Armor Restrictions. Weapons Permitted: Dagger/dirk, javdin, knife,
lasso, quarterstaff, spear, stiletto, sword/long, sword/rapier, sword/sabre. Armor
Permitted: None; no shidds. Oriental Campaigns. Also bo stick, chain, katana. All
together, these condtitute Medium combat abilities.

Other Limitations: Priests of this sect receive Sx-sded dice for hit points, not eight-
Sded.

Spheres of Influence: Mgor Accessto All, Anima, Charm, Summoning, Sun. Minor
Accessto Divination, Elementd, Hedling, Plant.

Powers. Charnm/Fascination (as per the Designing Faiths chapter). Soothing Word (as
per the Designing Faiths chapter, but a 5th level can use the power six times per day
ingtead of three). Turn Undead (same asthe Cleric ability).

Followersand Strongholds: The followers are received at 7th level, and consst of
three third-level priests and six firs-level priests of the same order, plusfive firg-leve
fightersto act as temple guards and twenty Norma Men and Women, each of whom has
a Nonwegpon Proficiency appropriate to the temple (Artistic Ability, Dancing, Singing,
Musicd Instrument). The priest may take the following on adventures: Three priests
(only one of whom may be third-level), two fighters, four Norma Men and Women. The
priesthood will pay for haf of the cost of stronghold congtruction at 7th level. One of the
elements of the stronghold must be a hdl, including a stage, where musicians and dancers
from the surrounding area may congregate to practice their arts.

Possible Symbols: Any musicd insrument.

Notes: The weapons permitted to this priesthood are the weapons best suited to
incluson in dances



Nature

This deity isrelated to the gods of agriculture and fertility. HEs most smilar to the
gods of the Earth, but is less concerned with earthly powers (like volcanoes) and more
with weather and its effects on dl living things

The priesthood teaches the population to worship the deity of nature, and to fear him. It
dresses the fact that man isasmal, inggnificant thing next to the grandeur of nature and
must recognize that the sentient species are just eements, ingredients, of nature. This
philosophy doesn't St well with most of the sentient species, except the elves, who arein
accord withit.

Nature-gods may be mde or femde.

The priests of thisgod are on good terms with Druids and the priests of Agriculture,
Animds, Degth, Earth, Fertility, Life-Death- Rebirth Cycle, Lightning, Race (EIf),
Seasons, Sky/Weather, Thunder, and Vegetation.

Alignment: The daty istrue neutral. The priests may be true neutrd or neutral good,
most are true neutra. The flock may be of any dignment.

Minimum Ability Scores: Wisdom 9. Wisdom 16 means +10% experience.

Races Allowed: Dwarves, dves, gnomes, hdf-dves, hdflings, humans.

Nonweapon and Weapon Proficiencies: Nonweapon Proficiencies Required:
Agriculture. Nonwegpon Proficiencies Recommended: Anima Handling, Fire-building,
Fishing, Weather Sense, Hedling, Herbalism, Reading/Writing, Religion. Wegpon
Proficiencies Required: None. Nonwegpon Proficiency Group Crossovers. Priest,
Generd.

Duties of the Priest: Guidance, Marriage. Vigilance againg any forces, gods, or
mortds that threaten nature: If agod of fire has gotten too happy and is burning up great
tracts of plain or forest during an overlong summer, if amorta cvilization is destroying
wilderness by exploiting it or expanding into it, priests of the god of nature are
commanded (by their temple or by their god) to go forth and do something about it.

Weapon and Armor Restrictions. Weapons Permitted: Club, scythe, sickle. Armor
Permitted: All armor and shields. Orientd Campaigns. Also nunchaku. All together, these
congtitute Medium combet abilities.

Other Limitations: Temples operated by these priests must be built outside city walls.
Such priests can degp within city walls (especidly when traveling, when the city is
under Sege, etc.), but his permanent residence must be outside the city limits. To have
permanent resdence elsewhere isaminor offense, as described in the "Role-Flaying’
chapter under "Priests and Punishment.”

Spheres of Influence: Mgor Accessto All, Animd, Elementa, Plant, Protection.
Minor Access to Divination, Hedling, Sun, Wesether.

Powers: Analysis, |dentification (as per the Designing Faiths chapter): The priest has
no specid detection powers, but when he sees aplant or anima he can identify its species
and whether or not it isnormd for thisarea. He can only identify non-magicad animds
and plants; those with any magica powers, including bresth wegpons, are beyond his
power. Turn Undead (same as the Cleric ability). At 5th level: Inspire Fear (as per the
Designing Faiths chapter). At 8th level: Shapechanging (as per the Designing Faiths
chapter); the DM can decide whether the priest can turn into one anima or three, and
what species he may turn into. He may opt to let the player make that choice.



Followersand Strongholds. The followers are received at 8th level, and consst of
onefifth-level pries, three third-leve priests, and Six first-leve priests of the same order,
plus two third-level rangers and four firs-level rangersto act as guards. The priest may
take the following on adventures. Two priests and two rangers of his choice. The
priesthood will pay for haf of the cost of stronghold congtruction at 8th leve.

Possible Symbols: Mistletoe.

Oceans, Rivers

Thisgod isagod of large bodies of water. He doesn't concern himself much with
morta doings, sailors pray to him for mercy, and he shows them mercy when he feds
likeit, and shows them deeth when he prefers. He is dso a sorm-god, the deity of storms
upon the sea, and sailors fear him.

His priests pray to him for good winds and good harvests of the sea, and make
sacrifices to him to keep him happy and cadm. They dso use their powers to save the
creatures of the seg, especialy creatures such as mermen and dolphins, from needless
degth at the hands of overzeaous fishermen. They are dso great explorers of the sea, and
when apriest of the ocean-god decides to hide from other men, only another priest of the
same order or an experienced mage can find him in his underwater haven.

Lesser gods will be gods of individud rivers, lakes, and sess. In some lands, each of
the continent's thousands of rivers will be the domain of alesser god or goddess.

Sea-gods are just aslikely to be male asfemde.

The priests of this god are on good terms with the priests of Animals (aguatic animals
only) and Sky/Westher.

Alignment: The deity istrue neutrd. The priests may be true neutra or neutral good;
mogt are true neutrd. The flock may be of any aignment.

Minimum Ability Scores: Wisdom 9. Wisdom 16 means +10% experience.

Races Allowed: Elves, gnomes, hdf-dves, hdflings, humans

Nonweapon and Weapon Pr oficiencies. Nonwegpon Proficiencies Required:
Swimming. Nonwegpon Proficiencies Recommended: Fishing, Rope Use, Seamanship,
Wesather Sense, Navigation, Reading/Writing, Religion. Wegpon Proficiencies Required:
None. Nonweapon Proficiency Group Crossovers. Priest, Generd.

Duties of the Priest: Guidance, Marriage.

Weapon and Armor Restrictions. Weapons Permitted: Belaying pin, bill, harpoon,
javelin, net, scourge, spear, sword/cutlass, trident. Armor Permitted: None; al shidds
permitted. All together, these condtitute Medium combat abilities.

Other Limitations: None.

Spher es of Influence: Mgor Accessto All, Animd, Divination, Elementa, Westher.
Minor Access to Charm, Combat, Plant, Protection. Specid Notes: Within his Animal
sphere, the priest can only cast spells dedling with seaanimals;, he can only make friends
with, become invisble to, charm, speak with, hold, or summon sea life, and cannot use
the insect-rdated spdis a dl. Within his Elementd sphere, the priest can only use spdlls
with the word "water" in the name; he can 0 use the earthquake and transmute rock to
mud spdlls, additiondly, he can take a spdl identical to the 6th-leve conjure fire
elemental spell which conjures water e ementals instead.

Powers: The priest can cast the water breathing spel on himsdlf only, once per day, in
addition to dl other spdlls, at eighth leve, the duration of the spell when cast on himsdlf



becomes 24 hours, and he is then able to cast an extrawater breathing on others (as per
the normd rules for the spell) in addition to dl other spells; the water breathing spell he
casts on himsdf may not be dispelled , and a 8th level automatically renewsitsdf at the
end of the 24-hour period if the priest is still underwater and adlegp, unconscious, etc.
Determine approximate depth underwater on 1-4 on 1d6 (smilar to the Dwarf ability
concerning depth underground). Infravision (same as the df ability, but only works
underwater; an elven or haf-even priest of thisfath has Infravison of doubled range, to
120, only underwater). At 5th level: Language/Communication (as per the Desgning
Faiths chapter); from 5th to 8th levels, the priest receives one extralanguage or
communication (or nonwegpon pro ficiency dot usable only for languages) which can
only be taken for aguatic beings (aguatic eves, porpoises, mermen, etc.). At 8th level:
Shapechanging (as per the Designing Faiths chapter); the DM may choose for thisto be
one anima or three, and which animasit is (or can give those choices to the player), but
they must be marine animds.

Followersand Strongholds: The followers are received at 8th level, and consst of
onefifth-leve priest, three third-leve priests, and six firg-level priests from the same
order, plus five mermen and mermaids (tota). (The DM may subdtitute any other
intelligent aguetic race, as appropriate, anywhere from 5 to 10 totd HD of them: agquatic
elves, water-nymphs, etc.) The priest may take the following on adventures: Two priests
of his choice. On waterborne adventures, he can take three of the mermen and mermaids
(or up to 6 HD of the subgtituted aquatic races). The priesthood will pay for hdf of the
cost of stronghold congtruction at 8th level.

Possible Symbols: Dolphin, Fish, Octopus, Trident, Ship, Wave.

Notes: The wegpons usable by this priesthood are the weagpons of sailors and sea-gods.

Oracles, Prophecy

Thisisagod who ddivers broad statements about the future to his followers. He's
digtinct from the god of Fate/Degtiny in that he doesn't preach a doctrine of acceptance;
he just passes on the visons he has of the future, and lets his followers and those who beg
his visons act on them accordingly.

Priests of this god act as intermediaries between the oracular god and visitors who
come to receive his prophecies. See the paragraph below on Followers and Strongholds
for more on this.

The oracular god is aslikely to be mde asfemae.

The priests of this god are on good terms with the priests of Darkness/Night, Dawn,
Fate/Destiny, Light, Magic, Moon, Sun, and Wisdom.

Alignment: The deity istrue neutrd. The priests may be true neutra or neutra good;
mogt are true neutrd. The flock may be of any aignment.

Minimum Ability Scores: Wisdom 9, Charisma 11. Wisdom or Charisma 16 means
+5% experience; Wisdom and Charisma 16 means +10% experience.

Races Allowed: Dwarves, dves, gnomes, haf-dves, hdflings, humans.

Nonweapon and Weapon Pr oficiencies: Nonweapon Proficiencies Required:
Adtrology. Nonweapon Proficiencies Recommended: Ancient History, Ancient
Languages, Local History, Reading/Writing, Religion. Wegpon Proficiencies Required:
None. Nonweapon Proficiency Group Crossovers. Priest, Generd.

Duties of the Priest: Guidance, Marriage, OmenReading. Missons. Having passed



on a prophecy, the priest may choose to accompany those who received the prophecy.
The priest may just want to see how redlity matches the vison he recelved; however, if
the prophecy included options, visons of different ways the situation could resolve itself,
the priest may be tagging aong to help the preferred outcome take place.

Weapon and Armor Restrictions. Weapons Permitted: Choose two from the
following list (DM chooses based on other attributes or characterigtics of the oracular
god): Bows (dl), crossbow, dagger/dirk, dart, hand/throwing axe, harpoon, javein, knife,
lassn, net, ding, spear, saff ding, Hiletto, whip. Armor Permitted: None; no shields.
Orientd Campaigns: Also included among choices are daikyu, shuriken. All together,
these condtitute Poor combat abilities.

Other Limitations. None.

Spheres of Influence: Mgor Accessto All, Divination, Elementd, Hedling,
Summoning. Minor Access to Charm, Cregtion, Necromantic, Sun.

Powers: Language/Communication (as per the Desgning Faiths chapter); from 1st
level to 8th, the priest receives one extralanguage per leve (or one extra nonwespon
proficiency dot which may only be used for taking languages); these languages may only
be those of sentient humanoids. Prophecy (as per the Designing Faiths chapter).

Followersand Strongholds. The followers are received at 9th level, and consist of
onefifth-leve priest, three third-leve priests, and six first-level priests of the same order,
plus five second-levd fighters who act as guards. The priest may take the following on
adventures. Three priegts (not including the fifthlevel priest, and may only include one
third-level priest) and two fighters of his choice. The priesthood will pay for haf of the
cost of stronghold construction &t Sth level. Part of the stronghold must be an oracular
chamber or areawhere vistors may meet with the priests and receive oracles; the temple
may charge afee of money or goods for this service, so the stronghold must also have
large, commodious storerooms for these goods.

Possible Symbols: Bow, Brazier.

Peace

This god is devoted to the cause of peace. He prefersfor al conflicts to be settled norn+
violently.

His priedts, in turn, work to keep things peaceful. They intercede between nations
which are on the brink of war. They suggest compromises and nonviolent ways of
settling important issues. They do their best to keep things calm and civil.

Remember, though, when role-playing such priests, that they don't have to be played as
stupid. Nor do they have to presume that every fight can be avoided; when it's obvious
that a Stuation will descend into violence regardiess of their best efforts, they don't have
to continualy badger other playersinto not fighting. They do haveto try to preserve
peace when it can be preserved, and to prevent unnecessary violence when possible. A
player who takes a peace-priest character would do well to become party spokesman; this
will dlow him to do dl the party's negotiations and thus head off combat Stuationson a
more frequent voice.

A god of peaceisaslikely to be male asfemde.

The priests of this god are on good terms with the priests of Community, Competition,
Good, Hedling, Love, Messengers, Prosperity, Race (Halfling), and Rulership/Kingship.
The priests of this god didike the priests of Justice/Revenge and War.



Alignment: The deity islawful good. The priests may only be lawful good. The flock
may not be chaotic or evil, but may be of any adignment not including those e ements.

Minimum Ability Scores: Wisdom 10, Charisma 12. Wisdom or Charisma 16 means
+5% experience; Wisdom and Charisma 16 means +10% experience.

Races Allowed: Elves, gnomes, hdf-eves hdflings humans

Nonwespon and Weapon Proficiencies. Nonweapon Proficiencies Required: Etiquette.
Nornwegpon Proficiencies Recommended: Modern Languages, Singing, Loca Higtory,
Musicd Instrument, Reading/Writing, Religion. Weapon Proficiencies Required: None.
Nonweapon Proficiency Group Crossovers. Priest, Generdl.

Duties of the Priest: Guidance, Marriage. Missions. The priest often accompanies
parties of war or groups of adventurersto try to bring about peaceful solutions to as many
gtuations as possble. (Note to the DM: Y ou don't want this priest as a player-character in
your campaign unless mogst of the other players, too, prefer peaceful resolutions to
various stuations. If they prefer fighting things out, they'll resent the priest of peace and
it will result in mgor annoyancesin your campaign.) Vigilance againgt forces or
individuals who seem to stir up trouble continualy and needlesdy.

Weapon and Armor Restrictions. Weapons Permitted: Lasso, net. Armor Permitted:
All nontmagica armor and shields. All together, these congtitute Medium combat
abilities

Other Limitations: Priests of this sect receive six-gded dice for hit points, not eight-
sded. Whenever they appear in public they must wear clothing or badges which display
their status as priests of the god of peace.

Spheres of Influence: Major Accessto All, Charm, Creation, Divination, Protection.
Minor Access to Animd, Guardian, Hedling, Necromantic.

Powers. CharnVFascination (as per the Designing Faiths chapter).
Language/Communication (as per the Designing Faiths chapter); from 1<t leve to 4th,
the priest receives one extra language per level (or one extra nonweapon proficiency dot
which may only be used for languages); the language chosen must be that of a sentient
humanoid race. Soothing Word (Designing Faiths chapter). At 5th level: Laying On of
Hands (same as the Pdadin ability).

Followersand Strongholds. The followers are received at 8th level, and consst of
onefifth-level priest, three third-leve priests, and sixteen firg-leve priests of the same
order. The priest may take the following on adventures. Two priests of his choice. The
priesthood will pay for haf of the cost of stronghold congtruction &t 8th level.

Possible Symbols: Dove, Olive Branch.

Prosperity

Thisisagod of riches and wedth. He may be agod of rich treasures from under the
ground, or of riches of herds, or of any sort of progperity.

The god's priests spend alot of time dabbling in trade and teaching the children of
noble families how to manage their money wisdly, to build businesses from the ground
up, to improve their communities through the careful, studied gpplication of money. They
are not priests of greed and avarice, though the occasiona priest will end up being a
greedy man.

The god of prosperity ismae.

The priests of this god are on good terms with the priests of Community, Peace, Race



(Hdfling), and Trade.

Alignment: The dety isgood; at the DM's discretion, he may be chaotic good, neutral
good, or lawful good, but tends to be neutral good. Regardless of his dignment, his
priests may be of any good aignment. The flock may be of any neutra or good
dignment.

Minimum Ability Scores: Wisdom 11. Wisdom 16 means +10% experience.

Races Allowed: Dwarves, dves, gnomes, haf-dves, hdflings humans

Nonweapon and Weapon Proficiencies. Nonweapon Proficiencies Required:
Appraising. Non-wegpon Praficiencies Recommended: Mining, Modern Languages,
Reading/Writing, Religion, Gaming, Gem Cutting. Weapon Proficiencies Required:

None. Nonweapon Proficiency Group Crossovers. Priest, General, Rogue.

Duties of the Priest: Guidance, Marriage. (Note: The priests of this sect do not
encourage members of their flock to marry for loveif it means dienating the families and
living in poverty.)

Weapon and Armor Restrictions. Weapons Permitted: Bill, harpoon, javein, lasso,
mancatcher, net, picks (al), spear, trident. Armor Permitted: All non-magica armor and
non-magica shieds. Orientad Campaigns. Also chain. All together, these condtitute
Medium combat abilities.

Other Limitations: None.

Spheres of Influence: Mgor Accessto All, Animd, Crestion, Plant, Summoning.
Minor Accessto Guardian, Headling, Necromantic, Protection.

Powers. Detection (as per the Designing Faiths chapter) of treasure and objects of
vaue; the priest can detect treasure when heiswithin 10 of it, even when it is conceled
(5 if itisbehind athinwal, or 2 if it isbehind a heavy wal or buried); however, he
cannot divine its direction through this power, and must move around to get afix onthe
treasure. The power does not tel him what sort of treesureit is, and even if it's of atype
he does not desire (such as a smdl bag of coins) it will dert him to the treasure's
presence. The power is next to useless when the character is among dlies (their coin-
poucheswill set it off), so he must walk aone to be able to use it. Determine approximate
depth underground on 1-3 on 1d6 (same as Dwarf ability; dwarf-priests and gnome-
priests of this faith succeed on a 1-5 on 1d6).

Followersand Strongholds. The followers are received a 8th levd, and consst of
onefifth-level priest, two third-leve priests, and four first-level priests of the same order,
plus one fifth-leve fighter (bodyguard), one fifth-level bard (the priest's persona bard),
and ten Norma Men and Women (good-looking, high-charisma men and women with no
perceivable skills or source of income who are attracted to the priests of fortune and
luck). The priest may take the following on adventures: Two priests, the fighter, the bard,
and dl the Norma Men and Women. The priesthood will pay for haf of the cost of
stronghold construction at 8th level.

Possible Symbols: Bull, Chest.

Notes: The weapons chosen for this priesthood were chosen based on association with
the earth, as the source of precious metas, and those which can grab, capture, harvest the
bounty of the sess, etc.

Race

Thisgod is the mentor of a specific sentient race (dwarf, €f, gnome, hafling, and



human, and even haf-df if there enough hdf-eves that they are recognized as being an
actud species). Usudly, the god is the one who, in the legends, created the racein
question -- or at least nurtured and educated the race in difficult years.

Naturally, there is a separate race-god for each race.

The gods priesthoods are dedicated to staving off threats against the race, persuading
members of the race to achieve their maximum potential and destiny, and to preventing
members of the race from betraying the race (or, for that metter, the world, or al life on
the world).

A race-god isaslikdy to be mae asfemae.

The priests of this god are on good terms with the priests of Ancestors, Birth/Children,
Community, Culture, Good, and Marriage. Also: (Dwarves) Crafts, Fire, Lightning,
Metawork, Thunder. (Elves) Animds, Crafts, Nature, Race/Haf-Elven. (Gnomes)
Mischief/Trickery. (Haf-Elves) Race/Elven, Race/Human. (Haflings)

Mischief/Trickery, Peace, Progperity. (Humans) Divinity of Mankind, Race/Haf- Elven.

Alignment: The deity is good; at the DM's discretion, he may be chaotic good, neutra
good, or lawful good, but tends to be neutral good. Regardless of his dignment, his
priests may be of any good dignment. The flock may be of any neutra or good
dignment.

Minimum Ability Scores: Wisdom 12. Wisdom 16 means +10% experience.
Races Allowed: Only dwarves can be priests of the god of the dwarven race, only
elves can be priests of the god of the elven race, etc. The only exception to this pattern is

the hdf-df. A hdf-ef can be apriest of the god of the even race, of the god of the
human race, or of the god of the half-even race (assuming that the DM even has agod of
the haf-dven race). If ahdf-df isthe priest of the god of the ven race, he follows dl

the guiddines (in this priest description) for those priests instead of haf-dven prieds; if

he isthe priest of the god of the human race, he follows dl the guiddines for those priests
ingdead of haf-even priedts.

Nonweapon and Weapon Proficiencies. Nonweapon Proficiencies Required: Ancient
History. Nonwespon Praficiencies Recommended: Local Higtory, Reading/Writing,
Rdigion, (Dwarves) Blacksmithing, Armorer, Mountaineering, Wegponsmithing, (Elves)
Animd Handling, Animd Lore, Bowyer/Hetcher, Dancing, Running, Tracking,

(Humans) Riding Land-Based, Navigation, Heraldry. Wesgpon Proficiencies Required:
None. Nonweapon Proficiency Group Crossovers: Priest, General, Warrior.

Duties of the Priest: Guidance, Marriage. Vigilance againgt enemies of the race and
their plots.

Weapon and Armor Restrictions: Naturaly, Weapon and Armor Restrictions vary
from race to race. Broken down by race, they include:

Dwarves. Wegpons Permitted: Battle axe, club, crossbow, flails (both), hand/throwing
axe, mace, maul, morning star, picks (dl), warhammer. Armor Permitted: All armor and
al shidds. All together, these condtitute Good combet abilities.

Elves. Wegpons Permitted: Bows (all), dagger/dirk, javein, knife, lance, quartersteff,
spear, sword/short, sword/long. Armor Permitted: All non-metd armor; any metal armor
made by elven craftsmen; al shidds. Orientd Campaigns. Also bo stick, daikyu. All
together, these congtitute Good combat abilities.

Gnomes. Weapons Permitted: Bows (dl)/short, crossbow/light, hand/throwing axe,
javdin, ding. Armor Permitted: All armor and shields. All together, these condtitute



Good combat abilities.

Half-Elves: Weapons Permitted: Bows (dl), dagger/dirk, knife, lance, lasso, swords
(@al). Armor Permitted: All armor and shields. All together, these congtitute Good combet
abilities.

Halflings. Wegpons Permitted: Club, dagger/dirk, dart, hand/throwing axe, javelin,
knife, ding, staff ding. Armor Permitted: All armor; no shidds. All together, these
congtitute Medium combat abilities.

Humans. Wegpons Permitted: Bows (al), dagger/dirk, knife, lance, spear, sword/long.
Armor Permitted: All non-magica armor and shields. All together, these congtitute Good
combet abilities.

Other Limitations: Whenever they gppear in public, these priests must wear clothing
or badges which indicate thalr status as priests of the race. Important Note: Thereisno
limitation on whom these racid priests can hed. A dwarf-race priest can hed anyone he
chooses -- humans, hdf-dves, gnomes, hdflings, even elves. Of course, racid prejudice
might prompt the priest to deny hedling to those of another race... but that's his individua
choice, not arequirement of hisfaith.

Spheres of Influence:

Dwarves. Mgor Accessto All, Combat, Protection. Minor Access to Divination,
Heding.

Elves. Mgjor Accessto All, Plant, Summoning. Minor Accessto Hedling, Sun. The
DM may, at his sole discretion, subgtitute Mgor Accessto Anima sphere for the Mgor
Access to Summoning phere; dternaively, he may give the player the option of
choosng Anima or Summoning.

Gnomes. Magor Accessto All, Plant, Protection. Minor Access to Divination, Hedling.

Half-Elves: Mgor Accessto All, Healing, and player's choice of one from the
fallowing lis: Animd, Plant, Protection, or Summoning. Minor Access to Divination,
Necromantic.

Halflings. Mgor Accessto All, Cregtion, Divination, Guardian, Pro tection. Minor
Access to Charm, Healing, Necromantic, Sun.

Humans. Mgor Accessto All, Divination, Healing. Minor Access to Necromartic,
un.

Powers. Incite Berserker Rage (as per the Designing Faiths chapter). Inspire Fear (as
per the Designing Faiths chapter). Soothing Word (as per the Designing Faiths chapter).
At 5th level: Laying On of Hands (same as the Pdadin ability). At 8th level: Turn Undead
(same as the Cleric aility).

Followersand Strongholds: The followers are received at 8th level. The priesthood
will pay for haf of the cost of stronghold congtruction &t 8th leve.

For Dwarf priests, the followers conss of: Onefifth-level priest, one third-level priest,
and two firg-leve priests of the same order; two fifth-level dwarf-fighters who act as
bodyguards, and twenty firs-level dwarf-fighters, each with a Nonweapon Proficiency
appropriate to the temple (blacksmithing and mining especidly). The priest may take the
following on adventures. Two priests and two firg-leve fighters of his choice, and his
fifth-level bodyguards.

For EIf priests, the followers consst of: One fifthlevel priest, onethird-level priest,
and two firg-leve priests of the same order; two fifth-leve df-fighterswho act as
bodyguards; and ten first-leved df-fighters, each with a Nonwegpon Proficiency



gppropriate to the temple (animd lore, bowyer/fletcher, hunting, set snares, and tracking
especidly). The priest may take the following on adventures. Two priests and two first-
leve fighters of his choice, and hisfifth-level bodyguards.

For Gnome priedts, the followers consst of: Onefifth-leve priest, one third-leve
priest, and two first-leve priests of the same order; two fifth-level gnome-fighterswho
act as bodyguards; and ten first-leve gnome-fighters, each with a Nonwesgpon
Proficiency appropriate to the temple (mining, set snares, and tracking especialy). The
priest may take the following on adventures. Two priests and two firg-leve fighters of
his choice, and hisfifth-level bodyguards.

For Half-Elf priegts, the followers congst of: Onefifth-leve priest, onethird-leve
priest, and two first-leve priests of the same order; two fifth-leve hdf-df-fighters who
act as bodyguards; and ten first-leved hdf-df-fighters, each with a Nonwegpon
Proficiency appropriate to the temple (reading/writing especialy). The priest may take
the following on adventures: Two priests and two firgt-leve fighters of his choice, and
hisfifth-level bodyguards.

For Halfling priests, the followers consst of: One fifth-leve priest, one third-leve
priest, and two first-level priests of the same order; two fifth-levd hdfling-fighters who
act as bodyguards, and ten first-levd hdfling-fighters, each with a Nonweapon
Proficiency gppropriate to the temple (agriculture and reading/writing especidly). The
priest may take the following on adventures: Two priests and two fird-leve fighters of
his choice, and hisfifth-level bodyguards.

For Human priedts, the followers congst of: One fifth-level priest, one third-leve
priest, and two first-leve priests of the same order; two fifth-levd human fighterswho
act as bodyguards, and ten firgt-level human fighters, each with a Nonwegpon
Proficiency gppropriate to the temple (ancient hitory, loca history, and reading/writing
especidly). The priest may take the following on adventures: Two priests and two firgt-
leve fighters of his choice, and hisfifth-level bodyguards.

Possible Symboals: (Dwarf) Axe, Warhammer, Anvil; (EIf) Tree, Bow; (Gnome)
Throwing Axe; (Haf-Elf) Crossed Bow & Sword; (Hafling) Low Hill With Windows;
(Human) Crossed Sword & Shield or Spear & Shield.

Notes: The DM can create many more racid priesthoods based on the above examples,
to reflect variations within races. He could have aracia priesthood for the Aqueatic EIf,
amilar to that of the EIf but using the weapons which the priests of oceans and rivers can
use. He could have another for the desert-dweling humanwhere sabres, horse-back
riding, desert survival and no armor are the order of the day.

The DM should be careful when letting race-oriented priestsin his campaign. It's not
difficult for new or inexperienced players to misinterpret this class as a priesthood of
prejudice, which is not the intent at al. These priests are supposed to support and
celebrate the virtues of their own race, but not to be nasty to other races, contribute to
stereotypes about them, exalt in jokes about them, etc. There may be priestslikethat in
any order, but they should be NPCs who are not liked or appreciated by their fellows.

Redemption
This god takes the stand that al opponents to a specific cause are evil and must be

converted, redeemed... or destroyed. There could be more than one god of redemption,
one for each different cause sufficiently important to warrant one. In this respect, they are



much like the gods of Culture (and their priests much like priests of the gods of Culture),
but are primarily soldiersfor their cause.

The god of redemptionismae.

The priests of this god are on good terms with the priests of Good. The priests of this
god didike the priests of Evil.

Alignment: The deity is neutral good. The priests may be any sort of good aignment.
The flock may be of any neutra or good dignment.

Minimum Ability Scores: Wisdom 9. Wisdom 16 means +10% experience.

Races Allowed: Dwarves, dves, gnomes, haf-dves hdflings humans

Nonweapon and Weapon Proficiencies. Nonwegpon Proficiencies Required:
Rdigion. Non-wegpon Proficiencies Recommended: Reading/Writing. Weapon
Proficiencies Required: None. Nonwegpon Proficiency Group Crossovers. Priest,
Generd.

Duties of the Priest: Guidance, Marriage. Missons. These priests are often dispatched
on missions to persuade sinners and evildoers to repent their misdeeds. Therefore, on
adventures, these priests prefer to capture the chief evil-doers dive and give them the
opportunity to recant and make reparations. When the evildoers are unwilling to do o,
the priests are perfectly willing to let norma or even vigilante justice take its course.

Weapon and Armor Restrictions: Weapons Permitted: Lasso, mancatcher, naul, net,
polearms, scourge, whip. Armor Permitted: All armor; no shieds. All together, these
congtitute Good combat abilities.

Other Limitations: Priests of this sect must dways wear clothes or badges indicating
their priesthood when gppearing in public.

Spheres of Influence: Mgor Accessto All, Charm, Combat. Minor Accessto
Divination, Heding.

Powers. Inspire Fear (as per the Desgning Faiths chapter). At 5th level: Turn Undead
(same asthe Cleric ahility).

Followersand Strongholds. The followers are received at Sth level, and consist of
three 3rd-leve priests and six 19-leve priests of the same order, plusfive 3rd-leve
fighterswho act as guards. The priest may take the following on adventures. Three
priests (only one of which may be third-level) and two fighters of his choice. The
priesthood will pay for haf of the cost of stronghold congtruction at Sth level.

Possible Symbols: Silhouette of kneding supplicant.

Ruler ship, Kingship

Thisgod isagod of authentication: He bestows his blessings on the kings of various
cities or countries so that al will know the god supports that king and his family. Usudly,
the god provides the king with some artifact indicating his approva... and magicaly takes
back the artifact when he withdraws his gpproval. (The artifact is usualy acrown or a
sceptre; these are two near-universal symbols of kingship.)

The god's priests are advisors to kings. They andyze palitics and make
recommendations. They intensvely research the genedlogy and history of the king's
families, the better to authenticate his hold on the throne. At their god's behest, they may
participate in the overthrow of aking. Many of these priests do trave, in order to acquire
more information about the king or to head off plots againgt him.

In amae-dominated society, this deity will be mae. In afemae-dominated society,



this deity will be femae. In amore equa society, the god may be of either sex.

The priests of this god are on good terms with the priests of Community, Culture,
Messengers, Peace, and War.

Alignment: The deity istrue neutra. The priests may be neutrd evil, true neutra, or
neutral good; evil priests have their own sect and the other priests don't have to tolerate
them. The flock may be of any dignment.

Minimum Ability Scores: Wisdom 10, Charisma 11. Wisdom or Charisma 16 means
+5% experience; Wisdom and Charisma 16 means +10% experience.

Races Allowed: Dwarves, dves, gnomes, haf-dves, humans,

Nonweapon and Weapon Proficiencies: Nonweapon Proficiencies Required:
Etiquette. Non-weapon Proficiencies Recommended: Herddry, Ancient Higtory, Ancient
Languages, Loca Higtory, Reading/Writing, Religion. Wegpon Proficiencies Required:
None. Nonweapon Proficiency Group Crossovers: Priest, Generdl.

Duties of the Priest: Guidance, Marriage. Missions. When aruler sees opportunities
to strengthen his throne or eiminate problems that might endanger his throne, he often
asksfor priests of this sect to accompany the adventurers he dispatches, the loca temples
usualy cooperate and provide adventurer priests to accompany those parties. Vigilance:
These priests are required to stay dert against forces which threaten the loca thrones.
Thisincludes foreign intrigue and even internd problems; if aloca king has become
corrupt and tyrannical, and the local population is edging toward rebellion, these priests
may put pressure on the king to shape up... or may even oppose or depose him, so that the
throne will remain strong under a new, better ruler.

Weapon and Armor Restrictions: Wegpons Permitted: One type of bludgeoning
wegpon (the DM chooses one from the following list, choosing the preferred bludgeoning
wegpon of the culture: Club, flails (both), mace, morning star, warhammer), and one type
of sword (DM chooses one type from following list, choosing the preferred sword of the
culture: Bagtard, cutlass, khopesh, long, rapier, sabre, short, or two-handed). Armor
Permitted: All metal armor, dl shidds. Orientd Campaigns Also katana and wakizashi
added to the list of sword choices. All together, these congtitute Good combat abilities.

Other Limitations: None.

Spher es of Influence: Mgor Accessto All, Charm, Elementd. Minor Accessto
Heding, Protection.

Powers. Soothing Word (as per the Designing Faiths chapter). Incite Berserker Rage
(as per the Designing Faiths chapter). At 8th level: Inspire Fear (as per the Designing
Faiths chapter).

Followers and Strongholds: The followers are received at Sth level, and consst of
onefifth-level priest, onethird-leve priest, and two fird-level priests of the same order,
plusthreethird-leve fighters and Sx fird-leve fightersto act as guards; each fighter
must have one of the following Nonweapon Proficiencies: etiquette or herddry. The
priest may take the following on adventures. Two priests and three fighters (only one of
whom may be third-leve) of his choice. The priesthood will pay for haf of the cost of
stronghold condruction at Sth leve.

Possible Symbols: Crown, Sceptre.

Seasons

This god celebrates the changing seasons, and so is rdlated to the gods of agriculture



and time. His priests maintain the cadendar and are often find astronomers.

Lesser gods of this attribute would be gods of individua seasons. the god of spring, the
god of summer, the god of winter, and (where gpplicable) the god of autumn (not al
regions recogni ze an autumn Season).

The gods of seasons are usudly femde.

The priests of this god are on good terms with Druids and the priests of Agriculture,
Earth, Elementa Forces, Fertility, Life-Death-Rebirth Cycle, Nature, Sky/Weather, Time,
and Vegetation.

Alignment: The deity istrue neutrd. The priests may be true neutra or neutral good;
mogt are true neutra. The flock may be of any aignment.

Minimum Ability Scores: Wisdom 10. Wisdom 16 means +10% experience.

Races Allowed: Elves, gnomes, hdf-eves hdflings humans

Nonweapon and Weapon Proficiencies. Nonweapon Proficiencies Required:
Weather Sense. Nonweapon Proficiencies Recommended: Astrology, Agriculture,
Navigation, Reading/Writing, Religion. Wegpon Proficiencies Required: None.
Nonwespon Proficiency Group Crossovers. Priest, Generdl.

Duties of the Priest: Guidance, Marriage.

Weapon and Armor Restrictions: Wegpons Permitted: Club, quarterstaff, maull,
polearms, scythe, sckle. Armor Permitted: All non-meta armor; no shields. Oriental
Campaigns. Also bo gtick, nunchaku. All together, these condtitute Medium combat
abilities.

Other Limitations: None.

Spheres of Influence: Mgor Accessto All, Creation, Elemental, Protection, Wegther.
Minor Accessto Animd, Divination, Hedling, Plant.

Powers. Immunity (as per the Designing Faiths chapter, automaticaly successful
saving throws) vs. dl priest spells of the eementd sphere, and dl wizard spellswith
coldness and heat (not fire!) as one of their components or effects.

Followersand Strongholds. The followers are received at 8th level, and consist of
three third-level priests and deven firs-level priests of the same order, plusten first-leve
fighterswho act as guards. The priest may take the following on adventures. Three
priests (only one of whom may be third-level) and four fighters. The priesthood will pay
for half of the cogst of stronghold congtruction & 8th levd.

Possible Symbols: (Spring) Sapling, (Summer) Sheaf of Whest, (Autumn) Lef,
(Winter) Leafless Tree, (Entire Y ear) All of the Above.

Sites

These gods are much like gods of communities, but the sites they represent don't have
to be occupied. A site-god could be the deity of amountain, acave, aplain, or avaley.
These are usudly minor gods, one god to aste. Generdly, the Stes are famous because
they are the dwdllings of gods, however, the gods seldom let themsalves be seen.

Priests of these gods are protectors of the sites, and dl living things which dwdll there.
Because of this, the priests seldom leave those Sites, and so thisis not usually a good
choice for a player-character. Only when the site is threatened by distant powersisthe
priest alowed to leave the Site for adventures.

Sitegods are aslikely to be male asfemde.

The priests of this god are on good terms with the priests of Ancestors and



Community.

Alignment: A daty who is the patron of asingle ste will probably be true neutrd; his
interet isin the surviva and veneration of the Ste, with little interest in the doings of
men. Their priests may be of any neutrd dignment, but neutrd evil priests gather in one
cult, while true neutral and neutra good priests gather in a second; they won't be friendly
to one ancther. The flock may be of any dignment. The DM can decide that a particular
dte deity is neutra good, in which case there will be no evil priests or flock; or thet heis
neutrd evil, in which case there will be no good priests or flock.

Minimum Ability Scores: Wisdom 12, Strength 10. Wisdom or Strength 16 means
+5% experience; Wisdom and Strength 16 means +10% experience.

Races Allowed: Dwarves, dves, gnomes, haf-dves, hdflings, humans

Nonweapon and Weapon Proficiencies. Nonweapon Proficiencies Required: Loca
History. Nonwegpon Proficiencies Recommended: Religion, Reading/Writing. Wegpon
Proficiencies Required: None. Nonweapon Proficiency Group Crossovers. Priest,
Generd.

Duties of the Priest: Marriage. Missons: If the Ste is threstened, the priest will be
dispatched to help straighten out the Situation.

Weapon and Armor Restrictions. Wegpons Permitted: One |lesser wegpon from the
following list (Club, dagger/dirk, hand/throwing axe, javelin, light crossbow, mace, short
bow, warhammer) and one greater wegpon from the following list (Battle axe, heavy
crossbow, long bow, morning star, polearm, quarterstaff, spear, sword/long). (The DM
makes this choice based on the history and attributes of the holy Site; often, the choices
will be paired, such as dagger and long sword or throwing axe and baitle axe.) Armor
Permitted: All nor-magica armor and shields. All together, these condtitute Good combat
abilities.

Other Limitations: None.

Spheres of Influence: Mgor Accessto All, Hedling, Protection. Minor Accessto
Animd, Plant.

Powers. Inspire Fear (as per the Designing Faiths chapter); this power is granted by
the god to help the priest keep the site clear of those who would harm or despoail it.

Followersand Strongholds. The followers are received at 8th level, and consst of
three third-leved priests and six firg-leve priests of the same order, plus onefifth-leve
fighter, two third-leve fighters and four firs-leve fighters who act as guards for the ste
and the chief priest. The priest may take the following on adventures. Three priests (only
two of whom can be third-level) and one fighter of his choice. The priesthood will pay
for haf of the cost of stronghold condruction at 8th levd.

Possible Symbols: A slhouette representing the Site; if it's a mountain, it would be the
dlhouette of the mountain, for instance.

Sky, Weather

Thisisagod of the atmosphere in dl its manifestations, from the most clear and ill to
the mogt stormy and tumultuous. It isthis god that determines how much rain will reech
the soil; it isthis god that occasiondly goes alittle crazy and sorms until dl the living
thingsin the area are terrified. Heis awild and powerful god, and a very necessary one.

His priests primarily work to ensure that he receives the worship that he is due. Beyond
that, they may do much as they please, serving individual communities or adventuring as



they choose.

Lesser gods of the sky attribute Smply embody one aspect of the sky or wegther. The
gods of Lightning, Thunder, and Wind described in this section can be considered lesser
sky- and weather-gods.

The sky-god is dmost dways mde.

The priests of this god are on good terms with Druids and the priests of Agriculture,
Earth, Elementa Forces, Fertility, Life-Death- Rebirth Cycle, Lightning, Nature,
Oceang/Rivers, Seasons, Thunder, Vegetation, and Wind.

Alignment: The deity istrue neutrd. The priests may be true neutra or neutral good;
mogt are true neutrd. The flock may be of any aignment.

Minimum Ability Scores: Wisdom 10, Condtitution 12. Wisdom or Congtitution 16
means +5% experience; Wisdom and Condtitution 16 means +10% experience.

Races Allowed: Elves, gnomes, haf-eves hdflings, humans.

Nonweapon and Weapon Proficiencies: Nonweapon Proficiencies Required:
Weather Sense. Nonwegpon Proficiencies Recommended: Religion, Reading/Writing.
Weagpon Proficiencies Required: None. Nonwegpon Proficiency Group Crossovers.
Priest, Generdl.

Duties of the Priest: Guidance, Marriage.

Weapon and Armor Restrictions. Weapons Permitted: Battle axe, bows (al), club,
hand/throwing axe, javelin, spear, warhammer. Armor Permitted: All non-meta armor,
al shidds. All together, these condtitute Medium combat abilities.

Other Limitations: None.

Spheres of Influence: Mgor Accessto All, Adra, Elementa (the priest can only use
gpelIswith the words Water, Air, and Wind in their names, and the spell chariot of
Sustarre ), Protection, Weether. Minor Access to Combat, Divination, Plant, Sun.

Powers: Inspire Fear (as per the Designing Faiths chapter).

Followersand Strongholds. The followers are received at 8th level, and consst of
onefifth-level priest, three third-levd priests, and sixteen firg-levd priests of the same
order. The priest may take the following on adventures: Any three priests of his choice.
The priesthood will pay for hdf of the cost of stronghold congtruction at 8th levdl.

Possible Symbols. Dome, Cloud, Raincloud.

Strength

This god celebrates physicd strength, and nothing but strength.

His priests promote physicd fitness, contests of strength (such as weight-throws and
wrestling, in association with priests of the god of competition) and war.

The strength-god ismale.

The priests of this god are on good terms with the priests of Competition, Divinity of
Mankind, Guardianship, Lightning, Metalwork, Thunder, and War. The priests of this
god didike the priests of Degth, Disease, and Mischief/Trickery.

Alignment: The deity istrue neutrd. The priests may be neutrd evil, true neutrd, or
neutral good; evil priests have their own sect and the other priests don't have to tolerate
them. The flock may be of any aignment. don't like priests of the god of disease, which
isagod of weakness.

Minimum Ability Scores: Wisdom 9, Strength 15. Wisdom or Strength 16 means
+5% experience; Wisdom and Strength 16 means +10% experience.



Races Allowed: Dwarves, dves, hdf-eves, humans,

Nonweapon and Weapon Pr oficiencies. Nonwegpon Proficiencies Required:
Endurance. Nonwespon Praoficiencies Recommended: Reading/Writing, Rdligion,
Charioteering. Weapon Proficiencies Required: None. Nonweapon Proficiency Group
Crossovers. Priest, Generd, Warrior.

Duties of the Priest: Guidance, Marriage. Missions: The priest is not required to, but
isamogt dways dlowed to go on adventures where he will be able to display his
persond strength and demondtrate the attributes of his god.

Weapon and Armor Restrictions. Weapons Permitted: Battle axe, cestus, club, mace,
maul, morning gtar, picks (al), polearm, sword/two-handed, warhammer. Armor
Permitted: All armor and shields. All together, these congtitute Good combat abilities.

Other Limitations: None.

Spheres of Influence: Major Accessto All, Combat, Healing. Minor Accessto
Elementa, Necromartic.

Powers. Immunity (as per the Desgning Faiths chapter); the priest isimmune to
undeed life-draining and pardysis, and to the spells chill touch, energy drain, enervation,
ray of enfeeblement, and vampiric touch. Turn Undead (same as the Cleric ability). At
5th level: Incite Berserker Rage (as per the Desgning Faiths chapter). At 8th level:
Inspire Fear (as per the Designing Faiths chapter).

Followersand Strongholds: Thefollowers are recelved at 8th level, and consist of
three third-level priests and six firg-level priests of the same order, plus onefifth-leve
fighter, two third-leve fighters, and four fird-leve fighters, al with a Strength score of
16. The priest may take the following on adventures. Three priests (only one of whom
may be third-level) and four fighters of his choice. The priesthood will pay for haf of the
cost of stronghold congtruction at 8th level.

Possible Symbols: Human Sihouette Holding Up Mountain or Temple.

Sun

Thisgod isagod of magic, heding, ingpiration, and life, sometimes of madness and
heatstroke. He is an enemy of dark creatures, especialy the undead.

The priesthood of this god exigts to promote dl those traits among the flock, and to
celebrate the daily blessing that the sun-god shines down upon the world.

Thesun-god isusudly mae.

The priests of this god are on good terms with the priests of Arts, Crafts,
Darkness/Night, Dawn, Elementa Forces, Fire, Hedling, Hunting, Light,
Literature/Poetry, Magic, Metawork, Moon, Music/Dance, and Oracles/Prophecy.

Alignment: The deity is good; a the DM's discretion, he may be chaotic good, neutra
good, or lawful good, but tends to be neutral good. Regardiess of his dignment, his
priests may be of any good dignment. The flock may be of any neutra or good
dignment.

Minimum Ability Scores: Wisdom 12, Intelligence 12. Wisdom or Intelligence 16
means +5% experience; Wisdom and Intelligence 16 means +10% experience.

Races Allowed: Elves, gnomes, hdf-dves, hdflings, humans

Nonweapon and Weapon Pr oficiencies: Nonweapon Proficiencies Required:
Hedling. Non-wegpon Proficiencies Recommended: Herbalism, Navigation,
Reading/Writing, Religion, Spdllcraft. Weapon Proficiencies Required: None.



Nonweapon Proficiency Group Crossovers. Priest, Generd, Wizard.

Duties of the Priest: Guidance, Marriage. Education: Priests of this sect promote the
sudy of magic. Vigilance The sun-god isagod of observation, of keen eyesight, of
vigilancein generd. Therefore, al his priests are commanded to keep their eyes open and
learn as much as possible about what is going around them at dl times. What they do
with that knowledge, outside the context of helping their temple and preserving the
worship of the god, is up to them.

Weapon and Armor Restrictions. Wegpons Permitted: Bows (dl), crossbow,
dagger/dirk, dart, javein, knife, spear. Armor Permitted: All metal armor and al shields.
Orientd Campaigns. Also daikyu, shuriken. All together, these condtitute Medium
combet abilities.

Other Limitations: None.

Spheres of Influence: Mgor Accessto All, Divination, Hedling, Necromantic, Sun.
Minor Access to Charm, Elementd (the priest can only use spells with the words fire,
flame, heat, and pyrotechnics in the names), Plant, Protection.

Powers: Detect Secret Doors (same as Elf ability: Successon roll of 1 on 1d6 when
passing within 10/, 1-2 on 1d6 to find secret doors and 1-3 on 1d6 to find conceded
portals when actively searching; elven priests of this order have successon arall of 1-2
when passng within 10, 1-3 to find secret doors and 1-4 to find concealed portals when
actively searching). Infravision (same asthe df ability; an even or haf-dven priest of
thisfaith has Infravison of doubled range, to 120"). Turn Undead (same asthe Cleric
ability). At 5th level: Laying On of Hands (same as the Pdadin ability). At 8th level:
Prophecy (Designing Faiths chapter). At 10th level, chariot of Sustarre; the priest can use
this gpell once per day in addition to his other spells.

Followersand Strongholds. The followers are received at Sth level, and consist of
three third-level priests and six fird-level priests of the same order, plus one third-leve
fighter and two firg-leve fightersto act as guards, one third-level mage and two firg-
level magesto act as consultants, one third-level bard and two fird-level bardsto act as
persond bards. The priest may take the following on adventures: Three priests (only one
of whom may be third-level), plus one fighter, one mage, and one bard of his choice. The
priesthood will pay for hdf of the cost of stronghold congtruction at Sth levd.

Possible Symbols: Sun (With or Without Rays); Chariot.

Notes: The wegpons permitted for this order are those which drike from &far, like the
ingpiration (or heetstroke) of the sun.

Thunder

The thunder-god is very smilar to the lightning-god; in campaigns where they both
exig, they will probably be related, even brothers. He represents the fearsomeness of
nature, naturd forces at their most frightening, and so isagod of terror and fear aswell.
Likethelightning-god, heis also agod of storms.

Also aswith the lightning-god, the thunder-god is not very concerned with the affairs
of mortas, he lets them worship him and grants power to his priests, but otherwise
doesn't interfere much in mortd affairs. His priests promote worship of his power and
fearsomeness, especidly as traits which the followers wish to use againg their enemies.

The thunder-god ismde.

The priests of this god are on good terms with the priests of Elementa Forces,



Lightning (especidly), Nature, Race (Dwarven), Sky/Westher, and Strength.

Alignment: The deity istrue neutral. The priests may be neutrd evil, true neutrd, or
neutral good; evil priests have their own sect and the other priests don't have to tolerate
them. The flock may be of any dignment.

Minimum Ability Scores: Wisdom 10, Strength 12. Wisdom or Strength 16 mean
+5% experience; Wisdom and Strength 16 mean +10% experience.

Races Allowed: Dwar ves, dves, gnomes, haf-eves, humans.

Nonweapon and Weapon Pr oficiencies. Nonwegpon Proficiencies Required:
Wesgther Sense. Nonwespon Proficiencies Recommended: Reading/Writing, Religion.
Wegpon Proficiencies Required: Warhammer. Nonweapon Proficiency Group
Crossovers. Priest, Generd, Warrior.

Duties of the Priest: Guidance, Marriage.

Weapon and Armor Restrictions. Wegpons Permitted: Club, mace, maul, morning
gar, warhammer. Armor Permitted: All armor and shields. All together, these condtitute
Good combat gbilities.

Other Limitations: None.

Spheres of Influence: Mgjor Accessto All, Combat, Weather. Minor Accessto
Divindtion, Protection.

Powers. Incite Berserker Rage (as per the Designing Faiths chapter). At 5th level:
Inspire Fear (as per the Designing Faiths chapter).

Followersand Strongholds. The followers are received at 8th level, and consst of
three third-level priests and x firs-level priests of the same order, plus three third-leve
fightersand Sx firs-level fightersto act as guards. The priest may take the following on
adventures: Two priests and two fighters of his choice. The priesthood will pay for haf of
the cost of stronghold congtruction at 8th leve.

Possible Symbols: Warhammer; Warhammer Across Mountain.

Time

Thisgod isthe deity of the march of time. He represents inevitability -- not destiny
based on the will of individua gods, but the inevitability of change brought on by time.

His priests preach the philosophy of patience to the flock, and help dl the members of
the flock adapt themsealves to their changing bodies, lifestyles, and needs as they go
through life.

Thetime-god ismae.

The priests of this god are on good terms with the priests of Degth, Elementa Forces,
Fate/Destiny, Seasons, and Wisdom.

Alignment: The deity istrue neutra. The priests may be true neutra or neutral good;
mogt are true neutrd. The flock may be of any aignment.

Minimum Ability Scores: Wisdom 12. Wisdom 16 means +10% experience.

Races Allowed: Dwarves, dves, gnomes, haf-dves, hdflings humans

Nonweapon and Weapon Proficiencies. Nonweapon Proficiencies Required: Ancient
History. Nonwespon Proficiencies Recommended: Locad History, Reading/Writing,
Rdigion. Wegpon Proficiencies Required: None. Nonwegpon Proficiency Group
Crossovers. Priest, Generdl.

Duties of the Priest: Guidance, Marriage.

Weapon and Armor Restrictions. Weapons Permitted: Scythe, sickle. Armor



Permitted: All non-magica armor; no shidds. All together, these condtitute Medium
combet abilities.

Other Limitations: None.

Spheres of Influence: Mgor Accessto All, Adrd, Divination, Healing, Necromarntic.
Minor Access to Plant, Protection, Sun, and Wegther.

Powers. Identification (as per the Desgning Faiths chapter) of the current time and
day; regardiess of how long the priest has been underground, unconscious, or otherwise
unable to observe the passage of time, helll know roughly whet time it is (within the hour)
and exactly what day of the year it is. At 3rd level: Laying On of Hands (same asthe
Pdadin ahility). At 5th level: Turn Undead (same as the Cleric ability).

Followersand Strongholds. The followers are received at 8th level, and consst of
onefifth-level prieg, five third-level priests, and ten firs-level priests of the same order.
The priest may take the following on adventures: Two priests of his choice. The
priesthood will pay for haf of the cost of stronghold congtruction at 8th levdl.

Possible Symbols: Hourglass, Scythe.

Trade

This god loves bargaining, and loves characters who bargain well. He also promotes
the exchange of ideas between cultures through trade. And these, too, are the traits of his
priests, who try to keep trade routes between nations open, free from excessive taxes, and
mutudly profitable,

The god of trade aso likes the god of mischief and trickery, and heis a suitable deity
for the worship of thieves and bards.

The trade-god ismae.

The priests of this god are on good terms with the priests of Community, Crafts,
Culture, Fortune/Luck, Messengers, Mischief/Trickery, and Prosperity.

Alignment: The deity istrue neutral. The priests may be neutrd evil, true neutra, or
neutral good; evil priests have their own sect and the other priests don't have to tolerate
them. The flock may be of any dignment.

Minimum Ability Scores: Wisdom 12, Charisma 13. Wisdom or Charisma 16 means
+5% experience; Wisdom and Charisma 16 means +10% experience.

Races Allowed: Dwarves, dves, gnomes, haf-dves hafllings humans

Nonweapon and Weapon Proficiencies. Nonweapon Proficiencies Required:
Appraising. Nonweapon Proficiencies Recommended: Etiquette, Modern Languages,
Riding Land-Based, Reading/Writing, Religion. Weapon Proficiencies Required: None.
Nonweapon Proficiency Group Crossovers. Priest, Generdl.

Duties of the Priest: Guidance, Marriage.

Weapon and Armor Restrictions: Weapons Permitted: Bill, dagger/dirk, dart,
hand/throwing axe, javein, knife, main-gauche, stiletto, sword/rapier, sword/sabre,
sword/short. Armor Permitted: All non-metd armor; no shields. Oriental Campaigns:

Also shuriken, wakizashi. All together, these condtitute Medium combat abilities.

Other Limitations: None.

Spheres of Influence: Mgor Accessto All, Charm, Divination, Guardian, Protection.
Minor Access to Combat, Healing, Sun, Wesather.

Powers. Immunity (automatically successful saving throw, as per the Designing Faiths
chapter) vs. dl spdlswith the word charm in the name. Language/Communication (as



per the Designing Faiths chapter); from 1<t leve to 4th, the priest receives one extra
language per levd (or one extra nonwegpon proficiency dot which can only be used for
languages); the languages chosen must be those of sentient humanoids. Soothing Word
(as per the Designing Faiths chapter).

Followersand Strongholds. The followers are received at 8th level, and consist of
three third-level priests and sx firs-level priests of the same order, plus three second-
level bards and two second-level thieves to act as agents (eyes and ears) and one fifth-
leve fighter (to act as guard). The priest may take the following on advertures. Two
priests, one bard, and one thief of his choice, and the fighter. The priesthood will pay for
haf of the cost of stronghold congtruction at 8th leve.

Possible Symbols: Ships, Coins.

Vegetation

Thisisagod of nature who is devoted specificdly to plant-life. Heis an admirer of
vadt forests and plains and dl sorts of plant growth, especidly that which iswild and not
fettered or trimmed or tamed by mankind.

Priests of the god try to make sure that there are dways tracts of wildernessin
abundance for the god to admire. They work hard to keep civilization from making
inroads too deep into wilderness. They do this by spreading taes of the forest as adeep
and dangerous place. They often sneak around in the wilderness using their spellson
travdling dity-folk, or stock the forest with dangerous animals, in order to reinforce this
impresson. They do not impede those who know the forest (€lves, gnomes, rangers,
hunters, trappers, woodsmen), but will terrorize innocents and city-soft travellers.

Vegetation-gods are as likely to be made asfemae.

The priests of this god are on good terms with Druids and the priests of Agriculture,
Earth, Fertility, Life-Desth-Rebirth Cycle, Nature, Seasons, and Sky/Weather.

Alignment: The deity istrue neutrd. The priests may be true neutra or neutral good;
mogt are true neutrd. The flock may be of any aignment.

Minimum Ability Scores: Wisdom 9. Wisdom 16 means +10% experience.

Races Allowed: Elves, gnomes, hdf-dves, hdflings, humans

Nonweapon and Weapon Pr oficiencies. Nonwegpon Proficiencies Required:
Herbalism. Non-wegpon Proficiencies Recommended: Agriculture, Reading/Writing,
Rdigion, Mountaineering, Surviva, Tracking. Wegpon Proficiencies Required: None.
Nonweapon Proficiency Group Crossovers. Priest, Generd, Warrior.

Duties of the Priest: Guidance, Marriage.

Weapon and Armor Restrictions. Weapons Permitted: Club, quarterstaff, scythe,
sckle. Armor Permitted: No armor; al wooden shields (no meta or leather). Orienta
Campaigns. Also nunchaku. All together, these congtitute Poor combat abilities.

Other Limitations: Priests of this sect may not wear leathers or fursin ther clothing.

Spheres of Influence: Mgor Accessto All, Divination, Hedling, Plant, Protection,
Summoning, Wesether. Minor Accessto Anima, Combat, Cregtion, Guardian,
Necromantic, Sun.

Powers. Analysis, Identification (as per the Designing Faiths chapter); the priest can
identify plants of any sort with perfect accuracy. Defiance of Obstacle (as per the
Designing Faiths chapter); the priest can pass through overgrown aress like the druid, but
cando so at 1< levdl.



Followersand Strongholds. The followers are received at 8th level, and consst of
onefifth-level priest, three third-leve priests, and sixteen firg-leve priests of the same
order. The priest may take the following on adventures. Two priests of his choice. The
priesthood will pay for haf of the cost of stronghold congtruction &t 8th level.

Possible Symbols: Single plant of any sort (except domestic grains).

War

Thisgod isthe deity of combat and warfare. He exists only to promote and participate
in bloody battle.

Each nation has priests of this god, and in each nation the priests constitute a separate
cult; they do not cooperate with one another in times of war, especidly when their amies
are opposed. They help train new warriors, teach battlefield tactics, and make records of
the most vdiant fights of any war or bettle.

In painful times of peace, these individua sects may cooperate with one another.
However, they usudly only do so to conspire and start up another war.

Lesser gods of war will be gods of some secondary aspect. One might be the god of
Berserker Rages, another the god of Battlefield Terror, another the god of Confusion,
another the god of Tactics, another the god of Cavdry... and so on.

The chief war-god ismale, but lesser war-gods are as likely to be femade as mde.

The priests of this god are on good terms with the priests of Community, Culture,
Guardianship, Justice/Revenge, Messengers, Metalwork, Mischief/Trickery, and
Rulership/Kingship. The priests of this god didike the priests of Peace.

Alignment: The deity istrue neutrd. The priests may be neutrd evil, true neutra, or
neutral good; evil priests have their own sect and the other priests don't have to tolerate
them. The flock may be of any dignment.

Minimum Ability Scores: Wisdom 9, Strength 13. Wisdom or Strength 16 means
+5% experience; Wisdom and Strength 16 means +10% experience.

Races Allowed: Dwarves, dves, gnomes, hdf-dves, hdflings, humans.

Nonweapon and Weapon Proficiencies: Nonweapon Proficiencies Required: Blind-
fighting. Nonwegpon Proficiencies Recommended: Anima Training, Heraddry, Riding
Land-Based, Hedling, Reading/\Writing, Religion, Armorer, Bowyer/Hetcher,
Charioteering, Hunting, Running, Tracking. Wespon Praficiencies Required: No specific
weapon required, but priest must choose one wegpon from the list of weapons available
(below) and specialize in that weapon according to normal weapon specialization rules.
Heisthe only priest who can take any wesgpon specidization. Nonwegpon Proficiency
Group Crossovers. Priest, Genera, Warior.

Duties of the Priest: Guidance, Marriage. Missons. The priests want to and are
required to accompany armies on the march of war. At every war, priests of this sect will
be in attendance on the officers and rulers of both sdes. Vigilance: The priests of this
sect must keep their eyes open againgt complacency and the tide of philosophies of
peacefulness, if aland istoo peaceful for too long, they must shake things up and get a
war, even asmdl one, going.

Weapon and Armor Restrictions. Weapons Permitted: Battle axe, bows (al),
dagger/dirk, knife, lance, mace, maul, polearm, spear, swords (al), warhammer. Armor
Permitted: All armor and shidlds. Oriental Campaigns: Also katana, wakizashi. All
together, these congtitute Good combat abilities.



Other Limitations. None.

Spheres of Influence: Mgor Accessto Combat, Healing. Minor Accessto
Necromantic, Protection.

Powers. Incite Berserker Rage (as per the Designing Faiths chapter). At 5th level:
Inspire Fear (as per the Designing Faiths chapter).

Followersand Strongholds: The followers are received at 8th level, and consst of
onefifth-leve pries, three third-leve priests and six fird-level priests of the same order,
plus two fifth-level fighters who act as guards. The priest may take the following on
adventures: Three priests of his choice, and one fighter. The priesthood will pay for half
of the cost of stronghold congruction a 8th level. The stronghold must include alarge
armory chamber.

Possible Symbols: Sword Across Banner; Polearms In Formation.

Wind

This god isrelated to the god of sky and westher, but he is devoted only to winds.
Sailors, especidly, pray to these gods, praying for good winds to take them in the
direction they wish to go. Wind-gods are playful and sometimes malicious, and may
choose to blow ships wildly off-course.

The priesthood of the god of winds makes these prayers for friendly winds, and triesto
make sure that the wind-god gets his due of worship; but these priests otherwise are left
much to their own devices, and many are adventurers and hero-salors.

Lesser wind-gods will be gods representing specific types of winds: The cold north
wind, the balmy southern wind, the terrifying typhoon or hurricane, the incredibly
destructive tornado.

Wind-gods are male.

The priests of this god are on good terms with the priests of Sky/Westher.

Alignment: The deity istrue neutrd. The priests may be true neutra or neutral good;
mogt are true neutrd. The flock may be of any aignment.

Minimum Ability Scores: Wisdom 9, Dexterity 12. Wisdom or Dexterity 16 means
+5% experience; Wisdom and Dexterity 16 means +10% experience.

Races Allowed: Elves, gnomes, hdf-dves, hdflings, humans.

Nonweapon and Weapon Pr oficiencies: Nonweapon Proficiencies Required:
Wesather Sense. Nonwegpon Proficiencies Recommended: Riding Airborne,
Reading/Writing, Religion. Weapon Proficiencies Required: None. Nonweapon
Proficiency Group Crossovers. Priest, Generd.

Duties of the Priest: Guidance, Marriage.

Weapon and Armor Restrictions. Weapons Permitted: Blowgun, bows (al),
crossbow, dagger/dirk, dart, hand/throwing axe, javelin, knife, |asso, mace, net, scourge,
ding, spear, saff ding, whip. Armor Permitted: All armor; no shields. Orientdl
Campaigns. Also chain, daikyu, shuriken. All together, these constitute Good combat
abilities.

Other Limitations: None.

Spheres of Influence: Mgor Accessto All, Elementd (the priest can only use the
spellsdust devil, air walk, chariot of Sustarre, and wind walk ), Protection, Wesather.
Minor Access to Divination, Guardian. The priest gets an extra mgor access to make up
for the severe limitation imposed on his Elementa sphere access.



Powers. At 3rd level: Shapechanging (as per the Designing Faiths chapter), into one
bird form of the DM's choice (the DM may dlow the player to choose the bird form, if
the DM so wishes). At 8th level: The priest can cast one aerial servant pell per day, in
addition to dl his other spells.

Followersand Strongholds. The followers are received at 8th level, and consist of
onefifth-leve priest, three third-level priests, and six firs-level priests of the same order,
plusten fird-leve fightersto serve as guards. The priest may take the following on
adventures. Any three priests and four fighters of his choice. The priesthood will pay for
haf of the cost of stronghold congtruction at 8th leve.

Possible Symbols: Birds, Sals Filled With Wind.

Wisdom

Thisisagod of common sense. Wisdom is digtinct from, though normally compatible
with, formal education and conventiona learning; but it is not the same. It conssts
merely of having sense enough to know what it otherwise takes experience or an
education to learn. The learned man knows from experience when his words will provoke
afight; the wise man knowsiit intuitivey, inginctively.

The priests of this god promote sensible solutions and actions on the part of the flock.
They suggest compromises and adternatives. They plan future events. The look for trouble
in upcoming events and try to head it off. But thisisn't agod of peace, and o the priests
of wisdom will often be advisors to military officers, hdping them plan effective
drategies.

The god of wisdom will be femde.

The priests of this god are on good terms with the priests of Divinity of Mankind,
Good, Literature/Poetry, Mischief/Trickery, Oracles/Prophecy, and Time. The priests of
this god didike the priests of Evil, whom they do not consider sensble.

Alignment: The deity is good; at the DM's discretion, he may be chaotic good, neutrd
good, or lawful good, but is probably neutra good. Regardless of his dignment, his
priests may be of any good dignment. The flock may be of any neutra or good
dignment.

Minimum Ability Scores: Wisdom 13. Wisdom 16 means +10% experience.

Races Allowed: Dwarves, dves, gnomes, haf-dves hdflings humans

Nonweapon and Weapon Proficiencies. Nonweapon Proficiencies Required:
Rdigion. Nonwegpon Proficiencies Recommended: Modern Languages, Ancient History,
Ancient Languages, Locad Higtory, Reading/Writing. Wegpon Proficiencies Required:
None. Nonwespon Praficiency Group Crossovers. Priest, General.

Duties of the Priest: Guidance, Marriage. Education: Priests of this sect believein
educetion for its own sake, and work to provide teaching to al the flock and even the
generd population (when possible). Vigilance These prieststry to act as advisors to
rulers, in order to keep them from making decisions in atoo-hasty or foolish fashion.
Locd rulers often do give them posts as advisors.

Weapon and Armor Restrictions: Weapons Permitted: Bows (dl), dagger/dirk,
javelin, knife, picks (al), quarterstaff, spear, sword/long, sword/short. Armor Permitted:
All armor and shields. Oriental Campaigns: Also bo stick, daikyu, katana, nunchaku, sai,
wakizashi. All together, these congtitute Good combet abilities.

Other Limitations: None.



Spheres of Influence: Mgor Accessto All, Charm, Divination. Minor Accessto
Heding, Sun.

Powers: Immunity (as per the Designing Faiths chapter) to confusion and feeblemind
spells. Soothing Word (as per the Designing Faiths chapter). At 5th level: Inspire Fear (as
per the Designing Faiths chapter). At 8th level: Prophecy (as per the Designing Faiths
chapter).

Followersand Strongholds. The followers are received a Sth level, and consst of
two third-levd priests and four firg-level priests of the same order, plus one fifth-leve
fighter, one third-levd fighter, and two second-leve fightersto act as guards, and one
third-level mage, one third-level bard, one second-levd thief, and one second-leved
illusonig to act as consultants. The priest may take the following on adventures: Two
priests (only one of whom may be third-level, plus two fighters of his choice, and two
from thefollowing list: mage, bard, thief, and illusonist. The priesthood will pay for half
of the cost of stronghold congtruction at Sth leve.

Possible Symbols: Owl, Raven, Vulture.

Combining Traitsin One Priesthood

It may be that one god has severd different attributes. In rea-world mythologies,
many, many gods possessed many different traits dl a the sametime.

Which leads to the question: When one god possesses severd attributes, which priest
class do you use for his priests?

There are two ways to answer that.

Multiple Priest Classes

Oneway to do thisisto let the god smultaneoudy have severd appropriate
priesthoods. They would actudly condtitute a single "priesthood” with severd different
"orders’ init, each order dedicated primarily to one of the god's attributes.

That way, if aspecific god (let's cal him Kyros the Storm- Shaker) isagod of both
War and Sky, two characters becoming his priests could do so in different ways. One
character can become a priest of the war-god; another isapriest of the sky-god. But they
belong to the priesthood of Kyraos, each serving the god in a different way.

Let's take an example from red-world mythology. In Greek myth, the god Zeuswas a
deity of many, many different attributes. These were some of those attributes:

Fertility

Lightning
Oracles/Prophecy
Rulership/Kingship
Sky/Westher
Strength

Wisdom

Therefore, in acampaign where Zeusis agod, a character created to be a priest of Zeus
could be any one of those seven types of priests.



In your own campaign, you can define any god as having two or more attributes, and
therefore two or more different classes of priests can serve that god.
That's the smple way to do this.

Revised Priest Classes

The hard way to do thisisto create an entirdly new priest-class. Use the Faith Design
Sheet from the previous chapter to work such athing up.

First, look over the priest class rulesfor dl the classes rdated to the attributes you
want the god to contain. Then, choose the eements from each you like. Remember to
balance your choices of the priest's combat abilities with those of his available spheres of
influence so that he will not end up sgnificantly stronger or weaker than any other priest
class.

Let's create such aclass as an example. Let's say the goddess Melebeth is the goddess
of Love, but in the city of Askarth sheisaso the civic deity and isknown as'"The
Girder-On" because sheis said to arm the city's warriors for combet; she istherefore a
goddess of Love, Community, and War. What does her priesthood ook like?

Alignment

The goddess of Community is probably true neutra, but may be of any dignment. The
goddess of Loveisany sort of good dignment, and the goddess of War is any sort of
Neutra dignment. Therefore, our combined Community/Love/War goddess averages out
to be neutra good. Her priests should aso be neutral good.

Minimum Ability Scores

The goddess of Community requires W10, Ch12. The goddess of Love requires W10,
Ch13. The goddess of War requires W9, S13. Wisdom and Charisma are obvioudy the
leaders here; the priests of this goddess must have Wisdom 10, Charisma 13, and receive
+5% experience if ether ability is 16 or better, or +10% if both abilities are 16 or better.

Races Allowed

None of the three priest classes (Community, Love, War) excludes any race. Therefore,
this combined class dlows priests who are dwarves, elves, gnomes, half-dves, hdflings,
and humans.

Nonweapon and Weapon Proficiencies

Community requires Locd Higtory. Love requires Herbdism. War requires Blind-
Fighting. None of these seems to apply especialy appropriately to this combined
goddess; since she was origindly a goddess of Love, with the other attributes added in
this one city, the default should be Herbaism.

Taking the most appropriate Nonwesgpon Proficiencies Recommended, we get
Herddry, Reading/Writing, Religion, Riding Land-Based, Hedling, Blind- Fighting, and
Locd History.



Mogt of the three origind classes require no specific Wegpon Proficiencies, so well
follow that pattern here.
Nonweapon Proficiency Group Crossovers are obvioudy Priest, Generd, and Warrior.

Duties of the Priest

Taking the duties from the three types of priesthoods which are most gppropriate to
this combined class, we get:

Guidance, Marriage.

Education in the history of the city.

Vigilance: Trying to preserve the opportunities for romantic love-matches and
marriages in the community, but aso recommending marriages which will aly strong
families and bendfit the city.

Missions of defense when the city isthreatened by attackers.

Weapon and Armor Restrictions

The Community goddess priests can use dagger and knife, and two weapons
representing the city. The Love goddess priests can use bow (smdll), club, lasso,
mancatcher, and net. The War goddess priests can use battle axe, dagger/dirk, knife,
lance, mace, maul, polearm, spear, swords (al), warhammer.

These are three pretty incompatible sets of permitted wegpons. But since this
combined- atribute goddess will be usng weapons mainly to defend her city, we can
eliminate the comparatively weak wegpons of the pure love-goddess; let us settle on the
wegpons of the Community goddess priesthood. Thiswill include dagger and knife, and
(for the city of Ashkarth) bows (any) and long sword.

Asfor armor: The Community goddess priests could use dl armor and shidds, the
Love Goddess priests could use no armor or shields, and the War Goddess priests could
use dl armor and shidds. It sounds, by weight of numbers, as though the priests should
be able to use al armor and shields. Between the superior armor and the two good
wegpons they can use, these priests have Good combeat abilities. This means they will
have very limited magic.

Other Limitations

Priests of the civic goddess must dways wear priestly garments in public; priests of the
love goddess get four-sided hit dice and must be wed by the time they reach 8th leve;
priests of the war-goddess have no other limitations.

The combined-goddess priests should retain the limitation of wearing priestly
garments whenever they're in public; these priests are il priests of a civic deity, after
al.

And since the goddess is till a deity of love, the marriage restriction should remain.

But since this goddessis afighter, let's drop the four-<ded hit dice limitation; priests
of this priesthood receive eight-sded hit dice like mogt fighting priests.

Spheresof Influence



The priests of the community-goddess get: Mgjor Access to All, Cregtion, Hedling.
Minor Access to Combat, Protection.

The priests of the love-goddess get: Mgor Accessto All, Animal, Charm, Hedling,
Necromantic, Protection, Summoning. Minor Access to Crestion, Divination, Guardian,
Pant, Sun, and Westher.

The priests of the war-goddess get: Mgor Access to Combat, Healing. Minor Access
to Necromantic, Protection.

Since this priesthood, as we decided above, has Good Combat Ahilities, the priesthood
will have Mgor Access to the All sphere and two other spheres, and Minor Access to two
spheres. Let's choose the most appropriate ones.

Therefore, the priests of this combined-trait goddess get: Mgor Accessto All, Charm,
Healing. Minor Accessto Combat, Protection.

Powers

Priests of the community-goddess get Incite Berserker Rage, Soothing Word, and Turn
Undead.

Priests of the love-goddess get Charm/Fascination, Incite Berserker Rage, Inspire
Fear, Soothing Word, and Turn Undead; these priests received extra powers partly
because they had only four-sided hit dice, a condition that the priests of this combined
goddess do not share.

Priests of the war-goddess get Incite Berserker Rage; At 5th level: Inspire Fear.

Taking the common threads from these three goddesses, we decide that priests of the
combined-attribute goddess receive:

Incite Berserker Rage, Turn Undead, and, at 5th level, Inspire Fear.

Followers and Strongholds

The goddesses of Community and Love both get their followers a 7th levd, the
goddess of War at 8th, so well settle on 7th level, and dso at 7th leve the priesthood will
pay for haf of the stronghold congtructions.

The goddess of community gets 15 levels of priests and 15 levels of fighters.

The goddess of love gets 15 levels of priedts, five levels of mage/consultants, five
levels of fighter/guards, and five levels of Norma Men and Women with gppropriate
Nonweapon Proficiencies.

The goddess of war gets 20 levels of priests and 10 leves of fighter/guards.

Averaging this out somewhat, the priest of our combined-aspect goddess should get 15
levels of priests (three third-leve priests and Six fird-leve priests), 10 levels of fighters
(two third-leve fighters and four firg-leve fightersto act as guards), and five levels of
mage/consultants (one third-level mage and two firg-level mages). On adventures, he can
take three priests (as usua, only one can be third-leve; the remaining two third-leve
priests run the temple in the character's absence), three fighters (ditto), and one mage of
his choice.

Multi-Class Char acters



It's possible for demihumans to be multi- class combinations including the priest
character classes above.

On the chart of the Player's Handbook, page 44, showing the possible multi-class
combinations, substitute the word "priest” wherever you see"cleric.” Those arethe
possible combinations.

The only limit the character possesses on which type of priest he may beistheracid
limitation posed for each priest-class above. If a priest-class saysthat elves can't belong
to it, then obvioudy an df can't be amulti-class fighter/priest of that type of priesthood.

Multi-class priest charactersfollow dl the rules for multi- class characters, from pages
44 and 45 of the Player's Handbook.

Priest Kits

In the last chapter, you were confronted with over sixty different priest character
classes to choose from. Certainly, that range of choiceswill make it easy for your to
individudize your priest character -- to make him different from the rest of the
campaign's clerics.

In this chapter, well make that even easer.

Y ou can further customize your priest by taking apriest kit for him. A kit isa
collection of skills, proficiencies, redtrictions, benefits and hindrances which give the
priest more background and persondity, further define hisrole in the campaign and in the
campaign's cultures, and give him advantages and disadvantages to make him more
colorful.

Kitsand the Priest Classes

A kit ismore of aculturd description than anything se. Therefore, most kits are
alowed to priests of most faiths. There are exceptions, of course; for example, a priest of
the god of Peace may not take the Fighting-Monk kit. Wherever such an exception
occurs, it will be mentioned in the text.

Kitsand Character Creation

No priest character has to take any priest-kit. It's not necessary, it's not required: It's
just away of adding detail to the character.

A priest character may only take one priest-kit. He should take it when heisfirst
cregted. In campaigns which began before you got The Compl ete Priest Handbook, the
DM should alow characters to take priest-kits, but only ones which are gppropriate to the
characters actions and deeds so far. (For example, if acharacter has been a perfectly
ordinary priest until now, he should not take the Outlaw Priest kit; it's not appropriate.)

Once acharacter has taken a Priest Kit, he cannot change it to another Priest Kit. He
can, however, eventualy abandon it (see "Abandoning Kits' later in this chapter); having
abandoned akit, hewill not be able to take another one.

If you want to inject the choice of the Priest Kit into the character creation process,
you'l first want to determine your character's Ability Scores ( Player's Handbook



Chapter 1), Race (Chapter 2), Class (Cleric or Druid from Chapter 3 of the Player's
Handbook, or one of the priest classes from the previous chapter of this book), and
Alignment (Chapter 4).

It'sa this point that you choose your priest kit.

After that's done, and the information recorded on your character sheet, you can
proceed to Proficiencies (Chapter 5), Money and Equipment (Chapter 6), etc.

The Priest Kits

Each priest kit conggis of the following dements:

Description: This paragraph talks about what this type of priest isto the culture. It dso
lists any requirements necessary for the character to take the kit; for instance, to be a
Savage Priegt, the character must have been born among or adopted by a savage tribe.

Barred: This paragraph details which priest classes (plus cleric and druid) may not
take this priest kit.

Role: Thiskit describes the role of this priest in his society and campaign. For
example, an Outlaw Priest of the God of Love would have avery different campaign role
than the Amazon Priestess of the same god.

Secondary Skills: If you're usng the Secondary Skills rules from the AD&D® 2nd
Edition game rule books, then your kit may require your priest to take a specific skill
ingtead of choosing or random-rolling his Secondary Skill. However, even more so than
in The Complete Fighter's Handbook, were recommending that you use the Weapon and
Nonwegpon Proficiency rulesinstead of the Secondary Skill rules.

Weapon Proficiencies: The priest-kit could require the priest to take a specific
wegpon proficiency. Thisis one of the factors that makesit impossible for some priest
classes to take some priest kits; obvioudy, no priest class which cannot use aweapon
required by akit could take that kit.

Nonweapon Proficiencies: A given priest kit may require the priest to have a specific
nonwegpon proficiencies;, however, unlike the Situation above with Weapon
Proficiencies, these are bonuses. If akit requires that the character know Riding (Horse),
then the character getsthat proficiency free, above and beyond the dots heis normally
granted. Some proficiencies might be granted from other than the Priest or Genera
groups, but this doesn't matter; if aproficiency isgiven free, thenitisfree

If the Priest Kit grants a proficiency that the priest has aready had granted to him
because of his specific priesthood, the character, instead of receiving that proficiency
again, receives one extra free nonwegpon proficiency dot which he may spend as he
plesses.

Some proficiencieswill merely be recommended, not required. When thisis the case,
the proficiency is not given to the character, and the character doesn't have to takeit if he
doesn't want to. If the character decides to take this nonwesgpon proficiency, he uses up
the gppropriate number of his available nonwegpon proficiency dots.

Equipment: Some priest kits limit the way their priests acquire or use certain types of
equipment; when there is such alimitation, this paragraph will ded with it.

Special Benefits: Mogt priest kits include specia benefits that the priest-character
receives. Often, they're defined as specid reaction bonuses among certain classes of



society, Soecid rightsin certain cultures, etc.

Special Hindrances: Likewise, each priest kit carries certain disadvantages which
hinder the priest. Outlaw priests are sought by their own orders and perhapsthe
authorities, for example.

Wealth Options. Some priest kits have specid rules regarding their wedlth. Generdly,
these rules don't affect the amount of gold hell have when heis crested (with dl clerics
and priests, this amounts to 3d6x10gp). However, different priest-kits have variations on
the way the money isto be spent. Some ing< that it al be pent at the beginning, and the
remainder of starting gold returned to the priest's superiors. Others let the priest "keep the
change™ dill others have limits on the amount that can be spent initidly.

Races: If aparticular priest-kit discriminates among the demihuman races (for
example, if an df can't take a gpecific kit), that will be noted here.

DM Choices

Before dlowing his players to choose kits for their priests, the DM should look over
the priest-kits and make some decisions.

For each Priest Kit, the DM has to choose:

(1) If hewill even dlow thisKit in his campaign. (It could be thet the kit is
inappropriate. If there are no Amazonsin hisworld, he shouldn't alow the Amazon
priest-kit.)

(2) What additiona information he needs to give the players about each Kit. (DMswill
probably want to elaborate on the priest-kits to fit them better into his campaign.)

(3) What changes he might wish to make to each Kit. (If, for example, our conception
of the Barbarian doesn't match the DM's, he might wish to change the benefits,
hindrances, or other factors to match his conception.)

An Important Note

Severd Priest Kits get reaction bonuses and pendlties as part of their Special Benefits
and Specid Hindrances.

In the AD& D®game, when a character has avery high or low chariama, he gets what
iscdled a"reaction adjustment.” (See the Player's Handbook, page 18.) When the
character has a high charisma and receives a bonus, it's expressed as a plus. For example,
+2. When he has alow charismaand receives a pendlty, it's expressed asaminus. For
ingtance, -3.

But here's a speciad warning: When you roll the 2d10 for Encounter Reactions (see the
Dungeon Master's Guide, page 103, don't add the bonus (+) or subtract the penalty (-)
from the dierall. Do it the other way around: Subtract the bonus (+) and add the pendlty
(-). If the character has a Charisma of 16, and thus gets a +5 reaction adjustment, you
subtract that number from the 2d10 die roll. Otherwise the more charismatic or appealing
aPC s, the more vigoroudy dl the NPCs and mongters would didike him!

Amazon Priestess

Description: Amazons are women warriorsin aworld where most cultures are male-
dominated or ruled more or less equaly by men and women. The Amazon civilization is



different from the cultures of the rest of the world in that women occupy dl the most
important occupations and positions in their society; men are ether second-class citizens,
or are dl kept as daves, or are exiled from the culture dtogether. Amazons continually
have to defend themsdves from the efforts of surrounding civilizations to "return them to
norma," and therefore they are very good a war.

Such civilizations often have one or two specific patron gods. (The deity does not have
to be femae; in classca mythology, for instance, the Amazons patron was Ares, the
very mae god of war.)

The priestesses of this god interpret the god's will for the Amazons, fight dongside
them in times of combet, perform the usua service of guidance (and even marriage, if
thisis dill afunction of this specific Amazon society); and sometimes travel through the
outer world in an effort to learn what they can of the world of men--in order to protect
themsalves from it, or to educate themselves and the outer-worlders to reduce
misunderstandings between the cultures.

There are no specid ability-score requirements to be an Amazon.

To abandon this kit, the character would have to renounce her Amazon citizenship...
meaning that she would have to identify herself more strongly with another culture.

Barred: The DM will decide which gods act as patrons for the Amazon civilization;
most Amazon priestesses will serve those specific gods. However, not dl Amazon
priestesses have to serve those specific gods. An Amazon culture could have asiits patron
the gods of War and Moon, for instance, but a specific Amazon priestess could serve
another god. (Since each attribute has its own role to play in any civilization, few gods
are redly inappropriate.) Note, though, that no Amazon priestess can serve the gods of
Disease or Peace. Also, snce Amazon warriors must know the use of the spear and long
bow, an Amazon priestess who cannot use those weapons will be looked down upon, and
won't command the respect of priestesses who can. Therefore, an Amazon will command
less respect unless she is a priestess of one of the following gods. Community,
Competition, Elemental Forces, Good, Hunting, Light, Mischief/Trickery, Moon,
Oracles/Prophecy, Race (Human), Sky/Westher, Sun, War, Wind, Wisdom.

Role: Among the Amazons, the priestess-types listed immediately above are as highly-
regarded as the warrior, and the warrior is the most-admired type of Amazon. Outside the
Amazon lands, among mae-dominated civilizations, the priestess is looked on as an even
more unnatural sort of unnatura woman. In cultures where men and women are
approximately equa in influence, the Amazon islooked on as a curiosity, and may even
(at the DM's discretion) be looked down on as a representative of arace that hasn't yet
come to the conclusion that neither gender should oppress the other.

Among player-character adventurers, the Amazon-priestessis likely to prove hersdf to
be a doughty fighter and an effective spdlcaster. If the priestess character starts out
suffering abit of discrimination when she'sintroduced into the campaign, that may be
normal according to the culture but the DM shouldn't encourage this attitude, especidly
after she's proven hersdlf in dangerous Stuations. Even if the campaign's main cultureis
discriminatory, the PCs should demondrate alittle more flexibility in their attitudes
based on their adventuring experiences.

Secondary Skills: Required: Groom.

Weapon Proficiencies: Required: None. Recommended: Spear, long bow; if possible,
various axes and swords.



Nonweapon Proficiencies: Bonus Proficiencies: Riding (Land-Based), Animd
Traning. Recommended: (Generd) Anima Handling, (Warrior) Anima Lore, Armorer,
Bowyer/Hetcher, Hunting, Running, Surviva, Tracking.

Equipment: When an Amazon character isfirst created, she must buy her armor from
among the following choices only: Shield, leather, padded, studded leather, brigandine,
scde mail, hide, banded mail, bronze plate mail. Once she has adventured elsewherein
the world, she may purchase other types of armor according to her priest-class
limitations.

Special Benefits: Mae opponents from cultures where women fighters tend to be rare
will be amused, rather than cautious, the first time they confront an Amazon. Therefore,
in afight where such awarrior runs up againg an Amazon for the firgt time, the Amazon
getsa+3 to hit and +3 damage on her first blow only. Thisreflects the fact that her
opponent's guard is down.

This bonus doesn't work on any Warrior character of fifth level or higher, or a
character of any other class at 8th leve or higher; in spite of any prgudices he might
besr, this character is too seasoned an adventurer to let his guard down that way.

At the DM's discretion, he can give awary, suspicious NPC an Intelligence check; on a
successful check, he will see the attack coming and deny the Amazon the bonus.

The bonus won't work on any male fighter who comes from a culture where women do
regularly fight, or who has had fighting-women comrades or faced fighting-women
opponents before, or even who has seen the Amazon hit someone el se with this bonus
edlier.

It doesn't work on player-characters unless the player is role-playing honesily enough
to admit that his character would underestimate the Amazon.

Once the Amazon hits a character with this bonus, the target (if he survives) will never
fal for it agan. It can only be used successfully once per victim, ever. But if the Amazon
misses atarget with this blow, she continues to receive it againg thistarget until she hits
him once.

Special Hindrances: The Amazon receives a -3 reaction roll adjustment from NPCs
from mae-dominated societies. Player-characters do not have to demondtrate this
hodtility unless they want to do so for role-playing purposes, and even then it should fade
as they come to respect her.

Wealth Options: The Amazon gets the ordinary 3d6x10 gp as Sarting money.

Races: None are excluded. Humans, vish, and haf-evish Amazons are most
appropriate. Dwarves would substitute battle axe and warhammer for their weapons and
swine for their preferred mounts. Gnomes would subgtitute throwing axe and short sword,
and would ride ponies, and would have Tracking and Surviva as their Bonus Nonwegpon
Proficiencies. HaAflings would subdtitute javelin and ding for their wegpons, and
Endurance and Set Snares for their Bonus Nonwespon Proficiencies.

Barbarian/Berserker Priest

Description: Thispriestisthe priest of a culture halfway between what we think of as
civilized and savage. His people live at the very edge of or beyond the borders of the
edges of the campaign's main civilization. They tend to be very warlike, fighting battles
with neighboring tribes and with intruding imperid troops. Their fighters aren't soldiers,
they are warriors, and tend to be deadlier in one-on-one fighting but poorer at formation



combat than those of the "civilized" nations. These warriors may, in fact, be berserkers
(see The Complete Fighter Handbook). They are dill more in touch with nature and the
world than the people of civilized lands. They may have very different cusoms from
cvilized folk.

Priests of this community perform the same functions as priests of civilized lands.
However, barbarians have more respect for the gods than civilized folk, and priests dso
are wdl-respected. Kings and war-chiefs of their culture listen to their counsd. In their
culture, those who disagree with them do not insult them or their guidance, and it is
forbidden for awarrior to attack a priest of his culture (though defending himsdf from
attack isal right... if he can prove that it was defense, not aggression).

There are no ability requirements to be a priest of a barbarian or berserker tribe. The
warriors of the tribe must have Strength 15, and priests will be most impressve if they
can gpproximate or match that score... but it's not a requirement of the kit.

As with the Amazon, abandonment of this kit means that the character renounces his
dlegiance to histribe or clan and accepts citizenship in some other culture. This means
that he must now perform his priestly dutiesin the fashion of the priests of that culture.

Barred: Barbarian tribes tend to have one or two patron gods, and most of their priests
will serve those gods. These tend to be gods of naturd forces (Agriculture, Animals,
Darkness/Night, Earth, Elementa Forces, Fertility, Hunting, Lightning, Metalwork,
Nature, Sky/Wesather, Thunder) or other barbarian attributes (Strength, War). Gods of the
"softer” attributes (Arts, Love, Music, etc.) would be represented but their priests would
be much rarer. No priesthood is barred among the barbarians, however scarce.

Role: In the campaign, the barbarian priest is a gpooky, dangerousfigure. Like
barbarian warriors, hell be grim and alittle dien to his dlies from civilized lands. First
and foremogt, he's adefender of his people, and helll most often be found wandering in
lands other than his own because of some quest set him by the gods or some mystery he's
encountered that requires him to travel in order to solve it. When he finds his own
tribesmen captured or endaved in the outer world, which might be a common occurrence,
he must do his utmost to free them and return them to his own land, which can impeil
other gods he and his player-character dlieshave. . . but asaleader and protector of his
culture, thisis a duty he cannot refuse. (If he were to do so, the god would take it asa
betrayd of gods, see the Role-Playing chapter.)

Secondary Skills: The main occupation of the barbarian's tribe determines what sort
of secondary skill he knows. If the tribe raises and sdlls horses, then the Groom
secondary skill will be known by dl tribesmen. Ask the DM what the tribésmain
occupation is and that will determine the required Secondary Skill.

Weapon Proficiencies: Required: None. Recommended: Battle axe, sword/bastard,
bow (any), ding, warhammer. Naturdly, the priesthood may limit the priest's choice of
wegpons and not dlow him to learn dl these.

Nonweapon Proficiencies: Bonus Proficiency: Endurance. Recommended: (Generd)
Animd Handling, Anima Training, Direction Sense, Fire-Building, Riding (Land-

Based), Weather Sense, Blind-Fighting, Hunting, Mountaineering, Running, Set Snares,
Surviva, Tracking, Herbdism, Jumping. (Some of these are outsde the priest's
Nonweapon Proficiency Group Crossovers and will cost twice the listed dots if taken;
see the description of the priest class, and the chart at the bottom of the Player's
Handbook, page 55, for more details.) The DM may require this priest to take a



proficiency in the tribd specidty (Fishing, Agriculture, €c.).

Equipment: With his starting gold, the barbarian priest cannot buy armor heavier
than splint mail, banded mail, or bronze plate mail. Once he has adventured in the outer
world, he can buy any type of armor his priestly requirements dlow him to use. With his
garting gold, he can buy only wegpons appropriate to histribe (usualy battle axe, bows,
club, dagger/dirk, footman'sflail, mace, or pick, hand/throwing axe, ding, spear, and
swords); naturdly, priestly restrictions may prevent him from taking some of these,
depending on which god he serves.

Special Benefits: Barbarians are imposing and dangerous-looking. This tends to make
others respect them or at least wish not to make enemies of them. Therefore,
barbarian/berserker priests receive a +1 reaction adjustment bonus when encountering
NPCs. This becomes a +3 among members of his own culture.

If the priest's culture has many Berserker warriors, as per The Complete Fighter's
Handbook, the priest has an additiond specid ability. Berserkers normaly take ten
rounds to go berserk; in the presence of one of their own priedts, then can do it infive.
Additiondly, if the priest, as part of his priestly class, hasthe incite berserker rage
granted power, then berserkers of his culture in his presence can go berserk in one round.
The priest is not required to use his power for this to take place; it just happens.

Special Hindrances. The barbarian/berserker priest has aproblem in civilized lands:
He doesn't respect the authorities and they have learned to be cautious of him. (This sort
of priest kegps freeing his endaved brethren, and, even if he worships a god known to
this culture, he does s0 in a different way that the locas consder wrong.) Therefore, the
barbarian/berserker priest receives a -3 reaction adjustment penaty when encountering
NPCsin positions of power: Rulers, government officids, etc.

Wealth Options: No specid requirements; this priest gets the usual 3d6x10 gp as
darting money.

Races: There are no specid redtrictions here. Each individual DM has to decide
whether or not his demihumans can live in what are considered barbarian cultures. If they
can, then they will have priests among them.

Fighting-M onk

Description: This priest belongsto an order devoted in large part to the study of
fighting styles, especidly barehanded martia arts. These monks live and study in
monasteries devoted to their orders. If, for example, they are priests of the god of War,
these monks do not live and study in ordinary temples of that god; they have their own
secluded monastery away from the normd temples.

These monks do not confine their war-training to the monagteries, however. They
travel the wide world in order to learn the secrets of life, the world, magic and the gods.
As an order, they sometimes volunteer their servicesto rulersin times of war, and act as
elite forces againg the enemy.

These monks are most gppropriate for an orienta-flavored campaign and the DM may
wish to decide that they cannot be used in his campaign. Before you create a Fighting-
Monk character, consult your DM and ask if heisdlowing the Fighting-Monk kit in his
campaign.

In order to be afighting-monk, the character must have a Dexterity of 12 or more.

If afighting-monk wants to abandon this kit, he must go through a difficult processin



order to do s0. He must not use any of his unarmed combat techniques for three whole
experience levels worth of time. Once he's reached that third experience level, he has
forgotten his unarmed combat techniques and may resume the wearing of armor; and, if
he renounced some of his spheres of influence when he became a fighting-monk, may
now resume those lost spheres.

As an example, afighting-monk priest at 5th level decides to renounce his alegiance
to the fighting-monk order. He adventures normdly, till not wearing armor but
otherwise performing asanorma priest of his priet-dass. He abstains from using his
unarmed combat techniques. At 8th level, he has abandoned his fighting techniques and
may once again wear the armor appropriate to his priest-class.

If acharacter forgets himself and uses unarmed combat techniques during this process,
he mugt "sart over." It will be three experience levels from his current leved, from the
time he made the dip, until he can resume his priest-class.

Barred: A priest of any priesthood which starts out with Poor Fighting Abilitiesis
barred from this choice.

Role: Inthe campaign, this priest is the philosophica warrior whose principa duty is
sdf-enlightenment. He is less concerned with the ordinary priestly duties (such as
guidance, marriage, community service) than those priests, but will till perform them; he
just won't go out of hisway to look for them, nor will he normaly volunteer for them
(NPCsmust ask his help in these matters). Such characters are usualy wanderers, which
help make them appropriate for adventuring parties. They do periodicaly return to their
monasteries, to pass on the learning they have acquired on the road, and to brush up on
thar fighting-skills; the rest of the time they spend out in the world.

Secondary Skills: This priest may choose or random-roll his secondary kill, if you
are using the secondary skills system in addition to the wegpon/nonwegpon proficiencies
sysem.

Weapon Proficiencies: Required: See under "Specid Benefits," below. Otherwise, the
priest may take any wegpon proficiencies which his specific priest dass dlows him; he
may not take any the class does not alow him.

Nonweapon Proficiencies: Bonus Proficiency: Tumbling. Recommended: Riding
(Land-Based), Artigtic Ahility (any), Dancing, Reading/Writing, Religion.

Equipment: See"Specia Hindrances," below.

Special Benefits: The principa benefit of being a Fighting-Monk is that the character
receives two free weapon proficiency slotswhich he must use to take Specidization in
one of the three styles of Unarmed Combat (Punching, Wrestling, or Martiad Arts). These
were described in greater detail in The Complete Fighter's Handbook, but that
information aso appears here, in the "Equipment and Combat” chapter. The Fighting-
Monk isthe only priest who can specidize in an Unarmed Combat style. He can
gpecidizein any or dl of the three syles, but he may only specidize in one of them a
firs experience leve.

As asecond benefit, regardless of what it says for the priest's class, the Fighting-Monk
has a Nonweapon Proficiency Group Crossover with all five Proficiency Groups
(Generd, Priest, Rogue, Warrior, Wizard). No proficiency he takes will cost double the
usud number of dots.

The lagt of the Fighting-Monk's benefitsis this. He doesn't have to spend dl his
garting Weapon Proficiency dots at first level. He can save his unspent proficiencies,



and they do not "go away." Later, he can spend them at arate of one proficiency per
experience levd to improve his martid arts or buy new martid arts.

Special Hindrances: This priest cannot wear any sort of armor. Additiondly, if hesa
priest-class with Medium Combat Abilities, he must "give up" some of his Spheres of
Influence. He may have no more than three Mgor Accesses (one of which must be All)
and two Minor Accesses. The player may choose from the accesses he currently has
which ones the character loses and which he keeps.

Additiondly, the priest may never own more things (weapons, treasure, money, €tc.)
than he can carry on his back.

Wealth Options: The Fghting-Monk gets the usud 3d6x10 gp as starting money.

Races: No specid limitations. Humans, eves and hdf-dves seem visualy more suited
to this kit than dwarves, gnomes, and haflings, but the DM can alow those races to take
thiskit if he so chooses.

Nobleman Priest

Description: This priest was a member of anoble family and entered a priesthood. But
even as a priest he keeps his opinions about the superiority of the ruling classes and his
tagtes for the finer thingsin life; he doesn't aandon his love of good food, good
furnishings, comfort, the arts, intellectua stimulation, and so forth.

The Nobleman Priest prefers the company of nobles and is often gppointed as an
advisor to anoble family, aruler, an important loca governor, etc. He has less concern
for the lives and wdfare of commoners. When pressed, he will perform any and al
priestly duties for commoners, but he usualy seeks to avoid these duties; when heisa
low-level character, hell kegp himsdf away from common folk as much as possiblein
order to avoid these inconveniences, and when heis higher-leve hewill assgna
subordinate or afollower to attend their needs.

The Nobleman Priest is not necessarily evil or abad person. In fact, he often adheres to
acode of chivaric behavior much like aknight's. But he does have strong socid
prejudices which color histhinking.

Important note: A nobleman can become a priest and not take the Nobleman Priet kit.
This sort of priest lives more frugaly, like other priests, and does not haveto have a
disdain for the lower socia classes, Nobleman Priests do not count him among their
ranks.

There are no specid requirements to be a Nobleman Priest.

If aNobleman Priest player-character ever decidesthat heiswrong in his attitudes
(which can occur in especidly dramétic fashion if heis affected by the saif-sacrifice of a
commoner who has saved him, or if hefalsin love with a character of the common
socid classes), he may choose to abandon thiskit. If he does this, he will be ostracized by
most of the nobles who were previoudy counted as his friends (the DM can have one or
two more broad- minded nobles ill count him a friend, and the player-characters can
make up their own minds on the subject); he may even be exiled from his own family. As
with any kit abandonment, he loses dl other benefits and hindrances of the kit.

Barred: None.

Role: In the campaign, the Nobleman Priest is an aggravating snob (though he might
not be aware of his snobbery). Heisafun role to play, but hed better have some
redeeming features if the other PCs are to continue to associate with him. If he does have



redeeming festures, it's very likdy that some PCswill try to "reform™ him to their own
way of thinking.

Secondary Skills: Nobleman Priests may choose or random-rall their Secondary Skill.

Weapon Proficiencies: Required: None. Recommended: Long sword, bastard sword,
lance, flals (dl), maces (al), if dlowed by the priest's actud priest class.

Nonweapon Proficiencies. Bonus Praficiencies. (Generd) Etiqueite, Herddry, Riding
(Land-Based). Recommended: (Generd) Animad Training, Dancing, (Warrior, double
dots unlessthe priest class has a nonweapon proficiency group crossover including the
Warrior group) Gaming, Hunting, (Priest) Locad History, Musicd Instrument,
Reading/Writing.

Equipment: The Nobleman Priest may spend his gold as he chooses # but he has
certain minimum standards he cannot violate. Before sarting play, he must buy:

(1) A suit of armor (if heis permitted to by hispries-class. . . and, unless hisclass
limits him to lesser armor, he cannot buy armor less protective than brigandine or scae
mall).

(2) At least one wegpon larger than adagger (again, if his priest-class so permits him).

(3) A horse (at least ariding horse), riding saddle, bit & bridle, horseshoes and
shoeing, hater and saddle blanket.

Special Benefits: The Nobleman Priest starts with more gold than other priests; see
below under Wedlth Options.

The Nobleman Priest receives a+3 reaction from any noble of his own culture, and a
+2 from nobles of other cultures. The DM can ignore thisif there isa culturd hatred
between those people and the priest’s culture or the priest's god.

When traveling, he can demand shelter from anyonein his own land; he can demand
shelter for two people multiplied by the priest's experience leve (if heseighth leve, he
can demand shdlter for himsdf and aretinue of fifteen more people).

Special Hindrances. The Nobleman Priest is expected to live well. If he has enough
money to do so, he may only buy high-quality goods, and so must spend at least two
times the minimum necessary money for anything he buys. If abasic long sword costs 15
gp, he won't buy one worth less than 30 gp; the extra money goes into qudity, engraving,
etc. (He can't save money by having afriend or follower buy chegper things for him; he's
just not satisfied with anything less than good- qudity merchandise))

If the priest is broke and cannot spend this extramoney, he can then settle for lesser
goods. . . but the other nobles of his culture, if they see him with shabby accoutrements,
will mock him, and he does not get his reaction bonus until once again dl his goods are
high-qudity goods. In fact, if his gear and possessions look sufficiently shabby (DM's
discretion), people may not believe him to be anobleman a al, and may refuse him the
shelter he could ordinarily demand. (This happens most often if a nobleman priest is
robbed of dl his clothes and goods and |&ft to fend for himself.)

As he can demand shelter of others, other Nobleman Priests can demand shelter of
him. This can be expensive if they decide to say for awhile. Thisis aso agood way for
the DM to bleed extra money from the priest if he seems to have too much.

Wealth Options: The Nobleman Priest begins play with more gold than other priests.
He gets 225 gp plus the standard 3d6x10 gp. But he must spend a good portion of that on
the Equipment required of him. If the priest abandons this kit, that money doesn't
megicaly "go away," but as part of his socid ogtracization the character should suffer



some sort of financial loss, equal to at least 225 gp, as determined by the DM. (Perhaps a
malicious ex-friend destroys some of his property; perhaps a petty-minded business
acquaintance betrays him on abusiness dedl.)

Races: Thiskit has no specid requirements for race. The DM may decide that not dl
races have the same kind of socid snobbery that humans do, in which case thet race
could not take thiskit.

Outlaw Priest

Description: This priest has decided to become part of some sort of outlaw community
and serve that community's religious needs. Thetroubleis, for the character to take this
kit, this group or community must be sufficiently outlawed that the priesthood in question
does not gpprove of it. Alternatively, the priest may have decided that the god's
priesthood is not serving him in an appropriate way, and he will have decided to create
his own priestly order serving the same god. In this case, too, the regular priesthood does
not approve of him. In ether case, the priest must believe that he is fill serving the god
in afashion that the god approves of. (The DM, obvioudy, must agree.)

Friar Tuck, the cleric who tended to Robin Hood's Merry Men, is the classic example
of thistype of priest.

This priest, in the pursuit of his duties, is opposed by other priests serving the same
god. In addition, if he'sidentified himsdlf with an outlaw or pirate band, helll be wanted
by the authorities as a member of that band.

There are no specid ability-score requirements to be an Outlaw Priest.

A priest dbandons this kit by leaving the outlaw band or opposing/disbanding the new
religious order, whichever is pertinent. Additiondly, by role-playing in the campaign, he
must answer dl the charges pressed againg him by the authorities (he might do this by
being tried and going to prison for atime, or paying reparations, or accepting tasks of
penance from his temple); if he does not, he will continue to be opposed by histemple
and wanted by the authorities.

Barred: Priests of the gods of Community may not take this kit. Priests of no
Philosophy or Force may take thiskit. (They can associate themsalves with pirate or
outlaw bands, but there is no censure within their orders because of it, and therefore no
disadvantage to belonging to such aband.)

Role: Thissort of priest has one of two roles, depending on the Situation.

(1) With the firgt Situation mentioned above, the priest has joined an outlaw or pirate
band. In the campaign, then, he's the rogue priest who has decided that the band deserves
his priestly guidance, and that thisis more important than the demands of his priestly
order. The priest either agrees with the band's outlaw activities or ignores them; his
concern is that they receive the blessings of his god. Perhaps, too, he thinks that they'll be
amore ethical group with him around; he may be present to keep them from performing
acts of brutality or rapine, which they might undertake were he not present.

(2) In the second stuation mentioned above, the priest is arogue visonary who thinks
that he must serve hisgod in away not gpproved of by the norma priesthood. This
character is probably someone who went through the temple's normd priestly training,
decided that there was something wrong or lacking in it, and set out to found his own
order. A classic example of thisisthe Stuation where a priesthood has become corrupt
and lazy, and areformer priest has gppeared to try to return the worship of the god to its



former honorable state; the corrupt priests naturaly wish to maintain the status quo.

Secondary Skills: The priest can choose his own secondary skill. If he's part of a
pirate band, he may wish to choose Sailor, Shipwright or Navigator. If he's part of a
landbound outlaw band, he might choose Forester, Hunter, or Trapper/Furrier. He may
decide on none of these and make a decision based on his life before he entered the
priesthood.

Weapon Proficiencies: Required: None. Recommended: If Pirate, cutlasst, belaying
pin*, bill. If Outlaw, weapon choices gppropriate for the outlaw band. (The "*" symbol
refers to wegpons introduced in The Complete Fighter's Handbook.)

Nonweapon Proficiencies: Bonus Proficiency: Rdigion.

Recommended Proficiencies (Pirate Priest): Pirate's Bonus Proficiencies: (Generd)
Rope Use, Seamanship, Swimming, Weether Sense, (Warrior, double dots unless priest-
class dictates otherwise) Navigation, (Priest) Engineering (for shipbuilding),
Reading/Writing (for mgpmaking), (Rogue, double dots unless priest-class dictates
otherwise) Appraising, Set Snares (in association with Rope Use skill), Tightrope
Walking, Tumbling, (Wizard, double dots unless priest- class dictates otherwise)
Engineering (for shipbuilding), Reading/Writing (for mapmaking).

Recommended Proficiencies (Outlaw Priest): (Generd) Direction Sense, Fire-
Building, Riding (Land-Based), (Warrior, double dots unless priest-class dictates
otherwise) Anima Lore, Bowyer/FHetcher, Endurance, Hunting, Running, Set Snares,
Survivad, Tracking, (Priest) Hedling, Herbalism, Loca Higtory, (Rogue, double dots
unless priest-class dictates otherwise) Disguise.

Equipment: No redtrictions. Within the context of the campaign, if thisisa pirate or
outlaw band, it's abad ideato wear metal armor (banded, brigandine, bronze plate, chain,
fidd plate, full plate, plate mail, and ring mail). Meta armor drags pirates down to their
degths when they fdl overboard; and it's noisy when worn by outlaws trying to ambush
their prey. But thisisjust afactor the DM needs to remember, not a restriction on the kit.

Special Benefits: The main benefit of thiskit isthat the priest does not have any
superiors. He takes orders from no superior religious authority (unless the god himsdif
chooses to issue some).

Special Hindrances. The outlaw priest is opposed by the normd priestly order serving
his god. When they hear of his plans, they try to thwart them (break up religious
meetings, disrupt building of histemple, etc.). This priest never getsto build atemple a
cut-rate prices, he must dways spend the whole amount to build histemple. (If he ever
abandons hiskit, the regular priesthood may accept his temple as one belonging to the
priesthood, but will never recompense him haf the money it took to build it.) If the
outlaw priest is part of an outlaw or pirate band, he is sought by the same authorities that
seek that band, and will pay the same pendties under the law asthey do if he is caught.

Wealth Options: Outlaw priests get the standard 3d6x10 gp for starting gold.

Races. No specid redtrictions.

Pacifist Priest

Description: This priest is devoted to the cause of peace. He is achampion of passve
resistance, of achieving one's ends without resorting to violence of any kind.

There are no specia requirements to be a priest of this sort. Nor are there specia rules
for abandonment of the kit, if the character eventualy feds that he needs to be wielding



force to achieve hisends.

Barred: Priegtsof the following gods, forces and philosophies may not be Pecifist
Priests: Disease, Evil, Justice/Revenge, War.

Role: Inacampaign, this priest can be ared aggravation to the more combat- oriented
player-characters. Therefore, the DM should dlow this priest in only the following
gtuations:

(1) When he's an NPC, so that the DM doesn't have to work to contrive to keep him
with the party dl the time (they'll have an easer time of abandoning him if they wigh);

(2) When hée's part of a specific quest or mission (i.e., they must accompany him and
guard him throughout the quest or it will automaticaly fail); or

(3) When dl the PCs are pacifigts (thiswould be a very unusud campaign or quest,
indeed...).

Note, though, that just because the priest demands peacefulness of al around him, his
dlies don't have to obey. However, it isinevitable that in combat Stuations the player of
the pacifist priest will fed Ieft out (he cant fight); additiondly, hell fed conmpelled by his
philosophy to argue with the other PCs, to chide them for their violence, which will get
on their nerves. Therefore, the DM should keep such quests short, so that the pacifist
priest doesn't drive the other charactersto the point that they'll kill him.

Secondary Skills: This priest may choose or random-roll his secondary skill. It may
not be Armorer, Hunter, or Trapper/Furrier (if he rolls one of these up randomly, he may
re-rall).

Weapon Proficiencies: The Pacifist Priest may not know any Wegpon Proficiency
except bow and dart, and may know them only if his true priest-class dlowsthem. The
priest may only use these weapons in competition, as described below under " Specid
Hindrances." The priest il receives dl his Wegpon Proficiency dots, and if he ever
abandons this kit may "spend” them a arate of two dots every experience level.

Nonweapon Proficiencies: Bonus Proficiency: Etiquette. Recommended: Languages
(Modern), Languages (Ancient), Ancient Higtory, Singing, Musicd Instrument,
Reading/Writing.

Equipment: This priest may not buy any armor, and may not buy any wegpon except
dagger or knife (for egting only), and bow and dart (if he has proficiency with them).

Special Benefits: This priest is avery compelling persondity. He receivesa+2 to his
Charisma score (his Charisma cannot exceed 18 from this bonus), and, in addition to any
reaction bonus that his heightened Charisma gives him, he receives a+2 reaction from
anyone who is not utterly opposed to his philosophy. (Beings opposed to his philosophy
include priests and devoted adherents of the gods, forces and philosophies mentioned
above under "Barred,” and certain warlike nonhuman races like orcs, ogres and trolls.)

Special Hindrances: This priest may never wear armor, and may never use wegpons,
spells or any other tactics to harm a human, demihuman, nonhuman, or mongter. If he
ever violates this decree, his god will not punish him (because the pacifist's oath is one he
took for himsdlf, not for his god), but his own guilt will deprive him of dl magic spells
for the gpan of one month. (If the DM wishes, if the priest isafollower of the god of
Peace, the god can ingtead punish him as a"Betraya of Gods' from the Role-Playing
chapter.) Naturally, if he later abandons the kit, he can resume the wearing of armor and
use of wegpons according to his priest-class.

Wealth Options: This priest gets the usua 3d6x10 gp.



Races. No specid limitations.
Peasant Priest

Description: The Peasant Priest isthe antithesis of the Nobleman Priest above. Hes a
champion of the common man, and prefers serving the commoner to any associaion with
nobles. He has taken avow of poverty; he believes he should sacrifice hisworldly goods
to the glory of hisdaty.

Note that the Peasant Priest need not have been born a peasant; he could have been
born a nobleman and later abandoned that lifestyle and the privileges of his class.

There are no ability-score requirements to be a Peasant Priest.

There are no specid rules for abandonment of this kit.

Barred: Priestsof the following gods, forces, and philosophies may not take this kit:
Evil, Good, Prosperity.

Role: Inthe campaign, the Peasant Priest devotes himsdf to the needs of the common
man. If he's part of an adventuring party, he won't support any plans which endanger or
exploit the peasants or sarfs, and will try to recommend plans which advantage them.
(For example, if the party wants to use the locas to help lure the dragon out of its cave,
S0 that the locals will be the first ones flamed and esten, the priest will object. But if the
locdls are to be dong as support troops, and have information and chances of success and
aurviva at least equd to the player-characters, he won't have any such objection.) Hell
ing st that treasures be shared with the locas of the area where the treasure was found.
(Assuming thet the treasure is split into even shares among party members, hell ingst
that the loca peasant community receive two shares, for example)) In agreedy or tight-
fisted party, the party might refuse his requests, which doesn't mean the priest hasto
attack them or ged from them... but thiswill inevitably result in the priest becoming
disllusoned with the party.

Secondary Skills: The player may choose his priest's secondary skill.

Weapon Proficiencies: The player may choose his character's weapon proficiencies,
subject to the limitations of the priest's actud priest-class. The DM may ins st thet the
character start out the campaign only with proficiencies appropriate to a peasant, such as
short sword, spear, bow, footman's weapons and the like; long swords (and bigger
blades), horseman's wegpons, exotic polearms, lances, tridents and the like are not. This
should only be aredtriction when the character isfirst created; afterwards, he can learn
any weapon his priest-class dlows him.

Nonweapon Proficiencies: Bonus Proficiencies: Agriculture or Fishing (player
choice), Wesather Sense or Animd Lore (player choice). Recommended: Any of the
Generd proficiencies.

Equipment: The Peasant Priest has redtrictions on the way he spends his money. Other
than wegpons, with which he has no monetary limitation, he may own only one object
worth as much as 15 gp, and other than that one object may own nothing worth more than
10 gp. He may never own more than 75 gp worth of (non-weapon) property a any one
time. If he receives money or gifts which put him above that limit, he must give away
money and possessions until once again he is within the 75 gp limitation.

Special Benefits. The Peasant Priest dways has shelter when hé'sin hisown
community; his own people will shelter him even from the land's rightful authorities.
Among peasants of other communities, he cannot count on this benefit, but he receives a



+2 reaction adjustment from all peasants.

Special Hindrances: The Peasant Hero's great limitation is described above under
"Equipment.”

Wealth Options: The Peasant Priest gets the standard 3d6x10 gp starting money. Of
the money he receives, no more than 75 gp may be spent on goods other than weapons.

Races: No specid limitation.

Prophet Priest

Description: A prophet is one who receives Signs, dreams, or clues about the future
from his god. Priests of the god of prophecy are prophets, but they aren't the only
prophets. Priests of other gods can receive and pass dong prophecies. However, since
thisisrarer, the DM has the right to approve or disgpprove any character taking this
Priegt Kit.

To be aProphet Priest, the character must have a Wisdom of 15 or better.

A character may not abandon thiskit. Aslong as heisapriest, heis a Prophet Priest.

Barred: Priests of the god of Prophecy may not take thiskit. All other priests may.
(Priests of philosophies or forces don't receive their prophecies from a god; their
prophecies are more like psychic impressons.)

Role: In the campaign, the Prophet Priest is partly atool for the DM; the DM can use
the character to supply clues and even red herrings to the characters. Hisis often a
thankless job, and heis often a bit dienated from the normd folk (see " Specid
Hindrances' below).

Secondary Skills: The priest may choose his own secondary skill.

W eapon Proficiencies. Required: None. Recommended: Any that the priest's actual
priest-class permits.

Nonweapon Proficiencies. Bonus Proficiency: Westher Sense. Recommended: None
Specid.

Equipment: No specid redtrictions.

Special Benefits: The character receives the Medium Granted Power "Prophecy™ from
the Designing Faiths chapter. However, it's more limited than the Prophecy which is
granted to priests of the god of Prophecy. With this power, priests may receive visons
from the god a any time the DM decides, but may only ddliberately snk into atrancein
order to receive avison once per day.

Special Hindrances: It's not normal for anyone but priests of the god of Prophecy to
be prophets. Therefore, normal people are alittle edgy around other prophets, and react to
thema a -2 reaction adjusment. (This adjustment may never result in a reaction worse
than Cautious, however.)

Wealth Options: This priest recelves the norma 3d6x10 gp starting gold.

Races: No specid limitations.

Savage Priest

Description: Thisisashaman of asavage tribe. This character isamember of the
tribe. The tribe itsdlf isatechnologicaly and culturdly primitive one (by the Sandards
and in the opinions of more "civilized" cultures), but is aso one which is atuned to the
natura forces of the world. The Savage Priest interprets the will of his god and acts as an



advisor or leader to the members of histribe.

This character might be an anima-totem shaman who assgns dl the triba warriors
their anima totems. He might be the witch-doctor who inssts on the deaths of the
adventurers from the outside world. Take a priestess of a nature-god and give her the
Savage Priestess kit, and you end up with something very like a nymph. Whether the
Savage Priest isgood or evil, filthy or cleantlimbed depends on the nature of the tribe
itself; the DM decides what thetribeislike.

To be a Savage Priest, a character must have aminimum Strength score of 11 and a
minimum Congtitution score of 13.

In abandoning this kit, the character is renouncing his membership with the tribe and
accepting citizenship in some other culture. This frequently happens with Savage Priests
who join adventuring parties, stay with them in travels through the world, and learn so
much of the outside world that they no longer fed like part of their tribe,

Barred: Priests of the following god and philosophies may not take this kit: Disease,
Divinity of Mankind, Evil, Good.

Priests of the following gods are most gppropriate to thiskit: Animas, Earth,
Elementa Forces, Fire, Hunting, Nature, Sky/Weather, Vegetation.

Role: Inacampagn, this character usudly playstherole of the primitive who finds his
world-view shattered by his experiences in the outer world... but who might teach his
"avilized" companions something about smple truth and justice as he adventures with
them. The DM should insst that the character role-play histribd originsin thefirst four
or five experience levels, until the character is more used to the outside world; this priest
will be baffled by "high-technology™ inventions (iron and steel weapons, boats made out
of more than asingle log, hourglasses, anything more sophidticated than the tools of his
tribe), by civilized morads and ethics, and especidly by the strangeness and unfairness of
the laws of civilized men.

Secondary Skills: The Savage Priest character must take Fisher, Forester, Groom,
Hunter, or Trapper/Furrier as his Secondary Skill (player choice, based on the activities
of his character'stribe).

Weapon Proficiencies: The Savage Priest is limited to the weagpons his actud priest-
class permits him, and is further limited (when heisfird created) to the following set of
proficiencies: blowgun, long bow, short bow, club, dagger, javdin, knife, ding, spear.
After he has adventured in the outer world, the character may learn other proficiencies.

Nonweapon Proficiencies: Bonus Proficiencies: (Generd) Direction Sense or
Westher Sense (player choice), (Warrior) Endurance or Survivd (player choice).
Recommended: (Generd) Anima Handling, Anima Training, Fire-Building, Fishing,
Riding (Land-based), Rope Use, Swimming, (Warrior, double dots unless the priest-class
dictates otherwise) Anima Lore, Bowyer/Hetcher, Hunting, Mountaineering, Running,
Set Snares, Tracking, (Priest) Hedling, Herbalism, Local Higtory, Rdligion, (Rogue,
double dots unless the priest-class dictates otherwise) Jumping, Tightrope Walking,
Tumbling, (Wizard, double dots unless the priest-class dictates otherwise) Herbalism.
The Savage may not take Etiquette or Heraldry when first created.

Equipment: The Savage Priest, with his starting gold, may buy no armor other than
leather armor and shield, and may buy no weapon not listed above under "Weapon
Proficiencies”” He must sperd dl his gold when heis created, or lose any "change' he has
left over.



If you have The Complete Fighter's Handbook, use the Equipment rules for the Savage
Warrior Kit instead.

Special Benefits: The Savage Priest has aspeciad Detect Magic ability, resembling the
spell of the same name, which he may use once per day per experience level hehas(i.e,
a 5th-leve savage could use his ability five times per day). The rulesfor this power are:

Detect Magic. The Savage Priest isin tune with nature and canfed when thereis
something magicd in the vicinity. Aswith thefird-level Priest spell, he has a 10%
chance per experience leve to determine the sphere of the magic.

Special Hindrances. The Savage Priest isimposing and strange, and he worships his
gods"dl wrong"” (i.e,, civilized folk and priests recognize that his rites are different,
unlike theirs). Therefore, he suffers a-2 reaction adjustment from al civilized folk
(NPCs, that is; PCs can decide for themselves how they react to him).

Wealth Options. The Savage starts out with only 3d6x5 gp. After the campaign sarts,
he will encounter money, and the player may decide either that he likes the stuff or
rgectsit as astupid city-human idea.

Races: No specid limitations.

Scholar Priest

Description: This character is aresearcher. He's most at home when he's poring over
books, scrolls, papyri, clay tablets and other old writings. He's not forbidden from
fighting, but is more likely to try to straighten out a bad Stuation with reason, persond
charisma, or even trickery than with awesgpon. Hislifeis dedicated to the assmilation of
knowledge (and, usudly, the transmission of that knowledge to new generations).

A scholar priest must have an Intelligence ability score of 13 or better.

This kit cannot be abandoned. A scholar can break off correspondence with other
scholars, can choose not to teach, can decide not to do any studying or writing for as long
as helikes, but he can dways re-enter the academic world.

Barred: Priests of the following gods, forces and philosophies cannot take this kit:
Competition, Fertility, Life-Death-Rebirth Cycle, Strength, and War.

Priests of the following types are most gppropriate for thiskit: Arts, Crafts, Culture,
Divinity of Mankind, Literature/Poetry, Music/Dance, and Wisdom.

Role: Inthe campaign, this priest is motivated by his desire for knowledge. Hell often
be tempted by adventures where he's likely to be able to learn something. If an
adventuring party is going to aruin where afamous library once stood, helll eagerly join
on the faint hope that some scrap of that library still survives. Hell be part of expeditions
to vidt famous Stes or ancient beings who might tell him stories of the past or solve old
mysteries. He might be part of an adventure just so that he can chronicle it and preserve
itseventsin history.

Secondary Skills: The Scholar Priest must take Scribe as his secondary skill.

Weapon Proficiencies: Required: None. Recommended: Any appropriate to the
priest's actud priest-class. Note: See " Specia Benefits" below.

Nonwegpon Proficiencies: Bonus Proficiency: Reading/Writing. Recommended:
(Generd) Artigtic Ability, Etiquette, Heraldry, Languages (Modern), (Priest) Ancient
Higtory, Agtrology, Languages (Ancient), Locd History.

Equipment: The scholar-priest must aways have writing materid, quill and ink with
him. If ever heloses them, he must regain or replace them as soon as possible, and in the



meantime will be recording his experiences in any fashion he can find. Other than that,
this kit makes no demands on the way he spends his money.

Special Benefits: The Scholar Priest can "spend” any of his Wegpon Proficiency dots
on Nonweapon Proficienciesingtead. He doesn't have to; he can adhere to the normal
pattern of proficiency choice that is gppropriate to his priest-class. But if he wishes he
may turn Weapon Proficiency dots into Nonwespon dots and thereby become avery
skilled character. Also, the Scholar receives a +3 reaction bonus from other scholars,
admirers of scholastic concerns, writers, journdists, and people who imagine that they
are scholars. Because of this, when the party thinksit isin a Stuation when no oneis
willing to help, it may turn out that the mousy derk, antagonigtic king or homely witch
they met isan admirer of or even correspondent with the Scholar Priest and will help
them.

Special Hindrances. Many scholars are egotistical, and debates between scholars can
become very heated and persona. Whenever the DM rolls a reaction check from another
scholar, he should firgt roll 1d6. On a1, the player-character scholar gets a -6 reaction
adjustment instead of a+3, because a some time in the past (or even the present) he
argued or disagreed with this scholar's pet opinion and offended him completely.

Wealth Options: The Scholar Priest gets the standard 3d6x10 gp starting gold.

Races: No specid limitations.

Recording Kitson the Character Sheet

To record your priest kit on your character record sheet, do the following:

(2) When you write down the character's priest-class, dso add the name of his priest
kit there. If the character were a priest of the Norse god of thunder and also a peasant
priest, you'd write "Priest of Thor/Peasant Priest.”

(2) Where you write down the character's nonweapon proficiencies, add the ones you
got free from the priest kit, and put an asterisk beside them to indicate that they are free
proficiencies provided by the kit.

(3) Wherever you have space for notes, mark down the character's specia benefits and
hindrances, and any other facts you want to remember.

Multi-Class and Dual-Class Char acters

Any multi-class priest can take one of the Priest Kits above. However, he can only take
one kit, totd. If he has severa character classes, he can't take a separate kit for each class.

The sameistrue of dua-class characters. If acharacter begins play as apriest and
takes one of the kits above, and then later changes to another class, he does not have to
abandon the kit. However, he sill may only have one kit. Also, if he chooses to abandon
the kit when he changes class, he may not then take on a kit from the new class. The
character may only have had one kit, ever, aslong asheis played.

Abandoning Kits

A character created with a Priest Kit might, later in his adventuring career, decide that
he has to abandon it. For instance, a Pacifist Priest might be crushed when hisinaction



resulted in the deeth of afriend, and might decide to abandon his pacifigtic stance.

The player must tell the DM that he wishes his character to abandon the kit. If this
choiceisthe result of some traumatic event, asin the example above, the character may
samply wish to declare hisintent. If the choiceisagradua one, the DM may want to
work it into the goryline.

The priest abandoning his kit will have to role-play out his decison and its
consequences. Hell announce hisdecison . .. and he must suffer the reactions of his
dlies (and the other members of his order!), whether good or ill.

He will give up al the kit's bonuses and hindrances. The character does not give up
any bonus proficiencies, but they are no longer "bonuses.” The character must "pay” for
them by spending the next proficiency dots he receives on them.

Once he's abandoned a Priest Kit, the character may not take another Priest Kit to
replaceit. At this point, heésanorma priest of his specific mythos for the rest of his

playing life
Modifying and Creating Kits

The DM should dter the kits above in order to fit them better into his campaign world.

For ingtance, if there are no Savage races to which the PCs could belong, the DM
should disallow the Savage Priest kit.

If you'd like to cregte dl-new Priest Kits, refer to the kit creation rulesin The
Complete Fighter's Handbook.

Role-Playing

There's more to role-playing priests than bashing miscreants, casting spdlls, waving
holy symbols and making earnest pronouncements. In this chapter, were going to talk
about the differences between priests, even priests of the same orders, and about how
they relate to the campaign world and their deities.

Priest Personalities

No two priests are dike in their goass, desires, quirks, and prejudices. It doesn't matter
if they belong to the same priest-class, have the same Priest Kit, are at the same
experience level and have rolled the same hit points. . . they're going to be different
people.

Below are descriptions of severa common type of priest characters. All of these
persondities are drawn from priest character stereotypes common to the movies and
fiction. Novice role-players should read through these descriptions and, if they wish,
adopt one of these persondlity types for their priest characters or at least |et these
descriptions inspire them to work out the details of their characters persordlities.
Experienced role- players, to whom the creation of personditiesis second nature, should
skip on to "Priest Adventures."

The Crusader



The Crusader isapriest with amisson. What that misson is, is up to the player and
the DM; he may wish to convert the heathens, to restore atempleto its origind glory, to
clean up a corrupt priesthood, to crush the enemies of hisfaith, to destroy a powerful
clan, or to gain specid rights or privilegesfor (or merdly alifting of bad or prejudicid
laws from) his people.

Thisis not such abad thing when the Crusader's god's correspond to the god's of the
adventuring party. That's easy to sustain for a multi-episode adventure. But when the
other player-character heroes attention turns to some other matter or enemy, the Crusader
islesswilling to go dong. He may continue on with them for atime, but his atention
aways turns back to his persond crusade.

The Crusader is best suited to lawful dignments (lawful good, lawful neutrd, lawful
evil). He tends to be humorless, but certainly doesn't have to be stupid.

In combat Stuations, the Crusader is a Sraightforward fighter, al according to the
limitations of his priestly class. But if the enemy is rdaed to his Crusade, hell become
the fiercest and most energetic of fighters, sometimes taking dangerous risks and going
dl-out to rid himsdf of this most persond enemies.

In role-playing Situations, he doesn't have to be a boring idiot who talks about nothing
but his quest. He can have other gods and interests, too. But the further away heisfrom
his persond crusade, and the less heis able to promote his gods, the more of his attention
they will take up in hismind.

The Earnest Novice

This priest isayoung felow who has newly achieved his priestly rank. (Yes, dl firg-
leve priests are gppropriate for this persondlity . . . but not dl of them haveto takeit.
Other firg-level priests can be alittle more sophisticated or world-wise then thisfdlow.)

The Earnest Novice is naive. He's easly tricked by smooth, polished liars. Heis pure
in his beiefs, especidly those related to his priestly order. He serves as an ingpiration for
others, no matter how battered heis by life, he seems dways just to stand back up and
keep on going.

This character is best suited to the range of good aignments (lawful good, neutrd
good, chaotic good).

In combat Situations, this character is prone to be a bit smple. He has very primitive
combat tactics, such as "run at the enemy and hit him," or "stand where you are and shoot
him;" such things as flanking maneuvers, fents, fase retreets, and other military
maneuvers are beyond his comprehension.

In role-playing Situations, this character expresses cheerful optimism and, usudly, a
lack of understanding about the way the "red world" (that is, the campaign world) works.
It doesn't occur to him to dip awaiter a bribe to get better service: That would be
mongtroudy unfair and unprofessond! The ideas that a colleague might be corrupt, that a
judge might render adecison based on how he fdt that morning, that a beautiful young
lady might not be absolutdly virtuous are dl dien to him. Hell accept them when his
noseisrubbedinthem . .. but they'll never occur to him naturaly.

Mogt players who take this persondity eventualy abandon it; it's nearly impossible to
play acharacter as remaining entirely innocent of the world through adventure after
adventure. See"Changing Persondity Types' below for more on this.



TheHypocrite

This priest isa smooth talker and an advocate of dl the goals of his priesthood and al
the virtuous behaviors there are. But, degp down, he doesn't believe in them. He's fooled
his superiorsin the priestly order, he's probably fooled his adventuring companions, he's
certainly fooled hisflock . . . but he himsdf knows the truth.

Thisisapretty villanous persondity type; when a hypocrite priet isnt avillain, he's
merely weak-willed. Either way, such characters are rare among player-character heroes.
And they never get away with it forever.

Here are some examples of this character's typicd behavior:

He generoudy gifts coinsto city beggars and earns their praise. But on the Side, out of
sght, he trafficks in stolen goods, perhaps including objects stolen from temples of his
order, and uses the respect accorded to priests to smuggle his stolen goods through city
gates and ingpection lines.

When abeautiful young member of the flock comes tearfully to him with problems, he
arranges to see her privately to counsd her. Alone with the troubled young lady, he will
seduce her, then abandon her, blackmailing her with the besmirching of her reputation to
keep his own reputation clean. And should she, in her grief, decide to commit suicide,
hell be the most anguished of mourners a her funera (perhaps he will officiate) . . . and
then begin to work on the young lady's better-1ooking friends the same way.

When sinners come to him after doing evil, they'll dwaysfind absolution . . . fora
hefty pricein gold pieces. Such Snners are dmost aways repest offenders, and so they
are also repeat spenders.

Obvioudy, this sort of persondity is best-suited to nonplayer characters. But it is
aways an option for, and can be a chalenge to, player-characters as well.

The Hypocriteis limited to lawful neutrd, lawful evil, true neutra, and neutrd evil
character dignments.

In combat Stuations, the Hypocrite will tend to behave like the priest he's supposed to
be. If he can find reason to get out of the way of combet, he will: For ingance, if andly
isinjured, the Hypocrite will drop behind the linesto hed or doctor him. The Hypocrite
is aso proneto directing the actions of histeammatesin such away that they teke dl the
risks. If one of them iskilled or injured, of course, he will gppear to agonize over it.

In role-playing situations, the Hypocrite will be the smoothest and most concerned
character around. However, his player will need to communicate, in private consultation
with the DM or through secret notes, the Hypocrite's true motives and plans.

Eventualy the other characters will catch on, and ultimately they will expose or even
kill him. It's up to the player then to decide what the Hypocrite will do (assuming he
survives): He could change his name and start over again e sewhere, or pretend to reform
and become a little more sophigticated in histactics, or he could even reform and change

personality types.

The Motivator

This character islike a grown-up verson of the Earnest Novice. He knows what the
world isdl about, but he intends to do his temple's business and seeto it that his god's



gods are met, with no complaints and no back-talk. He's a combination of cheerleader
and drill sergeant. He leads by example, and he usudly leads. He gets to know the minds
of his companions and plays upon their own goas and desires to get his accomplished.
This doesn't make him avillain like the Hypocrite; he probably intends thisto be to
everyone's benefit.

Like the Crusader, he performs best when he's headed in the direction of his persond
god; unlike the Crusader, he doesn't have just one god that dominates hislife, and can
add the other player-characters goasto their own. (But if he does take on someone e se's
god, you can be sure that helll be unceasing and maybe unbearable in trying to motivate
that character toward that goal. He won't |et the other character abandon the god. He jut
never gives up.)

This character is suited to any dignment. Obvioudy, if he's lavful good, his godswill
be the gods of his god and his society; if he's chaotic evil, his gods will be hisown, and
very destructive ones, too.

In combat Stuations, the Moativator charges into the thick of things and triesto whip up
hisdliesinto acombat frenzy. He gravitates to the center of the skirmish line, and if he's
fit for it will try to take on the biggest and baddest opponents.

In role-playing stuaions, hell be avigorous font of advice and hepfulness. He tends
to be abrupt of speech and firmly st in his opinions (i.e., stubborn), but he'susudly a
good friend to have around.

The Philosopher

This character triesto fit each of his adventures and encountersinto the grand scheme
of the meaning of life. HES not a very exciting persondity, being more thoughtful and
reserved than the dynamic Motivator or energetic Earnest Novice. He often adopts a
"Let'swait and see what happens’ or "Maybe it was meant to be" atitude. He seldom
initiates combat or aggression, but this doesn't make him a pacifist; once he getsinto
combat, he can be as formidable an opponent as any priest of hisclass.

The Philosopher is best suited to lawful and neutrd dignments (lawful good, lawful
neutra, lawful evil, neutra good, true neutrd, neutrd evil).

In combat Stuations, the Philosopher will often hang back for around or so to gauge
the Stuaion and anayze things. In doing so, he may see something the other characters
have missed (more enemies cregping out of a secret pand, an exit tunnd that would alow
them to escape, or the stedlthy motions of an enemy thief cregping around behind one of
the heroes). But he won't hesitate long, particularly when it could meen life or death to
hisfriends.

In role-playing Stuations, he tends to be very andytical, choosing his words carefully,
thinking al the while.

The Palitician

Thisis an ambitious priest. He wants to have political power within the community,
within the temple, or both. This doesn't mean he's bad; he may be acquiring power
because he believes he can widld it better than others and make the world a better place.
But he goes out of hisway to gather favors, advise powerful people (and to do so well!),



to acquire treasure so that he can build great temples and influence the masses, etc.

The Palitician has aweakness, though. Regardiess of his motivations, he sometimes
blinds himsdf to the truth so that he can continue acquiring power and influence. If two
cities or countries are on the verge of war, and that war would benefit him and his power
base, he might advocate that war be declared, and blind himsdlf to the suffering this will
cause among the people who have to do the fighting. If awoman comes to him with the
classc dilemmawhere she is being told by her family to marry one man when she loves
another, the Politician will first consder the influence he might gain from these
respective maiches firgt, and consders the lovers and families fedlings second. He may
not even redizethis. .. but hisadvice will dways be tinged with sdf-interest.

Thisisadso achdlenging role to play, especidly if the character redly is good at heart
and is just conceding from himsdf the harm of his course of action. Eventudly, the DM
should confront him with the results of his selfishness: Perhaps one of his plans or pieces
of advice resultsin tragedy, and the accusations of the PCs or NPCswho see through his
motives convince him that he's been on the wrong path. When this happens, the Politician
might wish to change to another persondity type. On the other hand, sometimesthe
Politician is never caught at it, or never admits his culpability to himsdf, and just
continues risng up the ladder of power and influence.

The Politician is best suited to lawful and neutra dignments (lawful good, lawful
neutrd, lawful evil, neutra good, true neutrd, neutrd evil). If he's Good, hell probably
eventualy understand the damage he has done and can do. If he's Neutra, he won't go
out of hisway to harm people, but will not be truly touched by it when harm does occur.
If he's Evil, thisharm is merely another benefit of the job.

In combat Stuations, the Politician is like any other priest of his gpecific priest-class.
However, if theré's an important person around to impress, he may fight more vigorousy
or risk himsdlf to save that person.

In role-playing Stuations, the Palitician is continually ferreting out rumors and news,
andyzing information, learning the persondlities of important people, and looking a all
gtuations and adventures in terms of the power and prestige they can bring him.

The Proselytizer

This priest's primary motivation involves converting worshippers of other godsto
worship of his god. Nothing €lse matters. If someoneis not according due to his god, that
someone is going to experience areligious conversion attempt. (This doesn't mean that
the Prosdlytizer necessarily bdlieves his god to be the only god. In aland where many
gods are worshipped, thisis an uncommon belief. But if he finds someone who worships
severd gods but excludes his deity, the Proselytizer goes on the job.)

Proselytizers can be of any aignment, but most are dutiful priests of good aignment
(lawful good, neutra good, and chaotic good).

In combat Stuations, the Prosdlytizer acts as any other adventurer. He might be more
gullible when it comes to an enemy who pretends interest in his deity and professes a
desire to be converted, but thiswill only occasiondly take place in the campaign. (The
enemy would have to know him and his motivations pretty well to make this attempt.)

But in role-playing Stuations, the Prosdytizer talks about little other than hisgod, his
temple, and his persona adventures in service to his god and his temple. He can be quite



insufferable a times, in fact.

Ultimatdly, his adventures may convince him that there are other thingsto life than the
ongoing conversion of non-believers; a thistime, his player may choose for the character
to take on a new, different persondity. But even then, the character islikely to remain a
bit more interested in religious conversons than other examples of his new personaity
are.

The Sage Counselor

Thispriest is primarily interested in acquiring wisdom and passing it on. He likesto
help people. And since he's a priest, people often come to him with their troubles; he's
aways willing to advise them. (Depending on his experience and persond wisdom, he
could be quite good &t it, too.)

This persondity is best suited to lawful good and neutra good dignments. (A chaotic
good priest could also try to be a sage counselor, but his advice is likely to be more
dramatic and less well-reasoned than that of the other alignments.)

In combat stuations, the Sage Counselor islikely to try to persuade the enemy to
surrender, to run away, or just to be reasonable. This doesn't mean that he's stupid,
though. Confronted with danger, he can hit just as hard and defend himsdlf and his
friendsjugt asfiercely.

In role-playing situations, the Sage Counsdor goes out of hisway to help people; if he
sees a sad face and has some time available to him, helll gravitate to the stricken person,
kindly ask if he can help, and end up wrapped again in some other person's troubles.
Incidentally, thisis a great way to get the character involved on new adventures. The DM
need merdly run atearful NPC past the priest, and another adventure is on its way.

Changing Personality Types

Sometimes, as mentioned above, it becomes necessary for aplayer to re-think his
character's persondity. Perhaps the character has outgrown that persondity. (The Earnest
Novice must eventudly grow up, for instance.) Perhaps dramétic events have forced the
character to re-think his goads and attitudes. (This often happens to the Crusader and the
Politician.)

Since these Persondity Types are not part of an officid rule or game mechanic, the
player can change them as he chooses. He shouldn't change his character's persondity
just because he's bored with it, though: Events in the campaign should be the factors
which influence this change. Here are some ways it can come about.

The Crusader might achieve hislife-long god, or lead one party too many into desth
and disagter and redlize that dl he's doing is hurting people. In this case, he could become
embittered and turn into a Hypocrite, playing on his good reputation, or could tone his
approach down and become a Mativator, or could achieve a measure of wisdom and
become a Sage Counsdlor.

The Earnest Novice could wise up and redlize that the world is a more complicated
and unfathomable place than he thought. If he becomes disllusoned by this, he could
turn into a Hypocrite. If he smply matures abit, hed be aMoativetor. If he acquiresa
specific god, he could become a Crusader, Palitician or Prosdytizer. And if he Smply



acquires a bit of wisdom or perspective, he could become a Philosopher or Sage
Counsdlor.

The Hypocrite could change his persondity if he is confronted by the harm he causes
and cares a dl about it. (If he doesn't care, he won't change.) If he does change, he's
likely to become a Crusader (trying to expose and eiminate other Hypocrites), a
Palitician (so he can gain enough power to weed Hypocrites out of his order), or even a
Sage Counsdlor (who can possibly anticipate the tactics of other charismatic users).

The M otivator could run out of energy; after too many years of battering himsdlf
againg the brick wall of an uncaring world, he might tire out. In this case, he'slikely to
become a more sedate Philosopher or Sage Counselor. He could conceivably become
embittered and become a Hypocrite.

The Philosopher isn' likely to change. His personality comes with maturity, not
beforeit. If he does change, it will probably be because he's grown tired of being dull and
undramatic, and he's likely to become a Mativator, one anxious for adventure, combat
and lifein generd.

The Politician will probably change only if he perceives that he's doing more than
good (and if he mindsthat). In this case, hell probably shy away from red respongbility
in the future and become a Philosopher.

The Proselytizer islikdy to redize that heis not serving his god best smply by
converting others to that god's worship. He's likely then to become a Crusader, so that he
can avidly pursue one of his god's specific gods, aMotivator, so that he can bring energy
to other priests of his order; or a Politician, so that he can improve the stature of his god's
worship through reorganization of the priesthood.

The Sage Counselor, like the Philosopher, isnt likely to change; thisis a personaity
that is acquired with experience.

All Sense and No Brains

And now we're faced with one of the commonest questions about clerics and druids:
How do you role-play a character who has a high Wisdom score and alow Intelligence
score? How do you play al sense and no brains within an AD& D® game campaign?

Intelligence ded's more with reasoning power, caculating ability, and memory
retention. Wisdom deals with common sense, understanding of human nature, and
judgement.

So when you're role-playing a character with alow Intdligence and a high Wisdom,
try to break down the Stuations they face into the e ements which the character's
Intelligence and Wisdom would anayze.

Example: The characters have come to a rickety bridge which spans a gorge. They
need to cross the gorge, but the bridge looks dangerous. Should they cross?

The character's Intelligence will evaluate the bridge's chances of holding up while
they cross over. The character will look at the state of the wood, ropes, nails, how much
and where it sags, whereit'srotted through, and so on, and then will try to calculate the
answer to this question: Will the bridge hold up if the characters cross over? If the
character thinksit will, then hisreply, regardless of the group's current situation and
time available, is Yes: They should cross. If the character thinks it won't, then his reply
will be No: They shouldn't.



The character's Wisdomwill compare the risk to their need and situation. Theriskis
that the bridge will collapse and kill someone, perhaps a party member dear to everyone.
What istheir current situation? If the party has little time and is being pursued by a
superior enemy force, then the risk is necessary, more or less regardless of what the
Intelligence thinks of the bridge's chances; the character will say Yes, they must try to
cross now. If the party has a good deal of time, then the risk is not necessary; regardless
of how safe the Intelligence thinks the bridge is, Wisdom says not to risk it. A human life
isnot worth it.

Thisisthe kind of decison-making process the character can undertake if he wishesto
role-play a high-Wisdom, low-Intelligence character in acampaign . .. and obvioudy it
can lead to great arguments between them and their high-Intelligence, low-Wisdom
counterparts.

Priest Adventures

The DM may want to dant some of his campaign's adventures specificdly to his priest
player-characters. It's not hard to do that; he has only to build the adventure around one
or more of the priest's duties or respongbilities.

The priest-oriented plot device we use to motivate the priest to action is caled a Hook.
To design an adventure around the priest character, the DM has to provide a hook that
will bring the priest into the adventure, and do S0 in such away that the adventure doesn't
exclude the other player-characters.

The hook must address the priest in one of his priestly roles or duties. Below we
present a variety of hooks and approaches to this sort of adventure.

Advisor of the Faithful

The priest provides guidance to the flock. Followers of the temple come to him for
advice, and he's supposed to giveit.

That advice can't be correct dl the time, especidly when the faithful come to him with
no-win gtuations. When it goes wrong, the priest will probably fed guilty. When it goes
disastroudy wrong, and the injured party comesto the priest for help, the priest will
probably be willing (if not anxious) to dean the Stuation up.

As an example of this hook, let's say a doting father comesto the priest with this sory:
His son has come to him and asked for money so that he can buy wegpons and armor. His
son has heard of abandit encampment where there is much treasure to be found. The son
is sure that with the right wegpons and armor and alittle luck he can snesk into the camp
when most of the bandits are gone, defeat the guards, and make off with the treasure. The
father doesn't know where the encampment is; his son won't tell him. The sonisagood
fighter and knows what he's talking about; on the other hand, he is youthful and a bit
overconfident. The father asks"Should | give my son the money for this equipment?’

If the priest says Y es, the father does so. The son tries the raid but is captured after
killing severa bandits. The bandits send back his bloody, broken sword from their
mystery encampment, with aransom demand which the father (and even the PCs) cannot
meatch.

If the priest says No, the father follows his advice. The son tries it anyway, and is



captured because he was under-equipped; no bandits died. Again, the son is ransomed
beyond the father's means.

If the priest says "Maybe, but my friends and | would like to get in oniit,” the father
will take him to talk to the son. The son will sound agreesble to the propostion, but will
snesk off at firgt opportunity. He doesn't want anyone ese horning in on his adventure.
And because he had to charge off prematurely, he doesn't know enough about the bandit
encampment and is caught up in snares set around its perimeter. Here, again, he's
captured and ransomed.

In either of these three cases, the father comes back to the priest to say, in effect, "Y our
lousy advice got my son captured, and | can't ransom him! Please save him!" Which the
priest will beinclinedtodo . . . and hell probably want to have his friends, the other
PCs, dong with him.

Incidentally, we don't recommend that you face your PCs with no-win Situations such
as the one above very often. It wouldn't be fair to do thistime and time again; the players
would (correctly) assume that they could never do anything right unless the DM
arbitrarily wanted them to.

Agent of the Priesthood

When the priest isalow-leve character, ill near the bottom of the totem pole of the
priesthood's hierarchy, his superiors will frequently send him on missons. A misson
could be nothing more than "Take this letter over to the priest Aclastionin the next
village" or it could be "There's supposed to be some horrible monster menacing our
temple in the next village; do you suppose you could round up some of your more violent
friends and go over there and destroy it for us?'

In the latter case, you have a Situation where the priest character is the center of
attention, and has ample reason and opportunity to invite his nontpriest friendsin on the
action.

Defender of the Faith

When the followers of one faith make war on the followers of another, the priests get
involved in the action. Since these wars tend to take place between entire cultures, the
player-character priest will probably be an dly of the other player-characters. In this case,
his temple superiors are likely to ask him to round up some capable dliesand go on
dangerous missons into enemy territories, or to hold a crucia mountain pass during a

military campaign.
Defender of the Faithful

Y ou read about Libelsin the Designing Faiths chapter, under "Duties of the Priegt,”
under "Vigilance" (If you didn't, you should now.)

When the faithful are threstened by such alibd, the priest must work againgt it; if he
doesnt, or if hefalls, his people will suffer more prejudice and be in more danger from
people who believe thelibe. (There will be enough who dill bdieve thelibd if it is
proved fase; if the characters can't proveit fase, there will be many more believers ill.)



In order to bring the other player-characters in on such a situation, try this technique
One fine day, the priest finds another priest (of the same temple) dead in his chambers.
The dead man has been murdered, torn limb from limb. His chambers were barred shut
from the ingde; athief could not have picked the bars. In the priet's hand is part of a
page from his journd, and the rest of the journd is missing. The scrap of paper, written in
his hand, is part of alonger chronicle: "in mortal danger. When the {insert the name of an
enamy temple} summon the thing, it will kill him and we will be blamed. | know they
work from the Citadd of Arbright, but could find out no more; | think perhaps they heard
me as| lisened to their talk. It istimefor meto tel -- " There the passage ends,
obvioudy when the priest was interrupted by his murderer.

This puts the priest- character and histemple in a ddlicate Stuation. Obvioudy, the
enemy temple will summon up some sort of monster to kill some person, probably an
important person, and the priet's temple will get the blame. Obvioudy, the summoned
thing, whatever sort of mongter it is, can penetrate locked chambers without violating the
locks and bars.

The priest and his temple have to know more. But the authorities will not alow them
to search the Citadd of Arbright, home of a powerful local family, on thisflimsy and
perhaps fabricated evidence. Therefore, the priest must snesk in, find out what isto be
found out, and escape. Hell need the help of hisfriends. . .

And what they do find out, of course, isthat the Clan Arbright is aiding the enemy
temple. They together have found away to summon an outer-planar creature into sealed
chambers, and they plan to do this some night when the High Priest of the player-
character'stempleis closeted with the king. The being will kill the king and leave the
high priest to take the blame, resulting in damage, perhaps permanent damage, to the
fath. .. unlessthe pries-PC and his friends can thwart the plan.

Martyr for a Cause

The priest'sgod or the rules of the priestly order might force the priest to undertake
some actions that the local authorities just don't understand or approve of. (See below,
under "Society's Punishments," for more on this.) If the priesthood is not protected
againgt prosecution by the secular (non-priestly) authorities, then the priest might find
himsdf on trid for any illegd action performed in the god's name.

Gods usudly don't appear in court as defense witnesses. Therefore, the priet-PC
must defend himsdf through legad means without the benefit of divine tesimony. If he's
convicted, he might have to escape jail to avoid execution; he might even choose to
accept execution in order to dramatize the injustice of his plight. Or, the court might
sentence him to some suicidal mission to atone for the crime he committed. Heisn't
required by the court to go on the mission aone, but no NPC adventurers want to march
with him into certain doom. Thusthe priest character is again brought into an adventure
because of hisfath, and his friends the other PCs, if they truly are his friends, will
accompany him on this quest.

Servant of the God

The god himsdlf will sometimes send the PC on missions. Often, he will gppear to the



PC when heisdone, or will appear to him in dreams, and make his wish known: "Y ou
will travel to the wild lands of the Sylvan Curtain and there find the artifact known asthe
Eagle- Spear. Find it; take it from our enemies, who hold it; bring it back and ingdl it in
your temple ... "

When he investigates the Sylvan Curtain and the Eagle- Spear, the priest will find that
it's certain desth to go there done. He needs adventurers of al descriptions and abilities
to hep him if hésto pull off this adventure successfully . . .

Rites and Role-Playing

Inalot of campaigns, it's easy to ignore one of the priest's foremost functions: He's
aso the officiator at lots of rites, rituas, celebrations and ceremonies.

Every fath will have its own rituas and other specid events; careful, judicious use of
these will add alot of detail and flavor to a campaign.

The DM shouldn't sit down and work up alot of rituasfor each priesthood in his
campaign, and then keep them juggling around in his mind until they emerge, one by ore,
during adventures. But what he should do is bring individuad ceremonies and priestly
eventsinto his campaign as adventure and story hooks.

For example:

"Jeriash, your party arrivesin the city on October 30th. Now, you could head on from
there the next day, but November 1<t is Vine Day, which commemorates your goddess
stopping her work for the year, winter setting in, wine-making ceremonies, and so forth;
it sort of behooves you to volunteer your help at the loca temple for that event .. . "

The Vine Day celebration, a Mardi Gras-like costumed parade festuring wine-drinking
excesses, isagood opportunity to inject some color into the current storyline, but that
ignt dl it hasto be. The DM could wrap an entire story around it; for example, imagine
trying to capture a group of ghouls asthey roam these streets strewn with drunken,
costumed celebrants.

Though the DM shouldn't work up al a priesthood's usua ceremonies in advance,
whenever he does create one, he should make note of it. If he doesn't, and the right time
of year rolls around again, the players will inevitably remember it and wonder why Vine
Day isn't being celebrated thisyesr . . .

Following are descriptions of anumber of different types of rituals. Each of these can
be adapted to the characterigtics of different faiths and different gods. Not dl cultures and
not al gods will feature each of these types of rituas; the DM should decide which apply
to which gods and to which societies.

Atonement

When the flock sins, or acts againg the wishes of the god, the faith usudly has away
for the sinner to reenter the god's good graces. Thisis an act of atonement. Usudly, the
bigger the sin, the more extravagant the act of atonement must be.

The firgt part of this processis usudly the confesson , aforma meeting of snner and
priest where the snner confesses his deed. This puts the priest in the position of having to
evauate that Sn and then charge the sinner with a course of action which will remove the
dan of gn.



Remember that each different god will have different ideas of what conditutessin. To
the god of Love, for ingtance, the greatest sin is denid of love (particularly, growing old
without having loved) or interfering in love (messing up someone esgs romance).

Too, you must remember that in a panthe stic society (one which worships many
gods), it isnot usualy asin to do one god's will a the expense of another. If one culture
worships both agod of Peace and agod of War, fomenting awar is not asin directed at
the God of Peace; it's a boon to the God of War.

Tojust about any god, an insult to the god (including verba insults or desecration of a
temple) isconsdered asin.

Typica ceremonies of atonement include fasts and meditations where the sinner asks
forgiveness of the god. More extensive Sins require some sort of sacrifice (such as
donation of a cherished object to the god's temple) or an act of expiation (the sSinner doing
his best to straighten out the bad Situation he caused).

Calendar Ceremonies

Lots of gods have ceremonies based around the cdendar, especialy agricultura gods.
Communities may have celebrations for:

The day that marks the start of spring;

The day when planting begins,

The day when harvesting darts;

The beginning of the grape-stomping season;

The officid start of winter;

The day that the firgt trade-ship of the year islaunched;

The day that some heroic figure, aworshipper of the god, is commemorated;

The day of thanks for the god's bounty;

The day commemorating some ancient tragedy;

The day of the dead (just before or after the night that the ghosts walk the streets);

The day commemorating some grest battle in which the god participated,

?And so on.

Communion

Thisis a ceremony where the participants try to commune with the god, to invoke a
little of his spirit, to briefly become more like the god.

Here, too, each god will have a very different ceremony. Communion with the god of
Competition will take the form of athletic games. Communion with the god of Prosperity
will be agreet, enormous feast. Communion with the god of Kingship will be a private
little coronation where each household |eader is acknowledged as the head of the
household. Communion with the god of Peace will be a quiet meditation. Communion
with the god of Love or Fertility isleft as an exercise for your imagination.

Confirmation of Adulthood

The DM needs to decide when youths are consdered to reach adulthood in the culture,
and then it's possible to have Confirmations of Adulthood.



In aculture, thiswill be handled one of two ways.

Each youth could have a private ceremony on his birthday. Alternatively, dl youths
born in the same year could be confirmed on one specific day of the caendar.

Either way, in the ceremony, the priest will acknowledge the youth as an adult, and this
will be marked by alowing the youth some activity which only adults can perform in the
culture (for example, carrying weapons in public, wearing some garment reserved for
adults, receiving asword, €tc.).

Confirmation of Birth

With this ceremony, the priest visits the newborn child and, in asmple ceremony,
asks the god's blessings upon the child. Thisis dways done in the presence of witnesses,
because it'simportant in the culture for others to witness that the child has been born and
that specific people (the parents) acknowledge the child as theirs. This becomes
important regarding questions of inheritance or the successon of thetitles of leadership.

Fast

Thisisaquiet sort of ceremony; the participants do not est, usudly for the period of a
day, as a sacrifice to the god or a commemoration of some historica time of want.

Feast

The feast can be as smal or great afeast asthe DM caresto alow, and can celebrate
just about anything within the faith. Feasts should be one of the most common sorts of
celebrations within the faith, and a grest feast is a convenient place to introduce al sorts
of adventure e ements (chalenges from enemies, nation attempts, mysterious clues
left in the soup, etc.).

Funeral

Interment of the dead is dso acommon ceremony. Note that funeras don't have to be
solemn affairs; al this depends on what the culture thinks happens to the departed spirit
and how the culture feds about it. The funera could be a time of mourning, a cheerful
celebration of the departed person's life, adrinking-binge so that the mourners can forget
ther grief, and so on.

In any case, the ceremony can have severd parts.

There isthe Wake, which takes place before the funerd, where participants sit
overnight with the body, exchange stories of the dead person's deeds, and (in some
settings) protect the body from violation at the hands of evil spirits, who might try to
inhabit and reanimate it, or to sted the not-yet- departed soul.

Thereisthe Farewd |, where the participants speak to the corpse of the departed and
wish him well on his voyage; often, they present him with smdl gifts and tokens of their
friendship.

There isthe Interment, where the body islaid to rest, usudly with the presentsand a
variety of the person's belongings. In some cultures of atype we consider crud, the



person's daves and perhaps even hiswife will dso belaid to rest, even if they aren't dead
yet. (Alternatively, the body may be burned, again depending on the culture's views.)

There is the Commemoration, where the mourners exchange stories of the dead
person; this could be avery solemn or avery merry event. In any case, it'slikely to
accompany afeast for the weary, hungry mourners and participants.

Libation

Libation isthe dedication of alittle of ones drink to the gods. Every timeaglassis
refilled, the character pours alittle to his god, either onto the ground or into abasin
dedicated to the god.

M editation

This conggts of dtting, in private or with other participants, and trying to achieve a
peaceful state of exalted awareness.

Mysteries

These are involved ceremonies which usually celebrate gods of nature or rebirth.
Cdebrated annualy or semi-annudly, they tend to have severd dements and can go on
for afull day or more, not counting the rituas which precede the actuad celebration of the
mysteries. Usudly, the pattern is something like this

In the days before the actua celebration, the participants go through purification.
Theserituds of purification involve fagting, ritua baths, and abstinence from physicd
pleasures.

On the day of the celebration, the participants dress in clothing appropriate to the
ceremony, usudly in featureess clothing of white (or acolor preferred by the god),
usualy barefoot. They assemble at the temple of the god, and perform the oath-taking. A
high priest administers the oath, where every participant swears that he will keep what he
has seen a secret, and never discuss it with one who is not dso an initiate into the
mydsteries. The participant swears in the god's name, and could suffer the god's
punishment if he breeks his oath.

Next, there isthe procession. All the priests and participants proceed in aparade to a
dtethat is holy to the god. Thisis often a cavern or avery secluded glade, because there
it is possible to keep the celebration hidden from the eyes of non-initiates. The procession
isled by ranking priests, followed by lesser priestsin charge of sacrifices, followed by
musicians who play during the procession. Then come priestesses, who carry small
caskets (or draw carts bearing those caskets); the caskets contain artifacts sacred to the
god. (These artifacts aren't necessarily, or even usudly, powerful magicd items desired
by greedy adventurers. They're more ordinary items. The rock sacred to the god, the
fosslized stone showing the god's footprint, the bone from the feast in which the god
participated, the statue the god himself blessed, the cast-off wegpon used by the god in
some famous event, and so on.) Then, there are more functionary priests Priestsin
charge of the upcoming feast, priests who lead sacrificid animas (if sacrificeisa part of
this culturé's worship), and priests who act as sergeants-at-arms (they carry non-lethd



wegpons such as gaffs and use them to keep the disorderly orderly). Finaly, the faithful
(non-priest) followers come.

Once the procession reaches the sacred site, there may be a sacred meal. Sacrificid
animalswill be sacrificed and cooked, and then the feast eaten. The character of the med
depends on the character of the god: It could be stern and somber for a severe god, wild
and orgiastic for amore free-gpirited god. The sacred meal ends after nightfal.

Then, the three most important eements of the mysteries begin. They al take place at
night.

Firg isthe recitation , a series of songs or chants concerning the god, his deeds, his
promises to the faithful, his demands on the faithful. The recitation sets the mood for the
rest of the ceremonies, the listening followers are supposed to be reverentid, at least, and
the priests with the staves are till around to keep order and quell (or get rid of)
troublemakers. Troublemakers tend to be rare.

Second, there is the display. The sacred objects carried in those caskets are displayed
for the faithful. Since they actudly are magica objects sacred to the god, they tend to
ingpire the faithful with the essence of the god.

Third, there isthe performance. Prieststrained as actors perform aplay which
commemorates the most famous of the god's Sories, especidly the one which most
closdly deals with the god's demands on and relations with his worshippers. Regardless of
the qudity of thisplay, it is performed at the end of alengthy process of worship where
the followers are exposed to many powerful forces of the faith, and the onlookers are all
elevated to a ate of rapture during the performance.

At the end, there isthe rebirth. Once the performance has ceased, the lights are doused
and the faithful areled in pitch darkness from the area where the play was performed.
Once they arrive at the point of departure, where the processon home will begin, the
torches or lamps are again lit, and among the faithful thisjourney in darknessis much
like being born again.

Mydteries are an experience for the spirit, not the mind; thisis not an educationd
event, but one which isintended to bring the followers closer to the nature of their god.
Even in a culture which worships many gods, only a very few will have myseries as part
of their worship.

For the DM, the mysteries are an opportunity to introduce dramatic events into the
story. During the mysteries, it is gppropriate for the god to appear to one of his PC
followers and charge that character with an important mission, for instance. Or it could be
that during the celebration of the mysteries, one character will receive some sudden
ingght (agift from the god) into some event which has been puzzling or confounding the
player-characters for sometime.

Naming

This ceremony is often a part of the Confirmation of Birth event: The child isgiven his
name before witnesses. In some cultures, though, the child might be given a use-name
when heis born, and won't be given his true name (or will choose his true name) years
later, when heis old enough to understand its significance. It may be that in this culture
the character's true name is supposed to be kept a secret, and the child tells it only to one
priest, so that the god might knowv it.



Prayer

Prayer is one of the most common of rituds; it involves asking the blessing of the god,
often through the recital of an ancient or famous prayer or part of aholy text.

Note that not dl cultures demand that prayer be performed from a knedling position or
apose of obsequience. Vigorous warrior cultures might perform their prayers standing
erect and facing the skies, for example.

Purification

When a person comes in contact with some contamination (a taboo substance), he must
be purified. In some cultures, whenever a person has killed another honorably, though he
is not considered to have sinned, he must be purified of the killing. This ceremony
involves aritud bathing or washing of the hands (or other contaminated part) under the
supervison of a priest, who invokes the god's blessing during the washing.

Sacrifice

In some cultures, animals are sacrificed to the glory of the god. One god may demand
that the whole anima be destroyed; another will demand that the animad be killed for it
and some part of it destroyed for him, but that the rest of the beast can be used asthe
worshippers seefit.

Ohbvioudy, human sacrifice is something demanded only by the most evil or
unsympathetic of gods.

Priests and Punishment

Priests are servants of their gods, and therefore can't just do anything they want
whenever they want. The DM must keep an eye on the activities of priest characters
(including derics and druids), and if the priest violates some tenet or commandment of
his god, the DM should seeto it that the god punishes the priest.

It's easy to be unfair when doing this, though, so the DM aso hasto keep an eye on
himself. It'sdl too easy to say, "Y ou should have known that your god doesn't want you
to wear red; I've said repeatedly that his favorite color isblug™ That's not judtification for
a punishment of the priest, unless the DM has explicitly stated that the god's priests must
aways wear blue or face divine consegquences.

Minor Offenses

Minor offenses which the god punishes include such things as.

Making ajoke about the god (and even then, it must offend the god; some gods have a
sense of humor);

Falling to perform dl required priestly dutiesin aday (for example, "not having the
time" to ligen to the problems of one of the faithful and offer guidance); and

Becoming annoyed with the god's demands.



The god punishes such minor offenses by withholding some of the priest's spells on the
following day.

I nappropriate Weapon and Armor Use

If apriest violates his order's restrictions on wegpon and armor use, the god will punish
him for it. There are two different types of violaion of this restriction, and a different
punishment for each.

If the priest deliberately violates the restriction because he wants to (for instance, if he
puts on a st of metd armor when he isn't supposed to), thisis awillful disobedience and
makes the god very angry. He immediately does 2-12 (2d6) points of damage to the priest
and takes away all the spells he granted to the priest today, and doesit let the priest have
any morefor 1-6 (1d6) days. Even then, the priest must undergo rituals of purification
and undertake an act of atonement if he's to have spells again.

If the priest violates the redtriction for the best of reasons (for ingtance, if agargoyleis
grangling hisfriend, and he must use a forbidden weapon in order to be able to harm the
creature), the god does 1-3 (1d3) points of damage to the priest (after the fight is done)
and, if the priest does not undertake aritua of purification at his earliest opportunity, will
take away the priest's spells on the next day.

Betrayal of Goals

If the priest ddliberately violates the gods of the god, then he'sin redl trouble. For
ingtance, if apriest of the god of war advocates peace when war isin the offing, or if a
priest of the god of love tells young lovers to wise up and forget about romance, then the
god will definitely be offended.

Thefird time this happens, the god will give the priest an unmistakable warning. This
could be a heart attack, costing 50% of the priest's current hit points. It could be a
portentous destruction of a statue of the god while the priest is present. It could be an
earthquake or other warning. The warning doesn't have to be immediately after the
betraya, but will be soon &fter.

The second time this happens, the god will appear to the priest. It doesn't haveto bein
person, right then; it might be in a dream, the night following the betrayd. The god will
gernly ask the character his motives and order him to return to proper worship.

The third time this hgppens, the god will immediady reduce the character to 1 hit
point and change his character class. The priest will become an ordinary fighter at an
experience level two lower than the priest's levd (minimum firg level); his normd hit
point total and possessons will be unaffected. Until the character undergoes a severe
ritual of atonement, the god will despise the character and plague him with littleills,
diseases, and enemies. Once the character atones for the deed, the god forgiveshim . . .
but the character will till be afighter.

Sometimes, agod might deliberately confront the character with atest of the
character'sfaith. For example: Part of the god's worship demands that anyone who
tramples his sacred flowers be blinded. Then, the god befuddles the priest's wife or
daughter, and that character sumbles across the sacred flowers where only the priest can
seeit. If he concedsthe Sin, he's punished. If, regretfully, he prepares to carry out the



punishment, the god will be pleased. The god might interrupt the punishment, or wait
until it has been carried out and then restore sight to the priest's loved one.

Divine Retributions

It could be thet the priest will betray more than the god's usud dictates. The priest
might turn on the god, betraying him utterly. This can hgppen when another deity, an
enemy god, persuades the priest to serve him instead, and persuades the priest to stedl
some important artifact from the god or revedl some critica information about the god.

When this happens, the god will punish the priest (assuming he survives the betrayd,
which most gods will).

The minimum punishment the priest can expect is the character class change described
above.

A medium punishment the god will bestow is ingtant deeth.

A gregter punishment from the god involves the ruin of the character. The god can kill
or merely take away the character's family and loved ones, curse him with afflictions
such as blindness and lameness, seeto it that al his enemiesfind out about his
weaknesses, give extra power and weapons to his enemies, force the priest’'s loved onesto
betray him, and so on. This doesn't happen al at once, but every episode for the rest of
the character's life introduces some new, horrible calamity until the character is
mercifully killed or kills himsdf. In any case, the character is no longer aviable oneto
play and the player should dispose of him as quickly as possible.

At the ultimate leve, the god performs the greater punishment above, and then tortures
the character's spirit forever in the afterlife.

Note that this punishment isn't just for priests. If anon-priest betrays the god in the
same fashion, the god will vigit the same sort of punishment on the character.

Society's Punishments

Unlessthe priesthood is the State Rdligion, priests are not immune to the law for their
deeds.

If, for example, the priest of the god of Justice and Revenge hears about some greeat
injustice, wanders over to the offender's house and kills the offender, then he's guilty of
murder. Theré's no question. Helll be arrested, tried, and (the efforts of his priesthood
notwithstanding) probably convicted; the only thing that could save him would be a
declaration from the god, which is usudly not forthcoming.

Therefore, when priests decide to do something which isillegd in the culture, they
should do so circumspectly. If they wish to accomplish the desires of their god when
those wishes areillegd, they'll have to do o in afashion which protects them.

When Priests Renounce Their Faith

It's possible for apriest to renounce hisfaith # to declare that he is no longer apriest of
aparticular god. When that happens, he has one of two choices.

He can stop belonging to the priest-class and start over as arogue, wizard, or priest of
another god, according to the rules for dual-class characters. Naturally, heloses dl his



granted powers.

If his priesthood had Good Combat Abilities, he can lose one experience level and
become afighter; if Medium Combat Abilities, he can lose two levels and become a
fighter; if Poor Combat Ahilities, he can gart over as afighter according to the rules for
dua-class characters. Hell never again be a priest.

When Gods Bestow Spells

Another effect of the fact that priests are servants of their godsis this: The god doesn't
have to give his priest the spdls the priest wants.

In mogt Stuations, when the priest prays for his spells, he gets the ones he desires. But
if the god and DM wish, he could get different spells on some occasions.

There are two usual causes for this to happen:

If the god is displeased with the priest for some minor infraction, he might give the
priest spells which dictate the priests actions for the day. A fighting- priest might emerge
from his meditation with only hedling spells on hand, for ingance, aclear Sgn that the
god wants him to act in a supporting role today.

Or, if the god knows of a specific opponent that the priest will be fighting today, he
might give the priest Spdlls appropriate to defegting that enemy.

In neither case will the god send atelegram explaining why he's done what he's done.
The priest has to accept what the god hands him that day, and has to do so without
knowing why.

Priestly Followers

It's good to remember that the priest's followers, the ones who come to him around 8th
leve, are not mere spear-carriers or mest for the mongters. They haven't shown up so that
they can be thrown to the jaws of dragonsin order to give the priest more time to get
away. They've shown up to serve the god and the priest.

That'swhy, in the Designing Faiths chapter, we talked about giving them names and
persondities, and likewise talked about the priest getting fewer and fewer replacementsiif
he wastes the followers he has.

Once again, thisisasgn that the priest cannot act with utter impunity. He is dependent
on the good will of hisgod, and his god will not look kindly on a priest who brings about
the deaths of other followers of the god. The god who says, "Y es, my son, kill off my
other followers so that you can have more gold” is afoolish god indeed.

Toning Down the Cleric

The cleric dassis avery powerful one. He has access to sixteen Spheres of Influence
(morethan any other priest-class), good armor, and fair weagpons. It's been asign of the
ceric's advantages that heisthe preferred character class of many, many campaigns.

If this utra-efficient character is too powerful in your own campaign, you might prefer
to dter him. If you want to do this, tell al the cleric players wel ahead of time and give
them the option to convert their clerics to priests of pecific mythoi provided in the
Sample Priesthoods chapter.



Then, establish the following rules about the Cleric class:

(1) Keep his wegpon and armor limitations exactly asthey are.

(2) Egtablish that the Cleric has Mgor Access to only three spheres (one must be All;
the other two are player's choice) and Minor Access to two spheres (player's choice). The
player must choose his four sphere options when the Cleric isfirst created (or converted);
it may not be changed afterwards. Each Cleric may choose a different set of spheres.

Naturdly, you should only do thisif you persondly fed thet the cleric classistoo
powerful in your campaign. If you don't, don't change him.

Equipment and Combat

In this chapter, well tak about some of the gear that the priest carries and usesin the
performance of his duties, and also about new weapons and combat styles used by some
priests.

Priestly Items

The most common and important tools of the priest (as far as his culture is concerned,
anyway) aren't his wegpons and armor. They are the actua symbols of his priesthood.

Not al of these symbols are useful in combat Stuations, but they're gppropriate for
role-playing the priest. Let's discuss them briefly.

The Canon

Many faiths have acanon , or holy book. This work was written at sometimein the
distant past, either by the god or by a believer obeying the word of the god. This book
usualy describes important events of the past in which the god participated, explains the
requirements the god makes on his followers, and explains the god's philosophy, gods,
and concerns.

If the faith has a canon, then the priest will wish to have one. Books are expensive
commodities Assuming that it's a mere 200 sheets (400 pages) in length, according to the
costsin the Player's Handbook, you're talking about 400 gp in paper done (2 gp per
sheet); binding will cost another 50 gp, for atota of 450. Sometime between 3rd and 5th
level, the priest should have saved or accumulated enough money to commission a copy
of the canon; perhaps, if heis lucky, someone will gift him with one, or he will inherit
one. Regardless, a priest who reaches 6th level without having acquired a copy of the
canon will be viewed with some suspicion by commoners and his felow priests, who will
guestion his devotion.

The priest should carry the cannon wherever hetraves, and if it is stolen should make
every effort to recover it. The canon is not amagica work, and does not act asaHoly
Symbol when used to confront vampires or Smilar mongers.

Not al faiths do have an individud, written canon. Some faiths share a common
canon. Some transmit their canon oraly; it is not written down anywhere. Some have
nonea al.

Holy Symbol



Mog faths have a holy symbol, some sign which serves as a representation for the god
and hisfath. This symbal is usudly duplicated in wood, glass, or precious metals and
carried by priests of the god. Ordinary followers of the god aso can carry the holy
symbol.

Every priest player should know what his holy symbol looks like. The DM can ether
decide, or let the player of the priest design it. (If he does alow the player to do so, the
design of the symboal is till subject to the DM's approval.)

It's easy to creste symbols for most deities, and there are suggestions for symbols for
al the gods represented in the Sample Priesthoods chapter.

Holy Water

Holy water, that bane of vampires and many other mongters, is created in the following
way:

In atemple of the god, three priests of second leve or higher stand over an empty
water-basin and perform aritua of prayer. They pray for the god's blessng and
protection for an entire hour. At the end of that time, they each cast a pell, and do so
gmultaneoudy: One cadts create water , the second casts protection from evil, and the
third casts purify food & drink. Haf agdlon of holy water is created.

(The create water spell can create up to four gallons of water, but the protection from
evil and purify food & drink used thisway can only create hdf agdlon of holy water.
Therefore, for every two extra priests, one to cast each of those two spells, an extra half-
gallon can be created. Nine priests together can create four galons)

The tremendous expenditure of magic and the time involved are the reassonswhy a
sngle dose of holy water costs 25 gp to the adventurer. Obvioudy, any three priests can
cregte holy water "for freg" s0 long as they are second leve or higher ad are priests of
the same god.

Holy symbols are enchanted in the same way. Each enchantment takes an hour,
requires three priests (subgtituting sanctuary for create water), and requires amateria
component: Some object carved with the god's symboal.

Priestly Vestments

Asmentioned in the Designing Faiths chapter, each priesthood hasits own distinctive
costume, and priests normally wear these priestly vestments whenever they perform their
officid duties. Some must wear them whenever they appear in public.

It adds color to a campaign when the players know what these vestments look like. If
the DM doesn't wish to design the priestly vestments for dl the priest player-characters,
he should alow the playersto do so (subject to hisfind gpprovd).

New Weapons

Severa new wegpons are mentioned at various timesin this supplement. Below, well
describe them.



New Weapons List

Speed

IltemCost Weight Sze Type+ Factor Damage

(Ibs) SM L
Bill* 5p 2 S P 2 1d4 1d8
Lasso** 5p 3 L - 10 -- --
Maul**  5gp 10 L B 9 2d4 1d10
Net** 5p 10 M - 10 -- --
Nuncheku*1gp 3 M B 3 1d6 1d6
Scythe** 5gp 8 M PIS 8 1d6+1 1d8

?? * Thiswegpon isintended for one-handed use, and may not be used two-handed. In
the case of nunchaku, two-handed flourishes are common, but blows are struck with
one hand only & atime.

?? ** Thiswegpon isintended for two-handed use only.

?? +The"Type' category isdivided into Bludgeoning (B), Piercing (P), and Sashing
(S). Thisindicates the type of attack made, which may dter the weapon's
effectivness againg different types of amor. Seethe optiond rulein the Player's
Handbook, page 90.

New Weapons Descriptions

The Bill isashort hook on a short cross-handle, and is a weapon derived from the sort
of hook used to spear and haul in fish or to carry Sdes of mest around.

The L assoisarope with aloop at the end; it'sthrown at targets, and on a successful hit
the loop settles around the target. The wielder can then pull the rope taut and serioudy
inconvenience his target. Extengve rules for the lasso gppear in The Complete Fighter's
Handbook.

The Maul isapolearm with a heavy bludgeoning head at the end. It istherefore a
Bludgeoning wegpon, and is gppropriate for the use of clerics and specific priests who
aren't alowed to use bladed wegpons. When a priesthood allows the use of polearms, this
includes the maul (and the mancatcher, for that matter); but when maul doneislisted, the
priest cannot use the other polearms.

TheNet isaweighted combat net on the end of arope. Like the laso, it is thrown to
spread over atarget; if it hits, it can be pulled closed, and the trailing rope used to pull the
victim around. Also like the lasso, extensive rules for this wegpon's use appear in The
Complete Fighter's Handbook.

The Nunchaku is an orienta wegpon and only suitable for orienta-based campaigns.

It conssts of two wooden handles connected by a short chain or short length of cord. It
was origindly derived from an agriculturd implement, which iswhy so many priests of
nature-oriented gods can useiit.

The Scythe isalarge, curving blade that is sharp only on the underside of the blade
(the concave edge); the blade is attached to atwisted pole some 5-6' in length. The
wielder uses the wegpon two-handed. The scythe is a harvesting tool used by farmersto
cut down their grain; as aweapon, it is symbolic of gods of agriculture, time, and deeth.



Unarmed Combat

The following materid is reproduced in part from The Complete Fighter's Handbook ,
s0 that players of Fighting-Monks will have access to the rules for martid arts combat.

Attacking Without Killing

Before proceeding, you should familiarize yoursdf with the "Attacking Without
Killing" rules from the Player's Handbook, pages 97-98.

Knowing Punching, Wrestling, Martial Arts

Asyou saw in the Player's Handbook, everybody knows how to punch and wrestle.
Any character, from the doughtiest warrior to the spindliest scholar, knows hot to twist
someone's am or punch him in the jaw. (Naturdly, such factors as strength, dexterity and
experience level have aremarkable effect on how often one hits and how much damage
one does.)

Martid Arts are another matter. By "Martid Arts,” we mean generic unarmed combet.
Thisign't karate, kung fu or tae kwan do: It's movie-syle martid arts with no basisin
real-world fighting Syles.

A character may only know Martid Artsif the DM declaresthet this Styleis available
for charactersto learn. In many campaigns, it won't be. In most orienta campaigns, it will
be. In campaigns where the occidental and oriental worlds have alot of contact with one
another, it could easily be,

To know Martid Artsat its basic leve, the character must spend one Wegpon
Proficiency dot on Martid Arts. That's al it takes. Once he's spent that proficiency dat,
he can use Martid Artsin the sameway that other people use Punching and Wrestling, as
well describe immediately below.

Martial Arts Results

Atitsbascleved, Martid Artsskill isusad just like Punching and Wrestling. Martia
Arts combat occurs when a character attacks with his bare hands, feet, and even head. No
weapons are used. (A character can hold awegpon in one hand and nothing in the other,
attacking with his weapon one round and with his Martid Arts skill in the next.)

When attacking with Martia Arts kill, the character makes anormal attack roll
againg the norma Armor Class of the target. (If the attacking character has armor on, he
does suffer the " Armor Modifiers For Wrestling” from Table 57 on page 97 of the
Player's Handbook.) Any other norma modifiers are applied to the attack roll (from the
attacker's Strength bonus, for example).

If the attack roll is successful, the attacker consults the table below for the result of the
attack. If, for instance, the character rolls a 13 to hit, the result is a Body-Punch, doing 1
point of damage (plus the character's damage bonus from Strength, if any).

Martial Arts Results Table



Attack Martial Arts Damage % KO

Roll Maneuver

20+ Head Punch 3 15
19 High Kick 2 10
18 Vitds-Kick 2 8
17 Vitds-Punch 2 5
16 Head Bash 2 5
15 Side Kick 1 3
14 Elbow Shot 1 1
13 Body-Punch 1 2
12 Low Kick 1 1
11 Graze 0 1
10 Body-Punch 1 2
9 Low Kick 1 1
8 Body-Punch 1 2
7 Knee-Shot 1 3
6 SideKick 1 5
5 Head Bash 2 10
4 Vitds-Punch 2 10
3 Vitds-Kick 2 15
2 High Kick 2 20
1* Head Punch 3 30

* Or less

Descriptions of the Maneuvers

Body-Punch: Thisisadraightforward punch into the target's somach or chest.

Elbow Shot: With this maneuver, the attacker plants his elbow into the target's chest,
Sde, or ssomach.

Graze: This could have started out as any sort of maneuver, but it merely grazed the
target; it wasn't landed firmly.

Low Kick: The attacker kicks the target in the leg or thigh.

Head Bash: The attacker dams his forehead into the target's face, which is a stout
maneuver.

Head Punch: Thisisagood, sirong blow with the figt to the enemy’s head, particularly
his jaw.

High Kick: The attacker kicks the target in the upper body somewhere: Stomach,
chest, back, or shoulder.

Knee-Shot: The atacker brings his knee up into the target's sscomach or thigh.

Side Kick: With this maneuver, the attacker has time to prepare and launch avery
powerful sdeways kick (which may be at the end of a cinematic legp).

Vitals-Kick: The attacker kicks histarget at some vulnerable point: Groin, kidney,
neck, solar plexus, etc.

Vitals-Punch: The attacker puts hisfist into one of the vulnerable points mentioned
immediately above.

Specializing in Punching



Any priest can specidize in Punching (or Wrestling, or Martid Arts). Of dl the types
of priests, though, only the Fighting-Monk can specidize in more than one unarmed
combat style. The DM may decide for his own campaign that Priests other than the
Fghting-Monk may not specidized in any unarmed combat, or that certain types of
priests (for example, of the god of peace) may not.

In order to do specidize in Punching, the Priest must devote a Wegpon Proficiency dot
to Punching. When he does, he gets the following benefits:

Hegansa+1 bonusto dl his attack rollswith Punching;

He gainsa+1 bonusto dl damage with Punching; and

He gainsa+1 chart bonus with al Punching attacks.

The chart bonusis areflection of the character's superior accuracy with Punching.
When the Fighter-Monk rolls and successfully hits, as you know, theroll itsalf
determines which maneuver was made.

But on asuccessful hit, the Punching Specidist can modify that result. If he hasachart
bonus of +1, he can choose the maneuver one higher or one lower on the chart.

Example: The fighter-monk Toshi punches an orc. Herollsa 18 to hit, and thisturns
out to be a successful hit. On the "Punching and Wrestling Results' chart, we see that
thisis a Rabbit Punch. But Toshi isa Punching Specialist with a chart bonus of +1. He
can choose instead for the result to be a Wild Swving (which does less damage and has an
inferior chance of accomplishing a knockout) or a Kidney Punch (which does the same
damage but has a superior chance of accomplishing a knockout). He changes the
maneuver from a Rabbit Punch to a Kidney Punch.

Only if acharacter Specidizes in Punching and thus has achart bonus can he affect his
punch results in this manner.

Specializing in Wrestling

The same rules given for Specidizing in Punching aso gpply to Wredtling. If a Priest
spends one Wegpon Praficiency dot on Wrestling, heisaWrestling Specidist:

He gainsa+1 bonusto dl his atack rolls with Wrestling;

He gansa+1 bonusto dl damage with Wredtling (that is, dl his maneuverswill do 2
points of damage plus his Strength bonus, and continued holds cause cumulatively 1
more point of damage for each round they are held); and

He gainsa+1 chart bonus with al Wrestling atacks.

Soif, for indtance, herollsa9 to hit, and that hits, his result would normaly be aLeg
lock. If he chooses, he can change it to an Bbow smash or a Headl ock.

Specializing in Martial Arts

The same rules given for Specidizing in Punching and Wrestling dso gpply to Martid
Arts, with one exception. No character knows Martia Arts automaticaly. Therefore, the
character must first spend one Wegpon Proficiency dot to know Martid Artsin the first
place, and then must spend one more to become a Martia Arts Specidigt.

Asusud, when the character becomes aMartid Arts Specidist:

Hegainsa+1 bonusto dl his attack rollswith Martia Arts;



He gainsa +1 bonusto dl damage with Martid Arts, and

Hegainsa+1 chat bonuswith dl Martid Arts attacks.

Soif herollsa 15 to hit, and the attack hits, he has performed a Side Kick. If he uses
his +1 chart bonus, he can change that into an Elbow Shot or a Head Bash. Hell probably
choose to change it to a Head Bash, for the improved damage and improved chance of
KO.

More Than One Style

Only aFghting-Monk can speciadize in more than one unarmed combat style. A
Fghting-Monk can only specidize in one of the three unarmed combat styleswhen heis
firdt created. After fird leve, however, he may specidize in the other two.

As described in the writeup of the Fighting-Monk kit, the character can save some of
his Weapon Proficiencies.

For example, at first level, he could specidize in Martid Arts, then spend another dot
at second leve to specidize in Wrestling, then another at third leve to specidizein
Punching.

However, if hefirg specidizesin Punching or Wrestling, he cannot specidizein
Martia Arts a the next experience level. He can only spend one dot per experience leve,
meaning that hell first gain proficiency with Martid Artsat one leve, then specidize a
the next levd.

Usudly, the character, if he wants to specidize in more than one style, will take ether
Martid Arts or Punching, not both, and then take Wrestling. Martia Arts and Punching
overlap one another somewhat, but Wrestling is useful when the character is being held.

Continuing Specialization

Thisisan option only for Fghting-Monks (and Warrior characters); other Priests may
not do this.

If aFghting-Monk continues to devote Weapon Proficiency dotsto an unarmed
combat syle after he isalready specializing in it, he gets the following benefits.

For each additional dot devoted to his art, as before:

Hegainsa+1 bonusto dl his attack rolls with his combeat style;

He gainsa+1 bonusto dl damage with his combat style; and

He gainsa+1 chart bonus with dl attacks in that combat style. With chart bonuses of
+2 or more, the character can choose any maneuver within the range of maneuvers
covered by his chart bonus (see the example below).

A FHghting-Monk, once he has specidized in afighting yle, can only devote one
Wegpon Proficiency dot to that style per experience level. Therefore, afirs-leve
FHghting-Monk could specidize in Martid Arts by devoting two dotsto it. He could not
devote another dot to it until second level, and then could not devote another dot until
third level, and so on.

Let's use that character as an example.

Example: Toshi the Fighting-Monk specializesin Martial Arts at first level, adds one
proficiency dlot to it at second level, and another at third level.

At third level, he has a +3 bonusto attack rolls with Martial Arts, a +3 to damage



rollswith Martial Arts, and a +3 chart bonus.

Let'ssay herollsa 17 to hit someone, and that the attack does hit. This would normally
be a Vitals-Punch. But he has a + 3 chart bonus. He can choose for the maneuver to be a
Head Punch, a High Kick, a Vitals-Kick, the Vitals-Punch that was rolled, a Head Bash,
a SdeKick, or an Elbow Shot. Assuming that he takes the punishing Head Punch, he'll
do 3 points for the maneuver, +3 points from the damage bonus he gets for specializing,
and any bonus his Strength grants him.

* * *
That, in brief, isthe way Martid Artsworks for the fighting-monk. You are
encouraged to read the Combat chapter of The Complete Fighter's Handbook for more
rules and guidelines on the use of unarmed combet in the game.
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