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There are 3 main pantheons of gods: Colarian (the gods of wisdom, enlightenment and magic with Gecnawa as their head); Fiaran (the gods of war, with Catha as their head); and Avar (the gods of life with Heijaniss as their head). The evil deities are often grouped into their own pantheon by some scholars, but they are not truly a pantheon per-se, as they are not all related.

CATHA

Lord of the Sword, Chain Breaker

Greater Deity

Symbol: a shield over a crossed axe and sword

Home Plane:

Alignment: Neutral Good

Portfolio: War, combat, strategy, freedom, protecting others.

Worshippers: Fighters, some paladins, rangers and monks, non-evil soldiers, adventurers, strongmen, those seeking freedom, and those who like to compete such as athletes.

Cleric’s Alignments: LG, NG, CG, LN, N, CN

Domains: Destruction, Strength, Protection, War

Favoured Weapon: Any weapon, though he usually uses a sword or axe, perhaps with a shield: Catha is a master of all weapons. His clerics may freely choose which to be their favoured, though it’s common for clerics of Catha who specialize in dragon fighting or freedom to use a greatsword.

The God of War and Combat, Catha appears as a very large, stoutly muscled man with short black hair and beard. He has a huge set of scars over his left face—a legacy of fighting his main enemy: Timor, the god of Fear.

Over the aeons, Catha’s role has changed from being primarily a war god, to one who is seen as the positive aspect of strife, and his alignment has altered towards Good over this period as well, but only some scholars of ancient lore are aware of this. He enjoys combat and sport of all sorts, provided it is fair and worthwhile. What Catha cannot stand and will not tolerate is enslavement, cowardice and cruelty—especially cruelty inflicted to make the evildoer feel more powerful or to gain power, such as some tyrants, in this aspect he is regarded as the god of Freedom. Due to this, his main enemy is Timor, the evil draconic god of Fear, and he usually opposes Baal as well.

In battle he will use any weapon, often shifting them around or using odd combinations, he is a very canny fighter and regarded highly because he is very skillful, not merely a “good warrior”. Clerics of his who take the War Domain are free to choose any weapon for their bonus Weapon Focus feat. When fighting evil dragons he usually wields a greatsword, especially against Timor, and because of this, clerics of his who fight dragons or fight fear (tyrants or slavers perhaps) often use greatswords, and they make these very highly polished and bearing Catha’s symbols and hold them aloft while shouting battle cries.

Catha is normally well regarded by the ordinary people of the “Good” races—they often call to him for protection when threatened, and many of the honourable evil races respect him (such as hobgoblins).

Dogma: 

Catha over sees those who fight valiantly, he promotes honour, courage, tenacity and wise strategy. The strong arm of the brave though must be used a shield to protect the weak though, and thus protecting others is an important aspect. People should not shrink for combat when needed, but between folk of decent type, disputes should be settled amicably or by fair duels between champions and such like. Those who are cowardly and cruel, those who take slaves and abuse them, those who rule by fear are to be put to the blade! Those who lead by courage and wisdom are to be obeyed but they must hold to those ideals. Enjoy trials of strength and skill.  Strength allied with wisdom is deadly.

Clergy and Temples:

Clerics of Catha are common amongst the ranks of soldiers, militia and bodyguards. The usually wear silver and blue coloured arms and armour (Catha’s favoured colours), and go about their business boldly and openly, though respectfully. In most lands clerics of Catha are highly respected for their battle prowess and honesty, though occasionally they cause trouble, especially for hide-bound or evil rulers if their attempts to get honest justice are thwarted: they will raise bloody mayhem against those they see as anathema. Usually the temples of Catha will be forts, or parts of an existing military structure such as a keep, in many places small fortified shelters or inn may be temples or shrines to Catha, so that people can find protection. His clerics often take in young folk wishing to be trained in the martial arts, and raise foundlings or orphans to fight for their way in life.

GECNAWA

The Scholar’s Edge, The Archmage

Greater Deity

Symbol: Sword over a page of written text

Home Plane:

Alignment: Lawful Good

Portfolio: Magic, knowledge, Wisdom, truth, justice

Worshippers: Wizards, sorcerors, magic using creatures, scholars, those dealing with honest law such as judges, some paladins, those seeking wisdom or knowledge.

Cleric’s Alignments: LG, NG, CG, LN, N

Domains: Magic, Good, Knowledge, Law, Protection,

Favoured Weapon: Longsword and quarterstaff.

Gecnawa is the god of magic, wisdom and knowledge. (Gecnawa usually pronounced GEK-NAH-WAH, though the exact pronunciation is GEH-CH-NAH-WAH with the CH as in a Scottish loch).  A wise old scholar, an enormously powerful archmage, a studier of the world, and while he is very soft-spoken in word and deed, only an utter fool treats him lightly. Normally he appears as an old human wizard. His wife is Hevalina and their son is Rolith.

Magic was not created by Gecnawa, but many think he did and he is certainly vastly skilled in its mysteries. Because of his mastership of magic and his vast collection of knowledge, wizards deeply respect Gecnawa, as do many sorcerors. He strives to learn, to understand, to become wise, and he encourages the same in others. Because of this he absolutely despises those who would destroy knowledge, spread ignorance or lie.  Judges, rulers and others involved with fair justice invoke his name, and are sometimes his clerics, because his die-straight adherence to truth, uncovering the facts and pursuit of wise justice make him deeply respected.

The god of Lies—Viranous, and the god of the Undead—Sabardine, are his main enemies. Apart from his hatred of liars, Gecnawa has an old enmity against Chaotic Evil shapechangers, especially vampires.

Dogma:

Clerics of Gecnawa must strive to understand to learn, to become wiser. They try never to act in haste, to gather records and keep diaries and collect unusual artefacts and the like. Lying is forbidden, even under the most dire circumstance, though telling the truth in a round about way, or keeping silent, is permitted—those who think Gecnawan clerics are fools for telling the truth have occasionally been outsmarted because the truth can of course, be spoken or thought of in many ways... Many folk seeking justice will ask a cleric of Gecnawa to be their defender or investigator, and they should comply with such requests even from an enemy, but they will always be fair and just.

It is not uncommon to find that clerics of Gecnawa are also wizards or perhaps sorcerers, and some arcane spell casters have a level or two of ability as clerics of Gecnawa. Ordinary people know that clerics of Gecnawa are skilled with magic in many ways, and trustworthy, so they may seek their aid when needing magical help. 

Clergy and Temples:

The Gecnawan faith has many strong ties and is pretty well organized in most places. Acting as scholars, spell casters or judges, they aid their communities and are often teachers and the like. It is very common for a temple of Gecnawa to have a school, university, wizardly research centre or the like in it.

Clerics themselves can have a wide variety of roles young initiates are often taught combat skills to help defend themselves and others, and some become “battle clerics”, wearing heavy armour and wielding swords or magical enhanced quarterstaffs.  Most though are more scholarly and sedate, wearing of heavy armour is too much weight for some or interferes with arcane casting as a great many are wizards as well as clerics. It is no surprise that crafting of magic items, especially scrolls, is a common skill  amongst Gecnawans.

TYMARIL

The Shield of Justice, The Paladin

Intermediate Deity

Symbol: a white shield with silver edge.

Home Plane:

Alignment: Lawful Good

Portfolio: Justice, defence and protection, paladins, libraries.

Worshippers: Paladins, librarians, those seeking or believing in justice, librarians, some lawful good bodyguards or “protectors”, such as city guards.

Cleric’s Alignments: LG, NG

Domains: Good, Law, Protection, War

Favoured Weapon: Light Flail and bastard sword

Tymaril is Gecnawa’s brother and sword arm. A quiet, loyal deity of immense patience and courage, he is both a great foe of evil, and a friend of the Good. He normally appears as a large, middle-aged paladin wielding a shield and either a flail or bastard sword, and usually when he shows up, there will be great havoc wrought on the foul and base. Though some dismiss him for not doing much, he is merely quiet about his activities, and rarely stirs things up without good need.

One odd point is that humans and some others often give their children symbols of Tymaril, as a defender of the innocent, he may help them if they are in dire need, so it’s not an uncommon practice on border lands or places troubled by kidnappers and the like. Also, he is the guardian of Libraries, as Gecnawa’s sword arm, and has been known to send an avatar to deal with those insane enough to attempt to destroy such.

Dogma:

Followers of Tymaril should be wise, compassionate, steadfast, loyal and true, evil and injustice must never be tolerated. When there is cause, defend to the death, death is better than dishonour, but the wise do not fight blindly or with hate. Never tolerate injustice, lies, abuse and other such wrongdoings even in small ways, stand up, speak out and show these things are wrong, not merely hack the miscreants down: justice must be understood as well as done. Justice is not always dealt with the edge of a sword or hangman’s noose, indeed, those are the last resorts of justice, far better to turn the villain to the path of justice, the thief to a craftsman and the killer to a physician. But if such will not change their ways, then justice must be commensurate with their actions, enacted publicly and with consideration for the victims.

Clergy and Temples:

Many of the devoted followers of Tymaril are paladins, or clerics, they may have levels of the other class, or others that may aid them in their work. It is not unknown for a magistrate follower of Tymaril to have rogue training so as to understand and apprehend their foes. Usually Tymarilans don’t use lethal violence when they have another choice and the circumstances are not dire: kind of hard to rehabilitate a dead thief! Base murders and monsters though, are usually dealt with swiftly.

There are few true temples to Tymaril, normally they are shrines or areas in temples of Gecnawa or libraries. Exceptions to this though are in some lands temples of Tyrmil are the bases for “defenders” of an area—perhaps a city watch or border patrol, and the castles of the Schamber Knights of the Algandian Empire are strongholds dedicated to Tymaril.

HEVALINA

Mistress of Mercy

Lesser Deity

Symbol: A green rose on a white background

Home Plane:

Alignment: Lawful Good

Portfolio: healing, mercy, compassion, hope.

Worshippers: Physicians, healers, the sick, children.

Cleric’s Alignments: LG, NG, CG, LN, N

Domains: Healing, Protection, Good

Favoured Weapon: Quarterstaff

Hevalina is the goddess of mercy, comfort and compassion; she brings goodness and hope, soothing troubles and claming anger. Sister of Heijaniss, wife of Gecnawa, and mother of Rolith. The goddess never brings harm to other creatures except in the direst need, she and her clerics will often accept harm, rather than cause it, should they think the end result would be worse if they fought back. That said, they’re not loathe to use non-harmful means of dealing with enemies, such as disarming them, or using spells of emotion, paralysis and the like.

Normally she appears as beautiful female armed with a quarterstaff and with long sparkling auburn hair, only the most vile or insane of creatures can stand the thought of harming her.

Dogma:

Bring goodness to the world by showing compassion to all, to end all suffering, but at times you must stop those who cannot or will not heed the way of compassion. Aid where ever you can, keep only a modicum of personal wealth: items of personal meaning are important, but excess wealth should be spent helping those in need.

Clergy and Temples:

Priests of Hevalina are usually skilled healers, and most of them either work in an specific area, perhaps in a hospital--even that of another deity (most of the “good gods” are highly respectful of Hevalina), and others are wandering healers, who try bringing aid to those who may otherwise not receive any. Knowing that there are many malicious folk and creatures, clerics of Hevalina in dangerous areas will rely on heavy armour, allies and preferably non-lethal means of dealing with foes—they rarely if ever use edged weapons, preferring quarterstaffs, clubs and the like.

When possible, clerics of Hevalina will build and run hospitals to help all who come to them, and send out wandering healers. This is the only case when they should amass wealth: with the intention of building such a complex, it is reasonable to have a modicum of luxury and mementoes, but gold is dead, people are living and far more important.

BAAL

Fire Lord, The Conqueror, The Destroyer

Greater Deity

Symbol: a sword wreathed in flames

Home Plane:

Alignment: Lawful Evil

Portfolio: War, strife, conquest, fire, power, genocide.

Worshippers: Those who seek power, tyrants, generals, fire-users

Cleric’s Alignments: LE, NE, LN, N

Domains: Destruction, Law, Strength, Evil, Fire, Protection, War

Favoured Weapon: Sword (any)

Baal (pronounce bale with extended emphasis on duration of the a), is the god of tyrants, master of fire, the destroyer. Very lawful, he seeks absolute rule for he and his servants, and destroys, utterly, those who oppose him...however he is also very wise and crafty and this is often overlooked: he would far rather make his enemies his allies or better yet, his worshippers, and only destroys them when no other course is left, but does so with utter ruthlessness and extreme strength. He deeply believes in respect, even of worthy enemies, and won’t tolerate destructive disharmony in his ranks of followers: leaders who are weak should know to move aside for a better person, if not through political machinations, duels or assassinations are allowed: one does not harm one’s own self: dead flesh should be removed, weaker resources should still be used but in their proper place.

While he is often the enemy of the “Good” gods, he also allies with them when necessary, Baal’s cunning and foresight are legendary, and while he is not traitorous per se--since he always keeps his word--he is one to be very carefully watched. Generally his dealings with others profit them, since he actively recruits and does so by showing the advantages of working with him, and so he encourages his priests to help folk rid areas of troubles…just like Good deities, because it encourages worship.

Baal appears either as a bald, dark-skinned man of great stature wielding a flaming sword with heavy plate of darkest adamant when he wishes to be in the form of a Conqueror or General, or male with a racial looks appropriate for the area and the clothing of a king should he wish to be more charismatic and appealing.

The worship off Baal is often referred to as “The Cult of Baal”, because of its very strong ties, encouragement of glorification of its leaders, and the way it strongly works for the benefit of all it’s members, forming a tight grouping.

It’s thanks to Baal that the method of execution known as “crucipyring” is used by his followers and as the method for execution of traitors and the most foul criminals in the Messenik Empire, the Messenik’s use hollow metal crosses to which offenders are tied or nailed to, and a fire burns that heats the metal, slowly roasting the criminal. The more common and cheaper method is to tie someone to two crossed branches/stakes and light a fire beneath them.

Dogma:

Fight for what you want; take what you need--but do not steal wantonly or destroy pettily, its better to get others to make what you want and do it willingly; real strength comes from combining, improving and harnessing your resources, subvert rather than kill, but annihilate all those who will cannot be made to work for you in a useful way. Be wise and crafty, short-term hatreds and revenge generate little benefit, better to use them to your advantage. Respect those who are strong or talented in their fields, never under-estimate an enemy. Keep your word, and be seen to keep it, though that doesn’t mean you should either be lenient without reason, nor should you ever overlook any useful way to make profit for yourself. Garner respect, crush the chaotic and troublesome.

(note: profit does not mean “wealth” it means anything that’s advantageous to you)

Clergy and Temples:

Priests of Baal maybe kings, generals, and all sorts beyond that, they actively strive for the improvement of their neighbourhood, though with usually much more ruthless ways than “good” folk. The priesthood must co-operate well together though rivalry within reason is permitted and encouraged, active harmful subversion or destruction is brutally retaliated against. Baal may kill those of his followers who fail, otherwise it is not something any priest under takes lightly and without divine let. The priesthood is often military or connected to the military and the government or similar institutions of the lands they reside in. Being very lawful they usually get on well with local rulers, whom they actively encourage to join their orders.

Most temples of Baal are the seats of military or political power, such as castles. They treat and pay their underlings well, and this deliberate policy encourages many to join them and promotes them based on excellence, not nepotism, ergo strongholds of Baal and Baalites in general are never to be taken lightly.

ETRAH

The Slayer, The Watcher in Red, Soul Slaughter

Greater Deity

Symbol: A Y-shaped design of blades, with an eye at it’s centre.

Home Plane:

Alignment: Neutral Evil

Portfolio: Combat, bloodshed, hatred, revenge, slaughter.

Worshippers: Many monsters, murderers, brigands, pirates, those seeking revenge.

Cleric’s Alignments: LE, NE, CE, CN, N

Domains: Destruction, Strength, Trickery, Evil, War

Favoured Weapon: Scimitar and marstar (large shuriken)

Long, long ago, Etrah was not the god of murder, no one is too sure of his position then, but in any event, he felt slighted when Miress, the Goddess of beauty and flowers, fell in love with Rolith the Sunbird, rather than himself. This grew into a hate, and lust for bloodshed, and with each perceived slight, with each defeat, it grew. Thus Etrah became the god of hatred, bloodshed and murder, he is not the patron deity of the stealthy assassin, but of the wanton, brutal pirate, the crazed butcher and of many monsters.

One dangerous aspect of Etrah is that he is a seducer, a deceiver and delights in corrupting folk into acts of murder. Where as Baal may wish power, and destroys those who get in his way, Etrah revels in massacre for it’s own sake, however Baal is about the only god Etrah is scared of, because he has so often outwitted him—Baal uses Etrah as an ally when suits him.

It’s interesting to note that Etrah seems to have no specific gender as “he” is often seen as a she, and in particular, pirates who worship Etrah are often female.

Tymaril, Catha and Gwenhir are his particular enemies, but he hates Rolith with total passion. For a long time he has lusted after Gwenhir, which has made the entire Avar pantheon set against him. Additionally, Etrah is often seen as a stalker, a watcher in the shadows waiting for moments of weakness.

Dogma:

Destroy, kill, lay waste and corrupt, fill everyone with hatred, let none oppose you.

Clergy and temples:

Etrah’s clerics are usually shunned in decent lands, but are often to be found leading pirates, brigands and monsters, or are murdering madmen or brutal assassins. Temples of Etrah are rare, usually they are just shrines, Etrah isn’t interested in building, but in destruction, though in some of the more vile communities his temples do exist. His priests exhort others to wanton acts of mayhem, note that since Etrah revels in harm, he and his clerics don’t use normal healing spells very much, instead they use vampiric-like spells and weapons to heal them at the expense of others. The favoured weapon of clerics of Etrah are Swords of Vampiric Wounding that heal the wielder.

DAUTHOS

The Final Arbiter

Greater Deity

Symbol: a black triangle with a small white circle at its centre.

Home Plane:

Alignment: Neutral

Portfolio: Death, destruction, endings.

Worshippers: Some assassins, the bereaved, undertakers.

Cleric’s Alignments: Any

Domains: Destruction, Death

Favoured Weapon: Any

Dauthos is the god of death, he oversees the end of each life, the fall of mountains, the end of things…. He is usually quiet and thoughtful, though he can be provoked into terrible rages that even other gods fear (such as when Zevalder caused the Winds of Wrathful Torment, and Dauthos nearly killed him for it). He hates the undead which he sees as a perversion of the natural order of things, so he encourages heroes to slay them.

It is well known that the Death God sometimes makes deals with heroes, such as with the Sapphire Mage of Metza  (whom he allows to live as long as he takes care of troublesome immortals and undead). On the other hand he aids assassins and    warlords when he sees fit. When death comes it should be swift and let the victim move on freely and efficiently as possible, those whose deaths are too traumatic or cruel can linger as ghosts, which is not right. Those who died should be treated with respect, and left to rest, but you cannot take mortal wealth into the realms beyond.

Dogma:

Death comes to all, it should be seen as a transition, encourage folk to face their end with courage and to find what lies beyond. Do not disturb the dead without reason, destroy the undead or let them find rest. One day your turn will come to.

Clergy and Temples:

The clerics of Dauthos can be found in many guises: in cities of decent folk they may be the undertakers, the guardians of cemeteries and the consolers of the bereaved. They may also be assassins and killers, trained to bring and end to those whom Dauthos commands. In this regard they can be very strange, in some places being paid assassins, in others heroes. The far distant island of Korvu is ruled by the Three Orders, an organization  of Dauthos worshippers who train their members in various arts, and then send them out to do their god’s work. They usually wear 3 golden rings on their right hand as a symbol of their order. They maybe of any alignment or class except druid and are truly deadly.

HEIJANISS

Wolf Mistress, The Silver Lady

Greater Deity

Symbol: a tree, or a tree with silver edging

Home Plane:

Alignment: Neutral 

Portfolio: Nature, Healing, Life.

Worshippers: Druids, farmers, healers, women, midwives.

Cleric’s Alignments: Any non-evil

Domains: Animal, Healing, Air, Earth, Water, Plant

Favoured Weapon: Quarterstaff

Heijaniss is the goddess of Nature, Life and the natural order. She has two aspects which are worshipped and recognized: The Silver Lady is the beneficent side of nature: healing, giving birth etc. The Wolf Mistress is the dangerous, unpredictable side of life. Her sister, Hevalina, is Genawa’s wife, and so Rolith is her nephew.

Over the aeons she has had many love affairs with gods and mortals, and has given birth to many of the lesser gods, creatures and heroes of renown. She is a fecund and powerful being, well loved, respected and a little feared by most. Her favourite partner is usually Catha, they had a son together, the ranger god, Korvis.

Dogma:

Live life to the full, enjoy its blessings, each creature has a right to its life, save for some of the more unnatural ones. Children are a blessing. Do not despoil the wild.

Clergy and Temples:

The following of Heijaniss contains both clerics and druids, which is unusual. The clerics are usually found in the cities and tend to revere her more benign aspect “The Silver Lady”, and wear tree symbols edged with silver to show this. While the less urbane inclined worship her as “The Wolf Mistress”, a more primal raw power and are druids. There are some tensions between the different groupings but they usually co-operate in their own ways.

Temples to Heijaniss or shrines are very common, nearly every farming village will have at least a small shrine to her, if not an actual temple.

KORVIS

Green Knight, Smile in the Forest, The Archer

Lesser Deity

Symbol: a bow with 2 arows strung

Home Plane:

Alignment: Neutral  Good

Portfolio: Rangers, hunters, archery

Worshippers: rangers, archers, woodsmen, some sylvan creatures

Cleric’s Alignments: Any non-evil

Domains: Animal, Healing, Plant, Travel, War

Favoured Weapon: Bow

The son of Catha and Heijaniss, Korvis is a far travelling fellow of good humour and quiet nature, though he enjoys revels with woodlands folk like satyrs and high adventures. Very friendly with the Elven and Gnomish gods. Widely known for his tricks, and being only seen as a silhouette or a smile in the woods, there are many tales of him helping lost folk or slaying evil monsters threatening elves and the like.

While gnolls and orcs, as well as other evil folk, have reason to dislike him, his long term enemy is Zevilian, the god of evil wizards who once tried to kill for an unknown reason. The fun loving ranger god, while he can be very contemplative and is more wise than some would paint him, isn’t fond of boring, straight-laced, stick-in- the-muds.

Dogma:

Enjoy and protect the wilds, hunting is an art and the prey are your benefactors: treat them as such. Prevent harm to the wild lands, wander and explore the wonderful areas; learn of and understand the deadly places. Enjoy life and live it large!

Clergy and Temples:

There are very few temples to Korvis, but there are many shrines to him, in places like fortress dedicated to Catha, in fletcher’s shops, or in temples to Heijaniss, and in places where rangers may meet or admire in the wilds.

GERVONA

Arm of the Seas

Intermediate Deity

Symbol: A human arm with a simple crown at its base, with a blue circle around the clenched fist.

Home Plane:

Alignment: Neutral 

Portfolio: Oceans, deep waters

Worshippers: Sailors, fishermen, many aquatic creatures, the malformed.

Cleric’s Alignments: Any

Domains: Water, Destruction, Strength

Favoured Weapon: Spear

The god of deep waters (which includes sizeable freshwater lakes), Gervona is Heijaniss’ brother. A silent, sometimes morose fellow, he is know for not being the brightest of deities, not very “pushy”, and misshapen, but to have a terrible, terrible temper.

Around a thousand years ago, his nephew, Zevalder—god of Storms, went too far. The Storm God was always twiting his elder relative about the fact the oceans are fixed in place, where as the storms can move, and he felt safe because the seas did not touch him….well in any event, Gervona was eventually driven berserk, and his brother Vodaree, god of the earth, joined in his anger, then Lohira aided Zevalder. This caused The Winds of Wrathful Torment, which caused wide spread devastation across the land, and ended with Zevalder being imprisoned beneath the sea by an outraged Dauthos for a century as punishment.

People are always careful to pay proper respect to Gervona, and many ocean communities make sacrifices to him as well as most ship captains: he isn’t bothered by the amount, he requires respect. His right arm is far larger than his left and he’s touchy on the subject, and is sometimes seen as the benefactor of the malformed.

Another enemy of Gervona’s are the sahuaghin and their mistress: Charbyrda, for the latter wants power over the waters and the former are despoilers.

Despite being brother and sister, Gervona and Ishivar often have a long running amorous affair, with the sea god, usually the confused and love-lorn one. They have had a lot of children together and are said to be the parents of the river elves.

Dogma:

The oceans are life, the oceans are home. The power of the seas is vast but slow. Destroy those who would harm your home. Accept no rebuke to those born malformed. 

Temples and clergy:

Nearly every major sea port has a major temple to Gervona, and most communities along the coast will have temples to him or holy areas. Most ships have a shrine or idol of Gervona aboard, and many larger sailing vessels will have a cleric of Gervona aboard. A lot of sailors won’t take a berth aboard a ship without a Gervonan cleric.

ISHIVAR

Pearl Maiden

Lesser Deity

Symbol: 9 Pearls in a wheel like design: 4 on circumference, one in centre, 4 in a square set half way in.

Home Plane:

Alignment: Chaotic Neutral 

Portfolio: Fresh Water areas

Worshippers: River elves, fishermen, aquatic creatures.

Cleric’s Alignments: Any non-Lawful

Domains: Healing, Water, Trickery, Protection

Favoured Weapon: Spear

The goddess of streams, rivers and lakes, Ishivar is the mistress of freshwater. Her interests also lie with those who live in and along such places, but she tends to be shy and reclusive, though very flighty and mischievous. Occasionally she can be capricious but rarely harmful. 

Nymphs and nixies are her children so she looks after them as well as other races, but she dislikes scrag trolls (perhaps due to her vain nature and their ugliness). Many hold her to be beautiful.

Dogma:

Travel the rivers, love their beauty, rejoice in their splendor, have fun! Enjoy the river’s splendors.

Clergy and temples:
Temples to Ishivar tend to be very small,  and elegantly carved or created from stone or wood. They are not common except at lakes, or particular features on rivers of interest or beauty.
Clerics of Ishivar are always female. They may not marry, but love affairs and children are part and parcel of life.  It’s expected for river and lake communities to make sacrifices to her in the form of works of art, even songs and poetry.

LOHIRA

The Shining Wind

Intermediate Deity

Symbol: a silver chalice with 2 golden rings as handles, with blue flame coming form it.

Home Plane:

Alignment: Neutral  (chaotic)

Portfolio: Winds, cloud, rain, avians, magic.

Worshippers: Farmers, avians, some wizards and sorcerors, air elementalists.

Cleric’s Alignments: Any

Domains: Air, Travel, Magic, Trickery

Favoured Weapon: Whip

Sister of Heijaniss, Lohira is the diety of the skies, known for being haughty, fickle and reserved. The mother of Zevalder the storm god, she has often had to intercede or stay her wayward child’s nature.

When she appears, her eyes are ice blue diamonds. Over the millennia her interest and skill with magic has grown and many folk who resent Gecnawa’s strict ways, but who like magic, revere Lohira, air elementalists naturally see her as vital. Birds are her favourite creatures and she often uses them to send omens. It is said cloud giants are her children, true or not, they do revere her.

Diamonds are seen as her creations, and it’s said she also created the first bow (which may cause tensions with some of Korvis’ believers).  She hasn’t forgotten or forgiven Gervona and Vodaree over the Winds of Wrathful Torment, but doesn’t do anything too overt.

Dogma:

The skies are above all, the skies are every where, air reaches all. Nothing can stop air.

Temples and clergy:

There isn’t a huge following of the Sky goddess, but her temples tend to be lofty places of high grace. Some folk sacrifice to her to propitiate her (and discretely, Zevaldar).

Priests of Lohira may be important members of society as some folk are attracted to her aloof, seriousness and grace.

ZEVALDER

Sky Shatter, Storm Lord

Lesser  Deity

Symbol: the numeral 2, with 5 spheres at it’s top, a barbed tail, and a spear point descending

Home Plane:

Alignment: Chaotic Neutral (evil)

Portfolio: Storms, lightning, thunder, explosions

Worshippers: varies

Cleric’s Alignments: Any non-lawful

Domains: Air, Chaos, Destruction, Strength

Favoured Weapon: Morningstar

The god of storms, lightning and explosions, Zevaldar is a wild, reckless god of great energy and zeal. He loves violent events, including wars and volcanoes.

Most people propitiate Zevaldar, sacrificing and showing respect to avoid his anger, but some actively worship or revere him, including some of the more aggressive barbarians, invokers and storm giants.

Ever since hias actions caused the Winds of Wrathful Torment osme thousand years ago, and he was imprisoned under the oceans for a century, he has been, well, more circumspect, a little wiser, but he has merely had his anger stoked.

Amongst his worshippers , the use of beads of force, and morning stars enchanted with thunderous properties are common, and he gives these as gifts to those who please him, or to cause chaos.

Some recent troubles with Jade Storm, whom he is a bit jealous and afraid of, but also admires were settled, but it left Zevalder a bit sour.

Dogma:

Power and strength rule, glory in the destruction and unleashing of elemental storm fury. Never accept a slight. Glory in the tumult of destruction and conflict. 

Temples and clergy:

Most cities have a temple to Zevalder, if only to ensure the mercurial deity doesn’t get angry…but in truth many urbane centres have a mixed relation with Zevalder’s priesthood, they are useful forces who are always eager to unleash mayhem. Problem is making sure they unleash it on the right foes!

There are a few places where the clergy of Zevalder has actually formed strong, almost knightly orders, made up of priests and combative sorts who enjoy havoc but not murder for it’s own sake, as with Etrah. Depending on the leadership, they may be scourges or beneficial  (if dangerous) to a region.

They actively aid those who work with lightning and storms, and some invokers are ranked in their numbers. Commonly, items dealing with electricity, such as wands of lighting, and beads of force are to be found for sale from the storm god’s priests, which he very actively encourages.

JADE STORM

Screaming Thunder

Lesser Deity

Symbol: 5 diamond shaped pieces of jade formed in a “x” pattern.

Home Plane:

Alignment: Chaotic Neutral 

Portfolio: Bererkers, Chaotic battle

Worshippers: Berserkers, barbarians.

Cleric’s Alignments: Any Chaotic

Domains: Chaos, Destruction, Strength, War

Favoured Weapon: battleaxe

Jade Storm was said to have been born when Catha grew so angry that a storm of glittering jade fell from the War god, and came to life. Forever enraged and howling with fury, Jade Storm is primal rage incarnate, who is neverhappy unless he is wading through enemies, tearing them limb form limb.

About the only being jade Storm will listen to is Catha. Lately, Zevalder’s increasing power and the storm gods wish to expand his follower’s numbers, including many chaotid types, has chided on Jade Storm, and that caused Zevalder to have to back off and appease Jade Storm.

Clad in his green jade, scale mail armour and dual wielding battle axes, Jade Storm has been seen at many a wild battle as participant in one way or another. He is also said to “bless” folk at times with his berserker rage, this isn’t the insane murderous rage Etrah may grant a man when slaughtering his wife for example, but a raw surge of power in the face of danger.

Perhaps because of his link with Catha, and definitely because of his absolute hatred of being bound or confined, Jade Storm despises prisons, slavery and such like, and is said to be the cause of riots in gaols and slave pens.

There’s an old enmity between Jade Storm, Timor and Vaprak (the god of ogres and trolls), while his dislike of Timor is probably due to his ties with Catha, no one is sure why there is enmity between him and Vaprak: it is an old, old thing.

Dogma:

Fight! Kill! Live the fury, and die sword in hand! Never give in, never surrender!

Temples and Clergy:

A great many barbarians admire or worship Jade Storm, his primal fury and berserk rages are things they can understand.  Even in civilized lands, that wellspring of fury can rise, and while rare, shrines and groups of Jade Storm’s clerics can arise.

Priests of Jade Storm often use altered versiosn of Flame Strike that deals slashing damage, not fire (Jade Strike), and a spell similar to Ice Sorm (Jade Storm) but the damage is half bludgeoning, and half slashing.

TIMOR

Night Scream, The Wings of Darkness

Greater Deity

Symbol: An ornate “T” shape in red, with black edging, or a black dragon with red eyes..

Home Plane:

Alignment: Neutral Evil 

Portfolio: Fear, terror, tyranny, inflicting pain, nightmares

Worshippers: Tyrants, slavers, sadists, black dragons

Cleric’s Alignments: Any evil

Domains: Destruction, Evil, Protection, Fear (explained below)

Favoured Weapon: Whip and dagger

Timor is the god of fear, terror, oppression, and tyranny. Worshipped, revered or appeased by cruel kings, vicious slavers and perverse sadists, he is a black dragon of ancient times who is a god.

Able to “feed” on fear, he is a terrible source of dread to many. Some he sends nightmares to, others he terrorizes, and he controls with the lash and with pain, with subtle tortures and others more gross. 

The god of Fear and Catha are old enemies, and they and their clergy are mortal foes: Catha’s face is scarred by Timor’s claws, and Catha cut off one of Timor’s talons. While he avoids stepping on Baal’s toes, the two do work together, though Timor wishes to rule all, he learned aeons ago of the dangers of crossing Baal, though some of his priests are not so wise...or perhaps they merely “misheard” some instruction from their deity….

Sly and devious, always with a bolt hole or scheme for emergencies, Timor is known for his craftiness, but he is not a coward per se, in fact , quite the opposite, he just doesn’t see any reason to risk himself without great reason, but few things are risks to him! Occasionally he make some hellish example of some poor soul just to remind folk he has a “personal touch”, and is ever watchful…

Dogma:

Fear is power, make folk submit to you, , use them, manipulate them. Be prepared for danger, out think your enemy, make terrifying examples of those you hate. Those who rule inflict pain, only the inferior submit to pain.

Clergy and temples:

Clerics of Timor are hated and feared in Good-areas, and hunted down and killed if possible. But in many places, they flourish: as the whipmasters in slave pens, as powerful cabals in vile nations, in the courts of tyrants. The dreadful land of Kalik, run on slavery and evil, is thick with worshippers of Timor, eager to gain power.

Priests of Timor have the “Fear” domain, that is any spell which creates or enhances fear, as well as nightmares. They cast such spells at +1 level. Also they may Command or Rebuke Feyrs and other creatures formed of fear and nightmares, as they would undead.
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