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FOREWORD 

When work first commenced oh ADVANCED DUNGEONS & DRAGONS™ Fantasy Adventure Game, one particular aspect of'.j 
fantasy role playing was foremost in my mind: there was either a general neglect of deities or else an even worse use by 1 

abuse. That is. game masters tended to ignore deities which were supposedly served and worshiped by characters in the 
campaign, or else they had gods popping up at the slightest whim of player characters in order to rescue them from perilous 
situations, grant wishes, and generally step-and-fetch. Obviously, there is a broad ground between these two extremes, and 
that is squarely where I desired AD&D to go. As the various manuscripts were being written, I informed both James Ward and 
Rob Kuntz of the direction which the overall work was to take and then followed up with draft copies of the manuscripts. Thus, 
both authors were well-appraised of the form and content of AD&D. Their work, the DEITIES & DEMIGODS™ cyclopedia, re¬ 
flects the fact that they not only were kept abreast of the game as it developed, but that they also adhered to the concepts 
which were instrumental in making AD&D what it is. DEITIES & DEMIGODS is an indispensable part of the whole of AD&D. Do 
not fall into the error of regarding it as a supplement. It is integral to Dungeon Mastering a true AD&D campaign. Experienced 
players will immediately concur with this evaluation, for they already know how important alignment is, how necessary the 
deity is to the cleric, and how interaction of the various alignments depends upon the entities which lead them. Those readers 
not well-grounded in ongoing campaigns must take my word for all this, although they will soon discover for themselves how 
crucial the deities of the campaign milieu are. 

In general, deities are presented in pantheons. You can select which ones, combinations, or parts of pantheons best suit your 
campaign. Players knowing which gods are "real" in the campaign world are able to intelligently choose to serve one (or 
more) suitable to the character’s alignment, profession, and even goals. Included are major, minor, and almost-gods (demi¬ 
gods). There are also a few "divine" monsters and magic items herein. These are creatures and devices so connected to 
mythology that this work was the only place to properly present them. Not included are those minions of Evil found in 
MONSTER MANUAL and the attendant volumes forthcoming. Diabolical and demoniac deities are important to the campaign 
milieu. Without Evil, what does Good have to strive against? It is no great matter to extract these beings from the other works 
and include them amongst the other deities, however. 

The format used to present the beings in DEITIES & DEMIGODS was actually developed through close consultation with my¬ 
self. It was chosen for clarity and completeness of information. The reader can extract basic information quickly, just by 
glancing at the statistics pertaining to the being in question. Greater detail is then presented in the explanatory paragraphs 
which follow the initial data. It is worth commenting that the strength and powers of the beings contained herein are ap¬ 
propriate to the overall work. Thus, addition of these deities and demigods does not imbalance the campaign. Furthermore, 
characters who become a match for them are obviously to be ranked amongst their number, no longer suitable for daily 
campaign interaction, but to be removed to another place and plane and treated accordingly. 

The authors have prepared exactly what AD&D needed to make it a complete work. They deserve praise for the excellence of 
their effort. It.is also necessary to acknowledge the contributions made by the TSR staff, developmentally and editorially 
alike. The writing of this work was a long and complex project which involved countless hours of research. Both authors were 
willing to step back from it and allow the team at TSR to emend and augment their creation to assure that the whole would 
meet each and every need of DM and player alike with respect to the deities and demigods of the campaign milieu. 

DEITIES & DEMIGODS deserves to be a part of AD&D. It was designed to provide the much-needed information on how to in¬ 
clude these "divine" beings in the campaign milieu, how to have the participants interact with them, and offers a broad 
selection from which to choose. It is with sincere pleasure that I welcome James Ward and Rob Kuntz into the AD&D fold. I 
trust that you will find their efforts most rewarding to your gaming enjoyment. 

A*."* 

E.Gar*feygo**.X ' 
1 Maj?l 980 _ \ & 
Lake&eneva, Wist origin 

n 

2 



CONTENTS 

Preface. 
Credits and Acknowledgements 

Editor's Introduction . 
Explanatory Notes. 

Standard Divine Abilities. . 
Dungeon Mastering Divine Beings 

Clerics and Deities . 

4 
4 

5 
5 

8 
8 

9 

Omens . 10 
Mortality and Immortality. 10 

Divine Ascension. 11 

American Indian Mythos. 
Arthurian Heroes . 
Babylonian Mythos. 
Celtic Mythos . 
Central American Mythos 
Chinese Mythos . 

Cthulhu Mythos. 
Egyptian Mythos . 
Finnish Mythos . 

Greek Mythos. 
Indian Mythos. 
Japanese Mythos. 
Melnibonean Mythos .. . 
Nehwon Mythos . 

Nonhumans'Deltles . 
Norse Mythos. 
Sumerian Mythos . 

12 

17 
22 

26 
32 
37 

43 
49 
57 
63 

75 
81 
86 

96 

105 
f 13 
125 

Appendix 1: The Known Pianos of Existence.128 
Appendix 2: Temple Trappings . 134 
Appendix 3: Clerical Quick Reference Chart. 134 

Appendix 4: Further References . 143 
Index to Proper Names.-?.14 3 

* 

3 



PREFACE 

This work, as all AD&D works, is an attempt to clarify and produce material for those referees who expect and demand high 
quality information for their campaigns. Within its pages, you will find details and facts that will be highly useful to you as the 
DM and to your player clerics. 

It is not intended as a treatment of world religions and the Tightness or wrongness of their philosophies. It is a simple state¬ 
ment of the historical or literary details man has recorded for all to see. Do not look for a favoring of good versus evil or 
neutrality versus everything else. When historians or authors wrote about a deity in a way that made them powerful or 
feared, that is the way we made them. In the same light, when a being was made too all-powerful (in AD&D terms) we 
scaled them down to make them compatible in game terms. 

The creative processes of this book differ from the other AD&D works in that three-fourths of the information given within was 
drawn from knowledgeable sources rather than from the imagination of the authors. The names of the deities and heroes, 
the weapons and powers they used, and many of their personality traits are plain for everyone to discover for themselves. 
What had to be creatively done dealt with concepts that were purely AD&D in nature. All of the leaders of the pantheons 
were given 400 hit points and the rest were scaled down from there; the relative resistance of beings to blows and magic was 
derived from studies of their battles with natural and supernatural forces; while concepts like strength were easilAassigned 
in the case of deities of strength or war, this concept is less easily applied to the more powerful deities who have no need for 
massive muscles. Alignments were perhaps the hardest AD&D concept to deal with, and the one that will have the most 
debate among the interested users of this work. Beings like Set. Loki and Arioch are easy to classify, but when working with 
the middle-of-the-road deities who were often chaotic but known for consistent kindness, or were rogues of the worst sort but 
very companionable, it became necessary to consider them as a whole to make a judgment. While it will be easy in any 
campaign to change the powers and alignments of those beings whom you differ with, remember that drastic charlges can 
also influence the all-important game balance of any given campaign. 

While DEITIES & DEMIGODS is ideally suited to the task of working deities into an AD&D campaign format, everything has not 
been covered in the book. In the 6.000-year plus span of this work mankind has spent a lot of that time adding to the myths 
dealt with herein. We did not try to encompass everything, and it is silly to assume that the five years or so of research that 
created DEITIES & DEMIGODS could suffice. There are areas that were stressed because they were useful to DMs, whereas 
others were left out for the very same reason. The book should be used as a beginning framework for the DM. Sample it, take 
what is wanted, and start the gods as well as the players in a universe. While DEITIES & DEMIGODS reveals a great many 
divine powers and a great many powerful devices, it is the duty of the DM to add to, change, and otherwise modify the in¬ 

formation on these pages for use in a campaign. 

There is a large list of people that helped in some way with this endeavor, and I want to take this opportunity to mention and 
thank them: my parents, my wife Janean, Brian Blume, Ernie Gygax, Will Niebling, Mike Carr, Kevin Blume, Dave Sutherland, 
and E. Gary Gygax, who created a game that will outlast us all. 

a 
u4jrvju> miu 
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EDITOR'S INTRODUCTION EXPLANATORY NOTES 

EDITOR’S INTRODUCTION 

Well, hero it is. DEITIES 8 DEMIGODS, the latest addition to the series of 

ADVANCED DSD volumes. But what exactly Is it? Lot's see. it has a nice 

cover— open it up. inside t-here are lots of pictures next to sets of stacked 

statistics ... it must be just liko the MONSTER MANUAL! There, that was 

easv. How that wo lYvovw wKcyt v.t \A, vwo kcvow. v«Kot to do wVtK vA.uo.KV? 

Wrong. 

DDG (for short) may resemble MONSTER MANUAL, and in fact does in¬ 

clude some monsters. Howover, the purpose of this book is not to provide 

adversaries for players’ characters. The information listed herein is primar¬ 

ily for tho Dungeon Master’s use in croating. intensifying or expanding his 

or her campaign. No fantasy world Is complete without the gods, mighty 

deities who influence tho fatos of mon and movo mortals about like choss- 

pieces in their obscure games of power. Such figures can be perfect 

embodiments of the DMs control of the game. They are one of the 

Dungoon Master’s most important tools in his or her shaping of ovonts. 

The gods serve an important purpose for the plnyers ns well. Serving a 

doity is a significant part of AD&D. and all player characters should have a 

patron god. Alignment assumes its full importance when tiod to tho 

worship of u doity. Tho possibility of tho Invocation of divino wrath, should 

the player make a serious misstep, mokes alignment conduct a much more 

vital concern. 

Of course, serving a deity is of greatest importance to clerics. This book 

should help that sometimes-neglected class come into its own. Plnyers 

whose characters are clerics will find much more range and mnny more 

possibilities in their rolos when tho information heroin is usod to flesh 

them out completely. Clerics can and should hnve a great influence on the 

courso of an AD&D campaign. They aro prominont mombors of socloty 

(much more so than tho common fighters or tho rocluslvo maglc-usors and 

thieves); they ofton havo a close relationship with tho populace, and aro 

usually well-acquainted with local loaders. They aro lookod up to ns 

masters of ritual and koopors of knowledge. In addition to this spoclal rela¬ 

tionship with mon, a cleric has a spocinl rolntionship with htS or hor doity. 

an affinity usually doniod to other mortals. This makes dories a spocinl 

class Indood, a cIobs with a lot of room for cronlivo innovation on tho part 

of oxporioncod players. 

At first glnnco. Dungoon Mnstors may well find tho profusion of gods and 

goddossos in this work confusing. Tho DM will havo to consider with caro 

boforo choosing which pnnthoon or pnnthoons to uso in his or hor 

campaign. Tho DM should consldor tho flavor of tho campaign: Is it 

modlovnl, nnciont, oriontal, or different from all of those? Which 

panlhoon(s) will be most approprlnto to tho rnlliou? (It is possiblo to 

imagine a campaign whoro all the gods in this book — and perhnps more 

— aro co-oxislont. This would roquiro a truly vast world, one largo enough 

to contain all of tho worshipers nocossary to sustain such a multiplicity of 

gods! Porhnps. ns In tho nnciont world, such dlfforont pnnthoons nro wor¬ 

shiped In dlfforont regions.) 

Tho most Important thing to romombor about this book is that, unliko tho 

other AD&D volumes, ovorything contained within this book is guidolinos, 

not rules. DDG is an aid for tho DM. not instructions. We would not 

prosumo to toll a Dungoon Master how to sot up his or hor campaign’s 

roligious system. Probably no lacot of AU&U varios moro from campaign to 

campaign than this, and that’s the way it should be. Many DMs will choose 

to uso pantheons or systoms other than tho ones Includod heroin, or will 

alter the information presented. Feel free. 

In our research and compilation of this book, wo oursolvos havo altorod 

many facts, either for reasons of game balance and consistency or be¬ 

cause sources conflict. DEITIES & DEMIGODS is not a scholarly work or 

roforonco — it is a gamo accessory. After choosing which panthoon(s) to 

uso, tho best thing you can do as Dungeon Master is to take a trip to tho 

library or bookstore and road up on tho background of tho chosen mythos. 

There you will discover the fascinating stories behind these immortal char¬ 

acters, and get a really solid feel for how to play them. 

Tho other half of Heroic Fantasy is Mythology. With DEITIES & DEMIGODS 

as an introduction, you can open up whole new realms of wonder. As 

someone else has said, the possibilities are limitless! 

US 

EXPLANATORY NOTES 

FREQUENCY: This refers to the likelihood of a particular creature being en¬ 

countered in a region or area where it might be an inhabitant. Very rare 

indicates a 4% chance of occurrence, rare indicates an 1 1% chance, un¬ 

common indicates a 20% chance, and common indicates a 65% chance. 

-rl\d\«AesVr<a\Vrvwfe"fc wily a>e ert Vrfe eteoYoie Vn exSVierice. 

NUMBER APPEARING: This indicates o good average spread. Tho RANGE 

Is furnished as a guideline only, and it should be altered to suit the circum¬ 

stances particular to any adventuie as the need arises. It is not generally 

recommendod for use in establishing tho population of dungoon lovols or 

similar encounter areas. _ 

ARMOR CLASS: This is a measure of how difficult it is to hit a creature, and 

subsumes tho gonoral typo of protection worn by humans or human- 

shaped beings, protection inherent to tho croaturo duo to its physical struc¬ 

ture or magical nature, or tho degree of difficulty in hitting a creature due 

to its speed, rofloxos. otc. Occasionally, a god's or horo’s armor class may 

not jibo with tho boing'a stated armor and doxtority, but this is duo to the 

magical nature of the being, 

MOVE: This shows tho rolnlivo speed of a croaturo on a constnnt basis. 

Higher speeds may bo possiblo for short poriods. but as this is generally 

opplicablo to all sorts of boings, a constant is shown. It can bo scalod to 

whatever time poriod is desired by adjusting ground scale accordingly. A 

standard time scale is inchos por turn. Tho number might bo double, ond 

this indicatos that tho croaturo can travol in two mediums or modos: 

/ « " ■ flying speed 

/ / # " — swimming spood 

( # " ) ■ burrowing spood 

•«“ = speed In svob 

Inflnito Indicates that tho ontlty can travol to any point doslrod with no 

tlmo lapso, and this is tho bolng's proforrod mode of movement. Infinite 

movomont is a sort of continuous no-orror to/oport ability. 

HIT POINTS: This Indicatos tho amount of dnmngo a croaturo can with¬ 

stand boforo boing killod (or, In tho caso of doitios, temporarily banished 

back to their piano of origin). It Is not usod ns a maasuro of tho attack 

ability of tho boing, os that is dotormlnod by using tho ontily’s most ad¬ 

vantageous chornctor class ability. 

HIT DICE: This indicatos tho parameters of tho numbor of hit points a cron- 

turo can withstand boforo boing killod. Unloss stated otherwise, hit dice 

nro 8-sidod (1-8 hit points). The indicated number of dice nro rolled, and 

tlw numbers shown on each aro addod together to arrivo at a total numbor 

of hit points. Some creatures hnve hit points which are less than a full 8- 

sided die, and this is shown by stating their hit dice as a point spread. 

Some creatures have additional points added to their hit dice; this is 

Indicated by a plus sign followod by a numbor shown altor tho numbor of 

hit dico Ihoy havo, i.o. HIT DICE: 4*4 (which equals 4-32 hit points *4 

points, or 8-36 hit points). Croaturos without characlor classos uso hit dlco 

os a measure of their attack ability. 

% IN LAIR: This indicates tho chance of encountering the creature in 

question whoro it domicilos on tho Primo Matorial Plano (if it ovor doos). If 

a croaturo encountorod is not in its lair it will not have any troasuro unloss 

it carries ’’individual" treasure or some form of magic. Whether or not an 

oncountor is occurring in tho croaturo's lair might bo totally unknown to 

tho person or porsons involved until altor tho outcome of tho oncountor is 

resolved. 

TREASURE TYPE: This refers to the table of treasure types on page 105 of 

ADVANCED DUNGEONS & DRAGONS, MONSTER MANUAL. Tho des¬ 

cription of tho tablo's uso is on pago 5 of tho aforomontionod book. 

NUMBER OF ATTACKS: This shows tho numbor of physical attacks tho 

being is able to make during a given meloe round. This number can bo 

modified by hits which sever members, spells such as haste or slow, and so 

forth. It does not usually consider unusual or special attack forms. Multiple 

attacks usually indicate tho use of several members, such as multiple 

heads, or two claws and a bite, or multiple attacks due to a being's high- 

level fighter or monk ability. A listing such as “3/2" indicates 3 strikes per 

every 2 rounds. 
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EXPLANATORY NOTES EXPLAN A TOR Y NOTES 

DAMAGE PER ATTACK: This simply indicates the amount of damage a 

given attack will cause when it hits expressed as a spread of hit points. In 

the case of intelligent beings who can use weapons, the damage from the 

primary weapon(s) of employment is listed, but this may vary if other 

weapons are substituted. Magical weapon bonuses are not included. 

SPECIAL ATTACKS: This notes such attack modes as breath weapons, 

poison, magic use, inherent abilities, special weapon powers, etc. A full 

explanation of tho mode is detailed in the body of the description below. 

This listing only includes spocial abilities above and boyond character 

class abililios (if such are Kslo'd in tho statistics). 

SPECIAL DEFENSES: These are simply what tho term implios and aro do- 

tailed in tho material describing the being. 

MAGIC RESISTANCE: This indicates tho percentage chance of any spoil ab¬ 

solutely failing to affoct tho magic-rosistant croaturo. It is basod on tho 

spell being cast by a spell-caster of 11th level, and it must be adjusted up¬ 

wards 5% for each level below llth or downwards 5% for each level 

above 11 th of tho spell-castor casting tho spoil. Thus a magic rosistanco of 

95% moans that a 10th lovol spoil-castor has no chance of affecting tho 

creature with a spell or spoll-liko offoct, while a 12th lovol spoil-castor has 

a 10% chanco. Evon If a spoil doo3 offoct a maglc-rooistant croaturo, tho 

croaturo 13 ontitlod to normal saving throws (If appllcablo). A croaturo's 

magic rosistanco oxtonds only to its Immediate possessions, i.o. anything 

carried or worn. Area-effect spells will still function If targeted with a 

magic-rosistant croaturo within thoir aroa; tho croaturo itsolf might not bo 

nffoctod. though all othors in tho spoil aroa will bo subjoct to spell offocts. 

(A firoball, for oxnmplo, may wipo out a clustor of oros, and a dovll stand¬ 

ing in their midst might be totally unaffected due to its magic resistance). 

Tho magic rosistanco of a croaturo has an offoct on cortnin oxisting spoils 

such os Itold portal, whore it indicates tho probability of tho magic rosist¬ 

anco shattoring tho oxisting spoil. 

Spocial Noto: Coitain doitios havo spocial abilitlos (of a magical origin) 

that “never fail", o.g. a weapon that never misses, or an abiljty against 

which thoro is no snvo. Croaturos with magic rosistanco may still avoid tho 

olfocts of thoso abilitlos if thoy mako a succossful magic rosistanco roll. To 

determine level of the deity with the magic ability, use the deity's highest 

lovol charnctor class ability, unloss it is loss than 15th lovol for demigods, 

20th lovol for lossor gods, or 25th lovol for groator gods, In which caso tho 

aforomontionod lovols should bo usod. 

INTELLIGENCE: In monstors, this indicates tho basic oquivalont of human 

"IQ". Coitain monstors aro instinctivoly, or othorwiso, cunning, and such is 

accordingly noted in tho body of tho descriptive material. Tho ratings cor¬ 

respond roughly to tho following character intolligonco scoros: 

0 Non-intolligent or not ratable 

1 Animal intolligonco 

2-4 Somi-intolligont 

5-7 Low intolligonco 

8-10 Avorago (human) intolligonco 

11-12 Very intelligent 

13-14 Highly intolligont 

15-16 Exceptionally intolligont 

17-18 Genius 

19-20 Supra-genius 

21 ♦ Godliko intolligonco 

SIZE: This is abbroviatod as: “S". smallor than a typical human; 'M*. ap¬ 

proximately man-sized (5* to 7' tall and of approximate human build); and 

"L", larger than man-sized in one way or another and generally having 

greater mass. 

ALIGNMENT: This shows tho characteristic bent of a monster or hero to law 

or chaos, good or ovil or towards noutral behavior possibly inodifiod by 

good or evil intent. It is important with regard to the general behavior of 

tho being when encountered. 

The above is also true as regards the alignment of divine beings, except 

that deities are not always constrained to follow their alignment to the 

lottor. Thoir motives and purposos aro far abovo tho mortal, and though a 

deity will generally follow his or her alignment, the being's specific 

actions may sometimes seem to contradict this. 

WORSHIPER’S ALIGN: This refers to the general alignment of those who 

worship, adore or propitiate tho deity. This does not necessarily apply to 

the alignment of the deity's clerics, which must be identical with their 

patron's. 

SYMBOL: Fairly self-explanatory, this is the symbol by which the deity and 

his or her faithful followers are known. It will be found engraved upon 

most holy items. 

PLANE: This rofors to tho doity's piano of origin. Usually this will bo an 

outer plane corresponding to tho deity's alignment, but sometimes it varies 

duo to the being's particular sphere of influence, as with thoso deities 

originating on the elemental planes or actually existing on the Prime 

Material Plane. Also, some deities may be located on a plane which seems 

to conflict with thoir alignment because other deities of tho samo pan¬ 

theon with whom he or she is associated are also located there. 

CLERIC/DRUID: This refers to the being's ability to function as a cleric 

and/or druid. Wisdom spell bonuses apply to tho number of spells that 

being can have. Note that a divine being need not be of neutral alignment 

to havo lovols of druidical ability. Furthermore, nothing prevents doitios 

from functioning in several different apparontly-inconsistont classes at 

onco. 

FIGHTER: This rofors to tho boing's ability to function as a fighter, paladin 

or ranger. Note that alignment does not necessarily preclude inconsistent 

classing hero, either. 

MAGIC-USER/ILLUSIONIST: This doscribos tho lovol of tho boing's gonoral 

magical spell ability, if any. Simultaneous classification in both areas is 

possiblo. 

THIEF/ASSASSIN: This rofors to tho boing's lovol of ability in rogard to tho 

thlof and/or assassin classos. Onco again, alignment doos not procludo in¬ 

consistent classing. 

MONK/BARD: This rofors to tho boing's abilitlos ns a monk or bnrd. if any. 

Noto that allgnmont Is not nocossnrlly n consideration horo for either of 

these classes, and that bardic ability indicates only that n being has the 

corresponding bardic powors, ond doos not necossnrily Imply obilitios In 

tho fighter and thlof classos. 

PSIONIC ABILITY: Whoro psionic abililios aro indientod (or horoos or 

monstors, thoy aro listod as n strength point value, with attack and dofonso 

modes notod. Howovor, tho gods' psionic abilities aro somewhat stand¬ 

ardized, and fall into tho following six classes: 

Psionic Attack Defense 

Class Strength Disciplines Modes Modes 

1 326-365 5 minor, 2 major All All 

II 276-315 4 minor, 2 major All All 

III 236-265 3 minor. 2 major All All 

IV 181-210 3 minor. 1 major All All 

V 91-110 2 minor. 1 major A.B.C.E F.G.H 

VI* Nil Nil Nil Nil 

* Beings listed ns class VI cannot use psionlcs and are invulnerable to any 

type of psionic attack, including psionic blast. 

Psionic disciplines function at a minimum lovol of 15th for demigods, 20th 

for lesser gods and 25th for greater gods. 

S: I: W: D: C: CH: Thoso aro tho abbreviations for tho boing's abilities. 

Thoy aro followod by tho ontity's scoros. Ability scoros that oxcood 18 aro 

explained below. 

STRENGTH: This score is always followed in parentheses by the being's 

bonus "to hit" and damage, if any. Thoso correspond to tho following 

table, for thoso scores abovo 18: 

'To Hit" Damago Weight Open 

Score Bonus Bonus Allowance Doors Bend Bars/Lift Gates 

19 + 3 +7 4,500 7 in 8 (3) 50% (as hill giant) 

20 ♦)i •* + 8 5,000 7 in 8 (3) 60% (as stone giant) 

21 + 4 + 9 6,000 9 in 10(4) 70% (as frost giant) 

22 + 4 b + 10 7,500 11 in 12(4) 80% (as fire giant) 

23 + 5 + 11 9,000 11 in 12(5) 90% (as cloud giant) 

24 + 6 + 12 12,000 19 in 20 

(7 in 8) 

100% (as storm giant) 

25 + 7 + 14 15,000 23 in 24 

(9 in 10) 

100% (as titan) 
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EXPLANATORY NOTES EXPLANATORY NOTES 

The numbers in parentheses under Open Doors indicate the chance of 

forcing open a locked, barred, magically held or wizard locked door, but 

only one attempt ever (per door) may be made, and if it fails no further at¬ 

tempts can succeed. 

INTELLIGENCE: The following table applies to intelligence scores over 18: 

Chanco to Minimum 

Know Each Number of 

Score Listod Spoil Spolls/Lovol 

19 95% 11 

20 96% 12 

21 97% 13 

22 98% 14 

23 99% 15 

24 100% 16 

25 100% 17 

Spoil Immunities 

first level illusion/phantasm spells 

second level illusion/phantasm spells 

third level illusion/phantasm spells 

fourth levol illusion/phantasm spells 

fifth level illusion/phantasm spells 

sixth level illusion/phantasm spells 

seventh level illusion/phantasm spells 

WISDOM: The following lablo applies to wisdom scoros over 18: 

Scoro Spoil Bonus 

19 One 4th & one 1st 

20 One 4lh & one 2nd 

21 One 5th & one 3rd 

22 One 5lh & one 4th 

23 Two 5th levels 

24 Two 6lh levels 

25 One 6th & ono 7th 

Spoil Immunitios 

Cause fear, charm person, command, 

fr/ends, hypnotism 

Forget, hold person, ray of enfeeblement, 

scare 

Beguiling, domination, fear 

Charm monster, confusion, emotion, 

fumble, suggestion, telempathic projection 

Chaos, feeblemind. hold monster, magic 

/or. mass domination, quest 

Goos, mass suggestion, tutorship 

Antipathy/sympathy, finger of donth. mass 

charm. Offo’s irres/stable dance 

Beings of very high intelligence will not be fooled by illusion/phantasm 

spells; Ihey will note some inconsistency or inexactness which will prevent 

their belief in the illusion. A being with a 19 intelligence will never be¬ 

lieve a jst level illusion/phantasm spell, even if cast by a high-level spell- 

caslor, and will thus avoid all offocts. Beings with groator intelligence can 

also Ignore higher lovol Illusions, ns Indlcatod. All offocts noted are 

cumulative (e.g. n 20 intelligence gives immunity to first and second level 

Illusions). 

Beings of very high wisdom are immune to the effects of certain charm- 

typo spells, psionic abilities and spoll-liko offocts. Those immunitios aro 

cumulative with higher wisdom. Beings with high wisdom aro simply able 

to automatically throw off the effects of these spells. 

DEXTERITY: Tho following tablo applios to doxtority scoros ovor 1 8: 

Scoro 

Roaction/Attacking 

Adjustmont Dofonsivo Adjustmont Picking Pockots 

19 + 3 4 ♦ 15% 

20 ♦ 3 - 4 ... 20 

21 + 4 • - . i . - 25 

22 ♦ 4 .•:*£ .* . 30 

23 ♦ 4 . *V£ . 35 

24 + 5 -6 40 > 

25 ♦ 5 -6 45 

Open Locks Locato/Romovo Traps Movo Silontly Hiding in Shadows 

♦ 20% ♦ 10% ♦ 12% ♦ 12% 

25 15 IS 15 

30 30 T8 IB 

35 25 20 20 

40 30 23 23 

45 . •. • v 35* —,-25 *< 25 

50 40 30 30 

Noto: Tho last fivo columns (Picking Pockots, otc.) apply only to beings with thiof. assassin or monk abilities. 

CONSTITUTION: The following table applies to constitution scores over 18: 

Scoro Hit Point Adjustment* Poison Save Regeneration 

19 ♦ 5(no Isrolled) ♦1 Nil 

20 ♦5 (no Is rolled) ♦ 1 1 point/6 turns 

21 ♦ 6(nolsor2s) .. *2 1 point/5 turns 

22 ♦6 (no Is or2s) • *2 1 point/4 turns 

23 ♦6 (no Is. 2s or 3s) - - *3 1 point/3 turns 

24 ♦7 (no Is. 2s or3s) *3 1 point/2 turns 

25 ♦7 (no Is, 2s or3s) ♦4 1 point/1 turn 

* The additions to each hit die are for fighter, paladins and rangers only; 

all beings without one of these classes can receive no more than 2 bonus 

points per die. Tho other modifications to the dice are applicable to any 

class The notation "no Is rolled” indicates that any Is rolled when hit 

points aro being figured should bo counted as 2s. At 21 and 22 constitu- 

tion. Is and 2s are counted as 3s, and so on 

CHARISMA: The following table applies to charisma scores over 18: 

Maximum No. Reaction 

Score of Henchmen Loyalty Base Adjustment Awe Power 

19 20 ♦ 50% ♦ 40% Up to 1 HD/level 

20 25 60 45 Up to 2 HD/levels 

21 30 70 Up to 4 HD/levels 

22 35 80 55 Up to 6 HD/levels 

23 40 90 40 Up to 8 HD/levels 

24 45 100 65 Up to 10 HD/levels 

25 50 100 . TP Up to 12 HD/levels 

ovory caso doallng with tho lovols listod. cronturos that gnzo upon a dlvlno 

being will bo stunned into inaction so that they will bo awaro of nothing 

but tho presence of tho deity until tho deity disappears from sight (no sav¬ 

ing throw). This works through any control up to and Including a magic (or 

spoil. Stunned creatures cannot Initiate any olhor action than physical 

defense d attacked while under the influence of tho awe power. Note that 

tho awo powor applios only to dlvlno bolngs (gods and domlgods). Mortal- 

born persons who somohow acqulro godliko ch’arisma will not radiato this 

aura. 

In certain instances, some divinities aro so loathsome and repellent as to 

actually have negative charisma. This applies only to the truly ghastly 

divine beings. The horror which their appearance and presence inspires 

causes creatures in the hit dice or levol range noted below to bo stunned 

with fear and detestation until the being is no longer in sight. While in this 

condition a creature can do nothing but dofond itsolf physically against 

attacks. As with awe power, even if a person were to be given negative 

charisma through some terrible curse or change, he or she would not 

acquire the horror ability. The reaction of the average creature to a hypo¬ 

thetical non-divine being with a negative charisma would be a desire to 

kill it immediately. 

Charisma Score Reaction Adjustment Horror 

-1 ^10% Up to 1 HD/level 

-2 45 Up to 2 HD/lovels 

-3 50 Upto4HD/lovols 

**: —*-4 •*. 55 Up to 6 HD/levels 

v -5 <50 Up to 8 HD/levels 

• ' -4 = 65 ' ,v Up to 10 HD/levels 
... . 

in '■* \*L'\ 70 Up to 12 HD/levels 

Awe Power is defined as the reverential fear or dread or overpowering 

desire to worship caused by the mere sight and presence of a divinity. In 
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STANDARD DIVINE ABILITIES 

Unless otherwise specified, all gods and demigods have the following 

special abilities, above and beyond whatever other abilities are listed: 

Command: as the spell, but lasting 2 rounds for lesser gods and 3 

rounds for greater gods. Thoro is no saving throw vs. this divine 

ability. 

Comprehend languages: as thoA spell, except the deity also gains the 

A ability to spoak or write tho language in question. 

•>'* Defect alignment: this ability enables the deity to detect the alignment 

of objocts or creatures with no error. 

\j Gafo: tho deity can only attempt to gate in other beings of tho same 

mythos. 

Geas: as the spell, but with a range of 9". 

Quest: as the spell, but with a range of 9". and no saving throw. 

Teleport: this is an inherent ability which allows the deity to teleport 

from place to place or from plane to plane with no error. 

Truo sooing: os tho spell. 

Tho above abilities all function instantaneously and at will, but not con¬ 

tinuously. Tho gods sometimes manifest surprising abilities that are not 

otherwise notod. such os tho powor to chango characters’ ability scores, 

grant wishos (or their opposites), or telopon others wherever they wish. 

Exorcise of such bonus powors falls ontiroly within tho roalm of tho DMs 

judgment. 

Saving Throws: All gods ond demigods have a saving throw in all 

categories of 2 (i.e., only on a 1 on a d20 will they miss their save). This is 

in addition to any other magic rosistanco, of courso. All horoes dolinoatod 

in this book havo savos in all categories of 3. Gods’ and heroes’ saving 

throw numbors aro irroduciblo rogardloss of magical aids and adjust¬ 

ments. 

DUNGEON MASTERING DIVINE BEINGS 

In AO&D, when the deities deign to notice or interfere with the lives of 

mortal men. it is the Dungeon Master who must assume their roles. DMing 

a divinity presents a far greater challenge than playing the role of a 

merchant, a sage, or an ore. Players will quite naturally pay special at¬ 

tention to the words and deeds of the gods, so the DM must make a special 

effort to understand how to present them. 

First and foremost, deities and divine beings are not merely super-power¬ 

ful humans. They have powers, abilities, and qualities totally unavailable 

to the mortal-bom. (See Explanatory Notes.) Even if a human should, 

through some ultra-potent magic, have his or her abilities raised into the 

20’s (unlikely and inadvisable), that person would not gain those powers 

reserved for the gods. The source of a deity’s godheads is in some way 

connected to his or her earthly worshipers, though in what manner tho 

gods derive this power is a mystery totally beyond mortal (or immortal) 

comprehension. However, it is true that a god’s power often increases or 

decreases as tho number of his worshipers varies. Thus doitios, and clerics 

as their agents, constantly try to increase tho quantity and quality of their 

worshipers. 

Tho statistics givon in this book can bo of groat aid to DMs, but thoy do not 

tell how a doity should bo played. Tho gods aro not lists of armor clnssos, 

hit points and attack forms; treating them ns such reduces them to tho rolo 

of moro monsters. Thoy aro, rather, beings whoso voryprosonco profound¬ 

ly affects tho course of events. Many of them represent elemental or 

natural forces that man can barely influonco, lot alono conquor. 

Introduction of a doity into active play in a game is a stop that cannot bo 

taken lightly. Players must understand who they ore dealing with, and that 

impropor bohavior toward a god can bring swift and diro consoquoncos. 

Gods gonorally havo ogos proportionate with their powor and Importance. 

Most deities simply will not stand for mere mortals behaving beyond their 

station, o.g.. treating gods as oquals, or not showing propor respect in 

other ways. Attempting to coerce or intimidate a god in some way will 

nearly always result in divine punishment. Mortals who meddle with the 

gods are usually dealt with harshly in order to provide examples for others 

who may contemplate such actions. 

Most gods onjoy flattery, but any god with a wisdom scoro abovo 15 will 

know it for what it is. and will generally not allow his or her opinion of the 

flatterer to be altered by the flattery. Deities will usually be able to guess 

at the flatterer's motives. 

In any encounter between characters and a divine being, thoro aro several 

things that the DM must continually keep in mind. The first is the divine 

awe (or horror) inspirod in mortals by most doitios’ extraordinary 

charisma. Even if characters are of sufficient level to avoid the direct 

rosults. tho doily’s pronouncements should carry groat weight. Tho socond 

thing to remember is that most gods’ intelligence and wisdom far exceed 

that of mortals. Thoy can raroly (if over) bo foolod or trickod by moro 

humans. Their great wisdom usually enables them to tell when a mortal is 

lying. In fact, as DM, you can usually assume that if you know why a char¬ 

acter is saying or doing somothing. tho doity would know it as woll. This 

should help to simulate the deity’s superior intellect and wisdom, and im¬ 

press the characters. Gods with intelligence scores above 20 can ofton toll 

what kind of action a mortal is about to attempt just from a few prepara¬ 

tory motions, and knowing this, a god (with his or her superior dexterity) 

can often react to the action before it is completed! 

If a god enters combat (willingly or unwillingly), he or she will always at¬ 

tempt to avoid any situation where the god can be physically defeated. A 

little reflection will show that tho idoa of a doity fighting mortals "to tho 

death” is absurd. The easiest avoidance of combat is the god’s innate tele¬ 

port ability, which onablos him or her to loavo combat ontiroly. or ’’blink’* 

away to a convenient distanco and rosumo combat in a mannor of tho 

god’s choosing (spells, special abilities, etc.). This teleport ability takes no 

time or concentration during battle — tho divinity just wills it to happen. 

If engaged in combat, deities will almost always call upon whatever aid 

they can. Some gods have specific aids or attendants listed in the text. 

Those who do not have creatures listed can still usually summon a retinue 

of appropriate beings from the Prime Material or the god’s plane of origin. 

After summoning aid. many gods will depart the field, leaving their 

retinue to do the fighting for them. (That is. after all. their function — gods 
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hove bettor things to do than fight with mortals.) This summoning of aid 

lakes no more time or effort than the teieport ability! 

Unless they have a history of mutual antipathy, deities will always be un¬ 

willing to fight other deities. They will back off from confrontation situa¬ 

tions whonovor possible, preferring to work through underlings or chosen 

champions. For example. If a meddling party of characters accidentally 

summoned an evil god, they might wish to attempt to yofe in a good god 

to protect them. They are almost sure to be disappointed. In all probability, 

fho most aid they will receive through the gate Is one (or more) of the 

god's servants, or a quick fe/eporf to a safe location. 

In fad, gate spells in general are more likely to result In the appearance of 

ono of the god’s followers, rathor than tho doity itsolf. A gafo spoil cannot 

compel a deity's appearance — a god will come only if he or she chooses. 

Tho gods are not unwilling to aid their worshipers Tho fact is. gods have so 

many worshipors that thoy prefor to give aid of a loss specific and moro 

general nature — subtleaidthatwillhelptheir worshipers as a whole This 

type of aid usually goes unnoticed in tho short run (except by high levol 

clerics, who know what to expect). Specific aid to individuals is extremely 

rare, despite the fact that this is the kind of aid deities are most frequently 

requested to supply If the supernatural powers of the various Outer Planes 

could and would continually and constantly Involve themselves in the 

affairs of tho millions upon tho Prime Material Plano, thoy would not only 

be so busy as to get neither rest nor relaxation, but these deities would be 

virtually handling all of their own affairs and confronting each other 

regularly and often. If an entreaty for aid were heard one time in 100, 

surely oach and every deity would bo as busy as a switchboard operator 

during some sort of natural disaster. Even if each deity had a nominal 

numbor of sorvants whoso purposo is to supply aid to dosporato ad¬ 

venturers. the situation would be frenzied at best It is obvious lhat inter¬ 

vention by a doity is no trifling mattor. and it is not to bo allowed on a 

whim, ovon If characters aro In oxtromls I 

This is not to dictate that deities will never come to characters The mighty 

ovll gods, demons, and devils ore prone to appear when their name is 

spokon •— provided thoy stand tho possibility of gaining convorts to thoir 

cause. Tho forces of good might send some poworful croaturo of like align¬ 

ment to aid characters on a mission in their behalf (e.g.. a ki-rin. couatl. or 

good dragon). Certainly In the cose of some contest between opposing 

deities all sorts of intervention will take place - but always so as not to 

cause tho deities themselves to bo forced into direct confrontation! Other¬ 

wise, the accumulation of hit points and the over-greater abilities and 

better saving throws of characters represents the aid supplied by super¬ 

natural forces This is particularly true when characters advance to high 

lovol and bocomo prominont. Doitlos ofton regard such characters as 

important among their mortal worshipers, and the characters themselves 

may be asked to (or be given no choice but to) take part in the maneuver- 

ings of tho gods’ forces upon earth. Characters aro usually totally without 

knowledge of the part thoy play. In these cases, rather than being re¬ 

questers of divine intervention, characters may actually become part of 

the Intervention itselfl 

As Dungeon Master, you will have lo determine the amount of involve- 

mont of deities as you develop your campaign. Spur of the moment inter¬ 

vention can bo handlod as follows: If tho character bosoochlng holp has 

been exemplary in faithfulness, then allow a straight 10% chance that 

somo croaturo will bo sont to his or hor aid If this is the first time tho 

character has asked for (not roceivod) holp. If 00 is rolled, thoro is a per¬ 

centage chance equal to the character’s level of experience lhat the deity 

• tsell will come, and this chance is modified as follows: 

Each previous intervention in behalf of the character -5% 

Alignment bohavior only average -5% 

Alignment behavior borderline -10% 

Direct confrontation with another deity required by the situation 1 0% 

Character opposing forces of diametrically opposed alignment *1% 

Character serving deity proxirnotely (through direct instructions or 

by moans of some intermediary *25% 

The above applies only to activities on the Prime Material Plane. Deities 

will not intervene on the planes which are the habitations of other deities. 

I o , the Outer Planes They will neither venture to involve themselves in 

tho Positive or Negative Material Planes Intervention In the Elemental 

Pianos is subjoct to DM option, based upon the population ho or she has 

placed there. (If there are elemental gods, the deities from the Outer 

Pianos will NOT go there.) Intervention occurs only on the Prime Material 

Plane in most cases, with occasional intervention in the Astral and Ethereal 

Planes 

CLERICS AND DEITIES 

When a DM is deciding whtch gods will be commonly worshiped in his or 

her campaign, he must be aware of the fact that not all gods ore equally 

powerful, and that this affects their ability to grant spoils to their clerics. As 

is explained in the DUNGEON MASTERS GUIDE, 1st and 2nd level spells 

are gained through the cleric’s knowledge and faith. All other spells are 

gained through prayer. Third, fourth and fifth level spells are granted by 

the supernatural servants or minions of the cleric's deity. These servants 

range up to domigod level. Clerics whoso patrons aro domrgods (and not 

lesser or greater goo’s) will receive their 3rd through 5th level spells direct¬ 

ly from their deity. A demigod cannot grant spells above 5th level, so a 

cleric of a demigod could never receive 6th or 7th level spells. 

Sixth and sovonth lovol spoils are grantod to dories dlroclly from thoir 

deities. Only the greater gods may grant 7th level spells. 

In oach mythos includod hore, tho doilies havo boon divldod into doml- 

gods. 'essor gods and grootor gods. The DM may carefully consider alter¬ 

ing these designations if they do not suit his or her campaign or concept of 

the deity. 

Deities of all types, from the highest to tho lowost, oxpoct a groat deal of 

work from their clerics in return for tho powor to perforin miracles. Clerics 

are expected to behave In a manner exemplary of the teachings of their 

faith. Even common evoryday concerns must bo viowod in tho light of thoir 

bollofs. Clorics must stand out from tho common fold as rolo modols of 

correct bohavior, exhibiting groator wisdom ond thoughtful noss, and 

living out the precepts of their religions and alignments. 

The DM must also make sure that tho cloric Is aware of his or hor place In 

tho community and tho church hierarchy, Cloric "adventurers", which In¬ 

cludes noarly all AD&D player character clorics, aro ofton groatly ro- 

spoctod and admired (or foarod) by tho populace, Howovor, duo to thoir 

somewhat unorthodox behavior, thoy rarely have any important place in 

thoir religion's hierarchy, Thoy are required to maintain appoarancos and 

porform tho propor rituals ossontlal to thoir faith and alignment, rognrdloss 

of their special mission in life, 

A cleric, no matter whero he or sho is, ac's as an agont and roprosontativo 

of his or her deity. The cleric should miss no opportunity to explain and 

show to others, through both word and deed, tho truth and Tightness of his 

or hor rollglon. When clorics rise to high lovol. they aro ofton oxpectod to 

bo judges, interpreters and arbitrators of tho congregation's noods- 

Ono of tho more dangerous functions of any cloric is that of pawn of tho 

god he or she serves Clerics are sometimes required to attempt to block 

the plans of the servants of other deities, and they may even be sacrificed 

for the ultimate goals ol the god they serve* 

In addition to the above, there are other requirements which a cleric must 

fulfill if ho or sho Is to romain in good standing with tho patron god. Do- 

pending upon the religion (and fhe DM's decision), certain rituals and 

services must be performed, sometimes at precise and regular Intervals. 

The cleric should also freoly undertake tho performance of exceptional 

duties in the form of quests, heroism, and even (if necessary) voluntary 

martyrdom, 

Ono important and sometimes expensive duty of a cleric is tho croation of 

places of worship for his or hor deity. This could moan tho building of 

simple roadside shrines at low lovol. while at a high lovol a cloric might 

finance the construction of an entire temple. These structures or areas must 

be put In places of relative security, for tho desecration of a temple Is a 

terrible blow to a religion's honor. 

Thoro may como a timo in tho campaign whon a cloric may fall away from 

the path of tho deity ho or sho servos and need to be corrected or punished 

in some way. Clerics using only first and second levol spoils usually need 

fear little direct retribution from their deity: the god expects higher level 
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mortal servants to be aware of transgressions and to take the proper 

action. 

In the case of higher level clerics. If the offense Is minor, he or she will 

often receive a warning of some kind, typically an unmistakable omen of 

some sort. These are usually sent by one of the deity's servants. If a cleric 

once again commits a minor transgression or dereliction of duty, the 

servants of the deity (and the DM) may require that he or she appease 

them by engaging In ono or more of several typos of ponancos. If the 

questionable act was unknowing or unwilling, simple receipt of an atone¬ 

ment spell may be sufficient. If It was not. several days of fasting, prayer 

and meditation and/or minor sacrifices may be necessary. In certain 

roliglons, this may Include some sort of scourging or physical punishment. 

Greater and repeated transgressions require greater expiation to atone for 

thorn. Tho orrlng clorlc may have to make a major sacrifice, probably 

Including money and magic items, and he or she may be given a minor 

quest of some sort. Some religions may even require public degradation 

and humiliation for tho clorlc as recompense for his or her sins. Until the 

atonornont period has boon complotod, use of cortaln spells or spoil levels 

I may bo donlod tho cleric. 

Gravo transgressions roqulro grim punlshmonts. A clorlc who commits a 

grievous sin against his or her god may have to sacrifice all of his or her 

possessions and then go on a major quost in order to restore good stand¬ 

ing. During this period uso of many or oven all spells may bo donlod tho 

errnnt cleric. Commission of irredeemable sins or terrible heresies, of 

course, will rosult In Immodlato and total oxcommunication of tho cleric: 

that porson may novor again uso clorlcal spoils In tho name of that deity or 

hope for old or safety from his followers. The worst of these acts may also 

Invoko dlroct dlvlno wrath upon tho hoad of tho offonding ono. Dlvlno 

vongoanco upon ono who has botrayod his god can take many forms, 

each ono worse than the previous. 

The above, of course, are rare cases. A faithful and true cleric does not 

balk at thoso tasks nocossary for propor worship, and doos not ovon 

consider committing actions which oppose those of his or*her alignment 

and religion. The path of truth for most clerics is narrow but well-marked. 

OMENS 

Omens aro signs or Indications from doltlos that display tho ploasuro or 

displeasure of the gods or serve to foretell the future. This section deals 

with many of the common omens of historical reality, but omens can be 

usoful In an ADVANCED DUNGEONS & DRAGONS campaign as well 

Whonovor playors transgross tholr alignment, and especially when clerics 

violato tho dlctatos of tholr soct. thoy will rocoivo a bad omon. This can 

take several forms, but the most common one Is a partial loss of power: a 

magic-user might find it Impossible to remember some of the higher level 

spoils, a fightor might suffor constant illnoss (and thus tho loss of ono- 

fourth or one-half of his or her hit points), or a cleric might be unable to re¬ 

now ovon first or socond lovol spoils on a daily basis. Any of thoso happon- 

ings should be taken as a sign to the player that he or she has done some 

wrong that morils punishmonl. In short, omons aro dovlcos for judgos to 

uso In corroding playors that constantly do Improper things In tho cam¬ 

paign. If a temporary loss of power doos not deter a player from constantly 

violating his or hor alignment or not following tho ways of tho doily, then 

more severe omens can be given or the effects of some can be made 

permanent. 

Following this paragraph will be a list of omens and signs, along with their 

purported meanings. Some of these predicted happenings aro quite 

spoclfic. others aro rather vaguo ("good luck"): whether specific or gener¬ 

al, tho DAA Is romlndod that any or all powers or results aro entirely op¬ 

tional. The same care must be taken with these omens and luck symbols as 

with the alleged mystical properties of gems (see DUNGEON MASTERS 

GUIDE, p. 27: "NOTE REGARDING THE MAGICAL PROPERTIES OF GEMS. 

HERBS, et al.“). Under no circumstances should a player be allowed to 

badger a DM Into, for example, giving the player a bonus on saving throws 

simply because he or she is carrying a pouch full of four-leaf clovers! In 

tho AD&D univorso, such an occurrence might foretell sovon years of ill 

fortune to follow .... 

Certain omens are recognized as portending good luck. These indude 

finding a four-loaf clover, seeing the crescent moon, and finding a toad¬ 

stool. Symbols of good luck include dice, crossed fingers, a shoe, a fish, a 

dog. a wheel, and the three apes that see. hear, and speak no evil. The 

finding of mistletoe in the wild is good luck, and if boiled and combined 

with pure spring water is supposed to be a universal cure for poisons. Tho 

wearing of leather from top to bottom is said to repel demons and devils. 

Dung is said to have both good and bad properties. Objects or poisons that 

are covered in dung reputedly cannot be touched or hurt by the undead. 

On the other hand, if even a small bit of dung is cast upon an altar con¬ 

secrated to good, tho altar is defiled and only ovll can bo contacted thoro. 

The forces of good must go to great lengths to resanctlfy such a tainted 

object. 

Far more omens and signs predict ill luck than good. Breaking a mir¬ 

ror and spilling salt are universally recognized as bad omens. The ap¬ 

pearance of meteors, comets, and eclipses portend great changes or hap¬ 

penings, usually not good. Mooting an old woman as ono sots out on a 

Journey Is ill fortune, as Is a bat flying In the window, or tripping as one 

enters a doorway. If a bird perches on a holy symbol, it moans horrible 

things are going to happen to that sect in the near future. If someone 

enters a room unasked and finds knives crossed In the room, It Is con¬ 

sidered a sure sign that that person will bo cut tho very next time thoy aro 

attacked. Thirteen of anything in one group is the height of bad luck, and 

this should bo avoldod at all costs. Taking objects from a group of thlrtoon. 

or especially removing the whole group from whatever resting place It 

had. is said to Invito a horrible death. Tho coming of a wlll-o'-tho-wlsp Is 

interpreted to mean that some building Is going to bum to the ground 

within seven days, while the wail of a banshee certainly means that some¬ 

one Isgolng to die that very night. 

The appearance of a rainbow is a definite statement from a deity. Its ap- 

poaranco moans olthor that tho dotty wants to convorso with a mortal, or 

that tho dotty wants tho mortal to undortako a quost. In Norso logond, tnon 

and women of power could travel to Asgard merely by touching a rainbow 

(part of the bridge Blfrost) and wishing to be there. 

MORTALITY AND IMMORTALITY 

AD&D assumes that the anlma, that force which gives life and distinct 

oxlstonco to thinking bolngs. is ono of two sorts: sou/ or spirit. Humans, 

dwarves, halflings, gnomos. and half-elves (those bolngs which con hovo 

a ralso doad or rosurroctlon spoil cast upon thorn) all hovo souls: oil other 

beings that worship deities have spirits. This latter group Includes (but Is 

not limited to) elvos. oros. half-oros. and tho other croaturos spoclflcally 

montlonod In tho NONHUMANS* DEITIES section of this work. Tho DM may 

decide on a case-by-case basis whether other creatures have spirits and 

worship doitios: tho only parameter is that monstors with spirits must hnvo 

at loast an intolligonco rating of Low. Ploaso noto that tho following systom 

is only a suggostod ono. Individual Dungoon Mastors should uso a differ¬ 

ent systom if thoy find this ono unsultablo. 

Whon a being from tho Prlmo Matorlal Plano dios, its soul or spirit goos to 

ono of the Outer Pianos (Soo THE KNOWN PLANES OF EXISTENCE soc- 

tion.) Selecting which plane the soul or spirit goes to is the province of the 

DM. basod upon tho alignmont bohavior of tho croaturo during its mortal 

life. If a human clorlc died professing to bo lawful good, ho or sho might 

oxpoct to go to ono of tho Seven Hoavons. Tho DM might Judgo sorno of 

tho cloric's acts as moro noutral than lawful, and docldo that a moro ap¬ 

propriate plane would be Elysium. If a being has been faithful to the 

teachings and tenets of its deity, however, it Is likely that tho soul or spirit 

will pass into the plane whoro tho doity resides. Moreover, tho soul or 

spirit will go to that pari of the plane most strongly influenced by that 

deity; for each plane is Infinite, and most planes have more than one deity 

residing there (Olympus, Asgard. etc.). 

Another difference between souls and spirits lies in what happens to them 

when they arrive at their destination. For souls, it Is the beginning of 

eternity; it is on this plane that the soul will remain forever, enjoying the 

benefits or suffering the torments thereof. Spirits, on the other hand, may 

be but temporary residents of the plane. Their rewards and punishments 

are less than that received by souls. At some time In the future, at the will 

of the deity, the spirit can be returned to the Prime Material Plane — rein¬ 

carnated. The new creature will not have any sort of overt memories of its 

former life, nor will its new form necessarily be the same as its old. If an 

elf becomes ovll during his or her life, his or hor spirit would go to ono of 

the evil planes at death. The ruler of that plane might, a century later, de¬ 

cide to send the being back as a Drow. for example; this Draw would have 

the same sort of good-evil choices during life as the elf had (albeit from a 

different viewpoint), and conceivably could go to yet another plane upon 
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death if he or she did not remain evil and loyal to the master of that place. 

The amount of time that a spirit must spend in a plane before returning to 

the Prime Material Plane is extremely variable. It could range from as little 

as ten years to a millenium or more — time isnof important to a deity. 

(Note: The above is only a suggested method for dealing with character 

life-after-dealh. The DM may. of course, use whatever system is most ap¬ 

propriate to his or her campaign.) 

There is a time lag between death and arrival at the plane of destination. 

Although time is meaningless to the soul or spirit, the long journey to the 

proper plane can take 3-30 days of time relative to those in the Prime Ma¬ 

terial Plane. Thus the rationale for the progressive time limit on the raise 

dead spell becomes clear: the farther the soul has travelled on its way to 

its destination plane, the more powerful the cleric needed to summon the 

soul back to its mortal coil. The road through the Astral Plane to their desti¬ 

nation is clearly marked for the dead, but it is not free of peril. Some 

monsters roam the ethereal and astral planes at will, which is why burial 

chambers often include weapons, troasuro, and oven bodyguards to pro¬ 

tect Iho soul on its journey. 

A rosurroction spoil functions in a different manner from a raise dead: the 

cleric literally recalls the soul from the p'ane of Ifs deity back Into Its 

former body, where flesh and blood have been magically restored to the 

bones. As this involves the cooperation of the deity on the plane where the 

soul was, clerics must use extromo caution in employing this spell. If a 

cleric resurrects a being of radically different alignment, the cleric’s deity 

(who gave the cleric this powor) may be greatly offended. Similarly, if a 

cloric rosurrocts a boing of different alignment simply to serve the 

purposos of tho cloric or his or her doity (to extract information, for ex¬ 

ample). tho doity on tho plane whoro tho soul was may bo highly dis¬ 

pleased and may take appropriate action. 

The servants, functionaries, and minions of some deities (demons, devils, 

couatl, ki-rin. titans, and othors) aro actually spirits put into thoso forms for 

the purposes of the doity. It should be noted that the forms listed in the 

MONSTER MANUAL are by no means the only ones these servants can 

toko — somo chaotic doitios rulo pianos whoro no two boings have tho 

somo form! 

Immortality in AD&D doos not confer or imply ovorlasting oxistonco; in 

ossonco what tho gods onjoy is otornal youth. Many of tho gods can. of 

course, alter their forms at will and appear young or old; though this ap¬ 

pearance is sometimes dictated by thoir followors (tho ruler of a pantheon 

should appear older, wisor. and inoro maturo than, for example, a god of 

mischief). Any description of gods as "young" or "old” is at best extreme¬ 

ly relative and has no bearing on their powers. A character who obtains 

apparont Immortality through many potions of longovity need not foar 

death through "natural causos" (until ho or sho finally drinks tho potion 

that reverses the effects of all the previous ones), but can still be slain by 

normal moons. 

When deities or their minions travel to planes other than thoir own. they 

aro mystically anchored to their homo piano by a metaphysical "silver 

cord”; this is similar to tho ono described for astral spoil. but cannot be 

broken by the Psychic Wind or any other means. This cord is what pulls a 

spirit back to its plane of origin when its material form is destroyed. The 

return occurs noar-instantaneously, in contrast to tho trok of a soul. Tho 

energy expenditure of this is enonnous, and will weaken the returning 

boing: sorvants, dovils, demons, and oven tho deities thomsolves. Thus 

Type V and VI demons must rest a century before returning unaided to the 

plane whoro thoy wero slain (see MONSTER MANUAL); demon princes 

and lords, and greater devils and arch-devils require 2-8 weeks to restore 

their energies to a point whore they can plane travel or send a servitor to 

another plane: and even greater deities require 1-4 weeks of rest before 

dealing with activities outside their home plane. During this dormant 

period, it will be impossible for any clerics of the resting deity to acquire or 

recover any spells of third level or higher this may bo interpreted with dis¬ 

may by tho deity’s earthly followers as a bad omen, but no information 

will be forthcoming until the dormancy Is over (and even then It’s unlikely 

that a deity would admit to its followers that it had been defeated!). It is 

important to remember that when a deity "dies" on the Prime Material 

Plane, the being's person and possessions fade away and disappear, 

though certain items might remain (at the DM's discretion). 

If any servant or minion of a deity (or even the deity itself) is slain on its 

home plane, that being is absolutely and irrevocably dead. No power in 

tho multivorse can rostoro that being, including action by other deities. In 

one's own plane a being is figuratively backed into a comer, with no¬ 

where for the spirit to go upon death. All creatures are most powerful in 

their own territory, so it should be next to impossible for anything except 

another deity to slay a deity on its own plane — and direct confrontation 

between deities is extremely rare. Should mere characters be so brazen as 

to challenge a deity on its home plane, they should be dealt with severely, 

the god bringing to bear all the powers that the being has. 

DIVINE ASCENSION 

As study of the various mythologies will show, it is remotely possible for 

mortals to ascend into the ranks of the divine. However, there are certain 

requirements that must be fulfilled before such a thing could happen. 

First, the character in question must have advanced to an experience level 

that is significantly abovo and beyond tho average lovol of advonturo-typo 

characters in Iho general campaign. (This includes all such non-player 

types as military loadors, royal magic-users, etc.) For example, if Iho 

average level of characters in a campaign, both player and non-player, is 

around 5th level, then a candidate for ascension should be something liko 

9th or 10th level. If the average level is something like 15th, then a charac¬ 

ter would have to bo in the realm of 25th-30th level! 

Second, his or her ability scores must have been raised through somo 

mighty world-shaking magic to bo on par with tho lessor domigods. 

(Should such an act be lightly considered, remember that a wish spell is 

tho most poworful magic that mankind can control, and such an avorago 

increase in abilities would litorally tako tho powor of dozons of wishes! 

Each use of that spell weakens the caster and ages him 3 years Into the 

bargain, so thoy aro not easy to como by.) 

Third, the personage must have a body of sincero worshipers, pooplo con¬ 

vinced of his or her divinity duo to thoir witnessing of and/or boliof in tho 

mighty deeds and miracles which he or she has performod (and continues 

to perform). Thoso must be genuine worshipors. honest in thoir adoration 

or propitiation of tho person. 

Fourth, the person in question must be and have been a faithful and true 

followor of his or hor alignment and patron doity. It is certain that any 

deviation will have been noted by the divine powers. 

If all of the abovo conditions have boon mot, and tho character has ful¬ 

filled a sufficient number of divine quests, then the character’s deity may 

chooso to invost Iho person with a cortain amount of divino powor. and 

bring the character into tho ranks of tho god's celestial (or infernal) 

sorvants. This process of ascension usually involves a groat glowing bonm 

of light and celestial fanfare, or (in tho case of thoso transmigrating to tho 

lower pianos), a blotting of tho sun. thunder and lightning, and tho disap¬ 

pearance of the character in a great smoky explosion. Characters thus 

taken into the realms of the gods will serve their patron ns minor function¬ 

aries and messengers. Aftor several centuries of superior sorvico and 

gradual advancement, exceptional servants may be awarded the status of 

demigod, which includos having an oarthly priesthood and tho ability to 

grant spoils (of up to 5th lovol) to tho dornigod’s dories. 

Naturally, ascension to divinity effectively removes tho charactor from tho 

general campaign, as tho person will become a non-playor mombor of tho 

DMs pantheon. Tho section on DUNGEON MASTERING DIVINE BEINGS 

applies in general to tho summoning of these characters as well, as thoir 

patron deity has rnoro important jobs for his or hor sorvants than to con¬ 

tinually send them when called to interfere in worldly matters. 
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The gods of the Indians of North America were as close to nature as their 

worshipers could make them. The natural world is the most important 

aspect of the Indians' existence. The gods will always prefer to appear in 

the form of a creature of the land. They can. if necessary, appear in human 

form, but such appearances require great energy and may only last a short 

time. 

In all Indian rituals where a cleric wants to control something, he or she 

must have part of it alroady. If tho cloric is summoning rain ho or sho must 

sprinklo wator on the ground in tho process of the spell. If the cleric is cast¬ 

ing a quest upon a being for whatever purpose, he or she must have a part 

of that being for the spell (a piece of hair, article of used clothing, etc.). 

Tho symbolism of a name is very important to the Indians, so important 

that no charm spell will work on an Indian priest without knowledge of 

that priost's namo. All Indian rituals involving demons ordovils roquiro tho 

use of a large fire for control of the creature. 

Rituals rovolve around tho seasons. Tho obbing of one season into another 

is a time of sacrificing important possessions of the tribe. Food, finely 

mado jowolry, woapons used successfully in battle and the like are burned 

at those times for the good of tho tribe in the upcoming season. Indian 

dories are expected to be apart from the tribe daily in meditation with the 

village’s patron deity. Whon groat ovil comes on tho tribe, it is up to tho 

cleric to protect the tribe, either by direct action or personal sacrifice. 

All Indian clerics dress with a number of magical symbols and relics that 

thoy have fortifiod with holy powor. Thoso relics are buried with tho cloric 

in tho ovent of his death. Tho selection of thoso symbols is personal to tho 

cloric. basod on visions ho will havo rocoivod at tho beginning of his or her 

career. One of thoso symbols will always reflect tho patron deity's symbol. 

Young Indinn dories ontor battlo alongside tho rost of tho warriors of tho 

tribe, while the older clerics attempt to enlist the help of the tribal gods for 

tho battlo. It is tho job of tho tribal priest to make tho warpaint of tho 

warriors and bloss tho mon and woapons before battle. 

The tont or lodge of tho cleric(s) is a place taboo to the rest of the tribe and 

supposedly guarded by strong spirits. Worship of most deities is hold in tho 

open. 

SACRED BUNDLE 

With tho help of a tribal cloric and tho advice of on Indian spirit that has 

been summoned for this purpose, a warrior can make a sacred bundle. 

This thing could bo mado out of anything that tho summoned spirit 

indicates is sacrod to that Indian. It gives tho owner tho following benofits: 

+ 2 on all saving throws; the warrior is surprised only on a roll of 1 in 6; he 

has an armor class of 2; and one point is subtracted from each die of 

damage done to tho being in battle. 

There ore always from 5 to 10 items in a bundle, and the summoned spirit 

chooses several of tho itoms so that they ore very dangerous to secure 

(thus proving the worthiness of the supplicant). Things like a rattle from a 

cave of giant snakes, a feather from a high nesting giant eagle, or the hair 

of 13 enemies killed in battle are the type of items that go into a sacred 

bundle. When all of the items have been acquired, the priest of the tribe 

must be brought; he will demand that the last offering placed in the bag 

bo of his choosing. This thing is always something that tho priest can use a 

part of for his own purposes. 

RAVEN 

Greater god 

ARMOR CLASS: 0 

MOVE: 24- 

HIT POINTS: 400 

NO CF ATTACKS: 3 

DAMAGE/ATTACK. 3-18/3-18/3-30 

SPECIAL ATTACKS: Polymorph others 

(—3tosavej 

SPECIAL DEFENSES Polymorph self, 

shape change 

MAGICAL RESISTANCE: 75% 

SIZE: M (&■) 

ALIGNMENT: Chaotic good 

WORSHIPERS ALIGN: All alignments 

SYMBOL: Largo ravon 

PLANE: Elemental Plano ol Air 

CLERIC/DRUID: 12th lovol in oach 

FIGHTER: 10th level ranger 

MAGIC-USER/ILLUSIONIST: 16th lovol 

in each 

THIEF/ASSASSIN: Uth level thief 

MONK/BARD: Ml 

PSIONIC ABILITY: VI 

S: 19( ♦ 3. *7) 1:24 W: 24 D: 25 C:23 CH:22 

The Raven is the great transformer-trickster who is responsible for the 

croation/transformation of tho world. Bocauso of his groat poly- 

rnorph/shapo chango abilities ho can appear in virtually any form ho 

chooses. In addition to a raven, he may also appear as a fox. a jay or the 

moon. Ho will fight only as a last rosort and thon only os a giant ravon. Al¬ 

though known as tho great provider for mankind (including the giving of 

fire) the ravon loves to play tricks, usually for the purpose of obtaining 

food to satisfy his ravenous appetite. 

He is most likely to intervene on the behalf of his worshipers when they 

are in need of necessities. The most successful way to appeal to him is by 

offerings of food. 

COYOTE 

Lesser god 

ARMOR CLASS: 2 

MOVE: 24- 

HIT POINTS: 330 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 3-30 

SPECIAL ATTACKS Nl 

SPECIAL DEFENSES: Nl 

MAGIC RESISTANCE: 75% 

SIZE L (81 

ALIGNMENT: Chaotic neutral 

WORSHIPER S ALIGN: Thieves and 

chaotic neutrals 

SYMBOL: Coyote 

PLANE: Prime Material Plane 

CLERIC/DRUID: J4fh level in each 

FIGHTER: 15th level fighter 

MAGIC-USER/ILLUSIONIST: Uth lovol 

magic-user! 17th level illusionist 

THIEF/ASSASSIN: 18th level thief 

MONK/BARD: Nl 

PSIONIC ABILITY: ■ 

S:20(*3. -*8; 1:24 W: 19 0:24 
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Although Coyote is responsible for teaching arts, crafts and the use of light 

and fire, he is primarily a bullying, greedy trickster. This chaotic per¬ 

sonality makes him difficult to understand. As a trickster he svill usually be 

accompanied by a giant wolf or sometimes by a giant fox. wildcat, badger 

or porcupine. Often his tricks will backfire on him. His role is primarily that 

of a cowardly thief. His followers will most often appeal to him to improve 

their thieving abilities or to be granted tricks involving illusionist spells of 

flro. light or darkness. 

Coyote can polymorph himself once per day but is limited to the animal 

kingdom. Coyote will flee combat whenever possible, but when cornered 

ho will fight. He bites for 3-30 points of damage. 

Whenever Coyoto is involved in trickery, his two favorite spoils are in¬ 

visibility and animate object. With these two abilities he is able to make 

objects (including himself) disappear and movo about. 

HASTSELTSI (god of racing) "Red Lord" 

Lessor god 

ARMOR CLASS: 3 

MOVE: 24148" 
HIT POINTS: 320 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 2-72 (♦ 14) or I- 

10 (+74) 
SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES: See bolow 

MAGIC RESISTANCE: 50% 

SIZE: M (6) 
ALIGNMENT: Neutral 

WORSHIPER'S ALIGN: All alignments 

SYMBOL: Running horse 

PLANE: Prime Material Plano 

CLERIC/DRUID: 10th tovo/cleric 

FIGHTER 15th lovol ranger 

MAGIC-USER/ILLUSIONIST: 12th lovol 

in each 

THIEF/ASSASSIN: 12th lovol assassin 

MONK/BARD: Nil 

PSIONIC ABILITY: IV 

S:2S( + 7, +14) 1:19 W: 10 D: 25 C: 24 CH: 22 

This god appears ns a man, all of whose equipment is red. When ho enters 

a tribal area it is because ho dosiros to rnco, with any person and in any 

way. Ho novor shows his godliko abilities (always running just a little 

faster than his opponent). His horse is a giant maroon animal (ACS, HD 15, 

hp 70. tf AT 3. D 2-20/2-20/1-12) and Is onchnntod so that It will run fnstor 

than anything It Is competing against. 

Hastseltsi cannot be hurt by any projectile or aerial attack. His hand axe in¬ 

flicts 2-12 points of damage on a hit and is a +3 weapon; his throwing 

knife does 1-10 points of damage and is a +2 weapon. 

This god is somotimos symbolized by a massivoly-musclod running horse, 

and his priests always have this image on their lodges and shields. 

IIASTSEZINI (fin god) "Mack lAmi" 

Lesser god 

ARMOR CLASS: -3 

MOVE: 21" 

HIT POINTS: 320 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: See bolow 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 45% 

SIZE. M (6</i‘) 
ALIGNMENT: Lawful evil 

WORSHIPER'S ALIGN: See below 

SYMBOL: Torch 

PLANE: Elemental Plane of Fire 

CLERIC/DRUID: 12th lovol in each, 

offensive spoils only 

FIGHTER: 12th lovolrangor 

MAGIC-USER/ILLUSIONIST: Soo 

below 

TIIIEF/ASSASSIN: Nd 

MONK/BARD: Nil 

PSIONIC ABILITY: II 

S:24( + 6, ♦ 12j 1:20 W: 19 D:23 C: 24 CH: I 

This being Is jet black and extremely ugly. He always appears wreathed in 

flames (the heat of which inflicts 2-20 points of damage to all that are 

within 10 yards of him). Ho is awaro of anything that happons in any aroa 

that has a fire within 50 yards of it. The god is very fond of destroying 

villages by fire if they do not make sacrifices to him. All tribes fearing the 

god’s wrath (ospocially In the dry soason) will sacrifice food and fresh 

moat to him by burning these itorns at high noon. 

He uses a +5 shield In battle, nnd this item cannot be wielded by any 

other being. In addition, ho cannot bo attackod from behind. While in 

battle he uses a bow that shoots a shaft of fire for 1-10 points of damage; 

its range is line of sight. His hand axe does 2-20 points of damage and ho 

ofton throws it at the strongest onomy ho facos. His lanco of firo doos 3-30 

points of darnago (ho novor throws this woapon). 

When hard-pressed in bottle by more than 5 enemies, he will use fire 

spoils of any typo ns a 30th lovol spoil castor. 

HENG (thunder spirit) 

Lossor god 

ARMOR CLASS: 2 

MOVE: 12V24” 

HIT POINTS: 250 

NO. OF ATTACKS: 3/2 

DAMAGE/ATTACK: 6-60 or 3-30 

(+12; 
SPECIAL ATTACKS: Nl 

SPECIAL DEFENSES: Nl 

MAGIC RESISTANCE: 20% 

SIZE: L (20) 

ALIGNMENT: Lawful good 

WORSHIPER’S ALIGN: Good 

alignments 

SYMBOL: Lightning bolt 

PLANE: Elemental Plane of Air 

CLERIC/DRUID: lOth level cleric 

FIGHTER: 10th level ranger 

MAGIC-USER/ILLUSIONIST: 12th level 

in each 

THIEF/ASSASSIN: Nil 

MONK/BARD: Ny 

PSIONIC ABILITY: VI 

S: 24 (+ 6. -*-12) 1:23 W:23 D:22 C:24 CH:20 

This god is favored among all the Indian tribes because he can sometimes 

bo relied upon to bring rain to those that suffer, and give luck to those that 

hurt. 

13 



'A 
AMERICAN INDIAN MYTH OS 

His bow shoots lightning bolts for 6-60 points of damage per stnke. and it 

has a range of 30 miles. His lance does 3-30 points of damage, but the god 

never uses it unless closely pressed in battle. 

Heng is made aware ot the need tor rain by his pnests, who must spnnkle 

large qualities of water on the ground to attract his attention. If he 

chooses to answer the summons. Heng will appear in a rolling thunder 

cloud as a braided warrior of the tribe that summoned him. The warrior 

that ho chooses to copy for that summoning will have luck in battle for the 

wholo year (in the form of a *-2 to hit enemies). 

HIAWATHA (hero; 

ARMOR CLASS: 5 

MOVE: IS' 

HIT POINTS: 200 

NO OF ATTACKS: 2 

DAMAGE/ATTACK: 2-20 or by 

weapon Typo 

SPECIAL ATTACKS: Ni 

SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: Standard 

SIZE: M (6W) 
ALIGNMENT: Lawful good 
CLERIC/DRUID: 8th level druid 

FIGHTER: 15th level paladinllOth 

lovol ranger 

MAGIC-USER/ILLUSIONIST: Nil 
THIEF/ASSASSIN: Nil 

MONK/BARD: Nil 
PSIONIC ABILITY: Nil 

Attack/Defense Modes: Nil 
S:2I ( + 4. *9) I: 18 W: 18 D: 19 C: 19 CH 18 

Possibly the grootost of all Indian horoos. this warrior can bo found (with 

many other names) in many of tho culturos of Amorica. Ho is ofton 

depicted battling monctoro and ovon gods on bohalf of mankind. 
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HOTORU (wind god) 

Lesser god 

ARMOR CLASS: -2 

MOVE: 12124- 
HIT POINTS: 200 

NO. OF ATTACKS: 312 

DAMAGE/ATTACK: By weapon typo 

SPECIAL ATTACKS: Lightning 

SPECIAL DEFENSES: Nil 

MAGIC RESISTANCE: 30% 

SIZE: L (20) 
ALIGNMENT: Chaotic good 

WORSHIPER'S ALIGN: Chaotic good 

SYMBOL: Clouds 
PLANE: Elemental Plano of Air 

CLERIC/DRUID: Ni 

FIGHTER: ?0th level fighter 

MAGIC-USER/ILLUSIONIST: !0th lovol 
in each 

THIEF/ASSASSIN: NI 

MONK/BARD: Nil 
PSIONIC ABILITY: VI 

S: 23 ( + 5. ♦IIJ 1:23 W:20 D: 23 C:23 CH:20 

This being can sometimes bo influenced by tho needs of humans for 

corlain typos of woathor or tho growth of crops. On tho othor side of tho 

coin, ho con uttorly destroy those same crops and humans for any slight to 

his priesthood. 

Ho costs throo lightning bolts por round for 2 20 points of damage onch, for 

a range of 900 yards. If lightning does not work on his enemies, the god 

will uco any fallen weapon ho can pick up in battlo. 

Tho god tokos on tho form of tho chiof of any villago that ho ta noor. While 

Hotoru is in this form, that chief will have a bonus of -1-1 added to all of his 

saving throw rolls. 

Hinwathn trovols tho rivers on a conoo that movos by itsolf. nnd tho oni- 

mals of the area talk to him warning him of possible dangers. 

Ho fights with bow and spear, but his favorito battlo tactic is to wrostlo his 

onomy and boar-hug him to death (causing 2-20 points of damage per 

moloo round). 

Hiawatha seems to bo a loner. He transcends the normal boundaries of 

tribal feuds in that Ire will tielp all people in trouble. He is a great peace¬ 

maker and dofondor of tho woak. Ho fought tho groat boar of death and 

won through hand-to-hand combat. Ho brought tho plant maize to the 

starving by defeating tho god who guarded Its secret. 
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QAGWAAZ (hero; SNAKE-MAN 

ARMOR CLASS: 6 

MOVE: 15’ 

HIT POINTS: 150 

NO. OF ATTACKS: 3/2 

DAMAGE/ATTACK: By weapon type 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES: Nil 

MAGIC RESISTANCE: Standard 

SIZE M (4) 

ALIGNMENT: Neutral good 

CLERIC/DRUID: Nil 

FIGHTER: 12th level ranger 

MAGIC-USER/ILLUSIONIST: Nil 

THIEF/ASSASSIN: Nil 
MONK/BARD: 5th lovol bard 

PSIONIC ABILITY: Nil 

Attack/Dofonse Modes: Nil 

S:f9( + 3,+7.) 1:18 W: 19 D: 18 C: 18 CH: 18 

This poworful warrior can bo found chasing and capturing horses and 

buffalo on the plains for sport, and entering villages to test Ns strength 

against tho best warriors there. Ho fights with a huge wooden club, lotting 

his strength do the talking for him. A hero of the plains, he seems to exist 

to set an example for the best warriors of any given tribe to copy. Always 

the first in battle. Qagwaaz is also a favorite among women. 

SHAKAK (winter spirit) 

Greater god 

ARMOR CLASS: -2 

MOVE: 12" 

Hrr POINTS: 390 

NO. OF ATTACKS: 2 

DAMAGE/AHACK: 3-30 ( «■ 9) 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES: Cold aura, 

regeneration 

MAGIC RESISTANCE: 90% vorsus fire 

only 

SIZE: I (Iff) 

ALIGNMENT: Chaotic evil 

WORSHIPER’S ALIGN: Soo bolow 

SYMBOL: Ice spoar 

PLANE: Prime Material Plano 

CLERIC/DRUID: Nil 

FIGHTER: 12th lovol rangor 

MAGIC-USER/ILLUSIONIST: 15th level 

magic-user 

THIEF/ASSASSIN: NU 

MONK/BARD: Ni 

PSIONIC ABILITY: VI 

S:21 ( + 4, *9) 1:19 W: 19 D:20 C:24 CH:6 

This whito-skinned deity is able to bring on any kind of cold weather at 

will. Thoso that sacrifice to him can ofton losson tho forco of wintor, but no 

one prays to this evil being for fear that he will come. Sacrifices always 

take tho form of burning precious possessions during the dead of winter. 

While his form is usually human, his face is demonic with fangs and 

blazing white eyes. 

His body radiates cold and those within 30 yards of him suffer 20 points of 

damage per melee round (no saving throw). His spear is made of ice and 

does 3-30 points of damage per strike. When the temperature is below 

freezing he regenerates 10 points per melee round. 

Greater god 

ARMOR CLASS -2 

MOVE: 12718- 

HIT POINTS: 350 

NO. OF ATTACKS: 0 

DAMAGE/ATTACK: Nl 

SPECIAL ATTACKS: Spells 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 75% 

SIZE M (61 

ALIGNMENT: Chaotic good 

WORSHIPER S ALIGN: Chaotic good 

SYMBOL: Snake on sand 

PLANE: Prime Material Plane 

CLERIC/DRUID: 10th level in each 

FIGHTER: Ni 

MAGIC-USER/ILLUSIONIST: 15th love; 

h each 

THIEF/ASSASSIN: 8thlevollhiof 

MONK!BARD: 5th level bard 

PSIONIC ABILITY: I 

S:24 1:24 W: 19 D: 23 C: 24 CH: 20 

This god appears in the shape of a man with rainbow-colored skin. Ho al¬ 

ways wears 75.000 gold pieces worth of jewelry. Ho agos at will, and ofton 

visibly turns younger or oldor In long conversations with olhor bolngs. Ho 

can control all roptilos, and no roptilo typo will attack him, ovon if thoy are 

magically controlled in some fashion. This defense extends to fantastic 

roptilian boings such as certain dovils, domons, dragons, and tho liko. In¬ 

stantly. ho con summon 5-500 random typos of snakes to servo him (once 

perday). 

Snake-Man has never been known to attack beings with other than spells; 

if assaultod by creatures that oro imporvious to magic, ho will summon 

snakos to fight for him instoad of personally attacking. 

STONERIBS (hero) 

ARMOR CLASS: 6 

MOVE: 15- 

HIT POINTS: 150 

NO. OF ATTACKS: 312 

DAMAGE/ATTACK: By weapon typo 

SPECIAL ATTACKS: NJ 

SPECIAL DEFENSES Ni 

MAGIC RESISTANCE: Standard 

SIZE: M (5<A) 

ALIGNMENT: Lawful good 

CLERIC/DRUID: NJ 

FIGHTER: )Oth level ranger 

MAGIC-USER/ILLUSIONIST: Ni 

THIEF/ASSASSIN: Ni 

MONK/BARD: Ni 

PSIONIC ABILITY: Ni 

Attack/Defenso Modes: Ni 

S: 19(*3. *7) 1:15 W: 14 D: 18 C: 19 CH: 15 

This Indian hero has a cloak that enables him to turn Into a halibut at will, 

and he is also able to shrink to any size he chooses. He attacks with a bow 

or club. 

This hero is famed for his great strength and will wander from tribe to tribe 

and fight the best each tribe has. Sometimes he will lose, and when this 

happens he will stay with the tribe for one year and fight in their battles. 



AMERICAN INDIAN MYTHOS AMERICAN INDIAN MYTIIOS 

THUNDER BIRD 

FREQUENCY Unique 

NO. APPEARING: 1 

ARMOR CLASS: -2 

AAOVE: J 5724- 

HIT DICE/POINTS: 200 

% IN LAIR: 25% 

TREASURE TYPE: U (X 3) 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 2-20/J-/0 

SPECIAL ATTACKS: Lightning 

SPECIAL DEFENSES: Never surprised 

MAGIC RESISTANCE: 32% 

INTELLIGENCE: Genius 

ALIGNMENT: Chaotic good 

SIZE: l (12V 

PSIONIC ABILITY: Nil 

Attack/Defense Modes: Nil 

LEVEL/X.P. VALUE: X/22.G00 

This groat bird attacks by biting with Its boak for 1-10 points and bludgoon- 

Ing with Its wings for 2-20 points of damago. It can cast ono lightning bolt 

por round at nny target from 50 to 300 yards away. Each bolt does 30 points 

of damago (savo for half damago). It is novor surprised because of tho 

warning that Its superb sonsos give tho creature. Whon it is ready to attack, 

its wings bent together and thunder sounds. 

Tho Thundor Bird warns of groat dlsastor and Is ofton found fighting ovll 

croaturos of groat power that havo boon summoned by tho onomios of 

good tribes. This creature Is never Invoked. It always comes of its own will 

and does not loovo until tho battlo Is dono. It has boon known to die In 

several battles against powerful beings, only to appear again years later 

to confront another evil. 

YANAULUHA (first priest) 

ARMOR CLASS 3 

MOVE: 12- 

HIT POINTS: 200 

NO. OF ATTACKS: 32 

DAMAGE/ATTACK: By weapon type 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 30% . - 

SIZE: M (61 

ALIGNMENT: Neutral 

CLERIC/DRUID: 13fh level druid/20th 

level cleric 

FIGHTER: 10th lovol rangor 

MAGIC-USER/ILLUSIONIST: 9th lovol 

In each 

THIEF/ASSASSIN: Nil 

MONK/BARD: Nl 

PSIONIC ABILITY: N* 

Attack/Defense Modes: Nil 

S: 14 1:20 W : 20 0: 18 C: 19 CH: 18 

Yanauluha was tho first of all tribal clerics, and ho Is ablo to summon any 

spirit (god) of this pantheon to his pooplo. Tho priest Is now classified os a 

friendly spirit and Is Invokod by Indian prlosts whonovor thoy nood an es¬ 

pecially largo boon from tho gods. Ho Is not worshiped as a god, but sacri¬ 

fices In the form of magic Items ore made to him and there Is a 10% 

chance at each occurrence that lie will appear and personally help out In 

tho situation. Ho appoars as an old man In rich Indian garb and talks vory 

slowly. 

Lossor god 

ARMOR CLASS: -2 

MOVE: 15- 

HIT POINTS: 344 

NO OF ATTACKS: 2 

DAMAGE/ATTACK: 1-10/3-30 (♦ 14) 

SPECIAL ATTACKS. Soo below 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 30% 

SIZE: M (6>A1 

ALIGNMENT: Neutral evil 

WORSHIPER’S ALIGN: Warriors 

SYMBOL: Crossed spoar and shield 

PLANE: Prime Material Plane 

CLERIC/DRUID: 10th level In each 

FIGHTER: 18lh lovol rangor 

MAGIC-USER/ILLUSIONIST: 10th lovol 

In oach 

THIEF/ASSASSIN: 10th level assassin 

MONK/BARD: 8th lovol monk 

PSIONIC ABILITY: IV 

S:25(+7. -*-14; 1:20 W: 19 D: 25 C:25 CH:20 

Worshiping warriors promise him kills In battle, which are burned after the 

victory. 

TOBADZISTSINI (warspirit; 

This god usually appears as a massively built male, but he can shape 

chango at will. He occasionally, on a whim, enters into battles between 

tribes that Interest him, either by personally taking a hand or Increasing 

tho abilities of ono side or another. 

His arrows strike for 1-10 points of damage and his spear is used only for 

hand-to-hand combat and strikes for 3-30 points of damago. 



Sir Thomas Malory's Le Motle D’Arthur collected all the legends and tales 

of Arthur and his Knights of the Round Table, and first presented the stories 

in the forms wo oro familiar with today. Arthur's knights ropresont tho 

concept of chivalry to modern renders more than any other person or 

group. Chivalrous conduct basically moans playing fair. Taking advantage 

of your opponent's misfortune is dishonorable, as is fighting him at better* 

thnn-even odds. A chivalrous knight shows respect to Indies and good 

clerics, but is suspicious of sorcery, and will avoid it if possible. To win 

famo and prove llx>ir virtue, knights will ofton undortako quests, usually 

swearing an oath that their efforts will be unceasing until their goal is 

achieved 

Tho knights of tho Round Table may not fit into some AD&D worlds, but 

DMs may find It Intorosting to splco up tholr campaign with a trip to 

Arthur's Dritaln. More useful Information can be found In TSR's KNIGHTS 

OF CAMELOT™ Fnntasy Boardgamo. 

THE AVERAGE KNIGHT OF RENOWN 

ARMOR CLASS: 3 fo -2 

MOVE: 12" (6" In armor,) 

HIT POINTS: Vnrlablo with lovol, but 

novor loss than 60 

NO. OF ATTACKS: 3/2 

DAMAGE/ATTACK: Bywonponfypo 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES: NH 

MAGIC RESISTANCE: Standard 

SIZE: M (5/2-6V 

ALIGNMENT: Voriablo (bur 80% law¬ 

ful; 

CLERIC/DRUID: Nl 

FIGHTER: Oth through 10th lovol 

fightor 

MAGIC-USER/ILLUSIONIST: Nl 

THIEF/ASSASSIN: Nl 

MONK/BARD: Nil 

PSIONIC ABILITY: Nl 

Attack/Dofonso Modos: Nil 

S: Special* I:* W: * D: * C: * CH: * 

KNIGHT OF QUALITY 

ARMOR CLASS: 3 to -2 

MOVE: 12’ (6“ In armor) 

HIT POINTS: Variabto with lovol, but 

novor loss than 70 

NO. OF ATTACKS: 3/2 

DAMAGE/ATTACK: By weapon type 

SPECIAL ATTACKS: Nl 

SPECIAL DEFENSES: Nil 

MAGIC RESISTANCE: Standard 

SIZE: M 16‘A) 

ALIGNMENT: Variablo (but 85% law¬ 

ful: 

CLERIC/DRUID: Nl 

FIGHTER: 10th through 13th level 

fighter 

MAGIC-USER/ILLUSIONIST: Nil 

THIEF/ASSASSIN Nil 

MONK/BARD: Nil 

PSIONIC ABILITY: Ni 

Attack/Dofonso Modos: Nil 

S: Spoclal" I: * W: * D: * C: * CH: * 

* Thoso ’’specials” rolato to variablo numbors. which may novor bo bolow 

13, and most nvorngo about 10. 

Knights of this typo ofton (60%) hnvo 1-4 squires and a group of 1-10 mon- 

nt-nrms to sorvo Thom ns thoy Irnvol. Thoso knights will usually (75% of tho 

timo) grnnt morcy to all thoso that ask for it during bnttlo. 

Tho following nro all good or noutral knights of tho Arthurian logonds. All 

practiced chivalry in somo form ordogroo: 

Abollius 

Ablamor o' tho Marsh 

Accolon o‘ Gaul* 

Aglovalo 

Agrnvaino (brolhor of Gawaino, botrnyor of Launcolot)* 

Allsandor 

Allardin o’ tho Islos 

* Thoso "specials” rolato to variablo numbors. which may novor bo bolow 

10, and most avorngo 15. 

Knights always hovo a high quality hoavy war-horso, uso a Innco. a 

bastard sword, a two-handed sword, or a mornlngstar in battle. They 

always have a lessor boast to rido when not fighting, and a squiro of somo 

type to aid them with their equipment. There Is a 5% chance that the squire 

is better at fighting than the knight lie serves. Squires cannot use swords In 

battlo nor fight from horseback until they hove boon mado knights. 

Average knights will most often kill their defeated opponents, rather than 

grant morcy. 

Bogdomagus, King 

Balin’ 

Boronl Les Apres (King of the Hundred Knights)* 

Bodivero* 

Bollous o' tho Pavilion 

Herd 

Blamor 

Blooboris 

Bohort* 

Bors do Ganis* 

Brandiles 

Brounor 

Brian o’ tho Forest 

Bruin lo Noiro (La Coto Malo Tailo)" 

i 
Codor o’ Cornwall 

Caradoc 

Carados, King of Scotland 

Chestelaine 

Clairemonde 

Clegis 

Dagonet (Arthur's court jester) 

Darras 

Dinadan* 

Dodinas le Savage 

17 
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Ebel 

Ector de Maris* 

Edward 

Elias 

Epinogris 

Ewaino 

Feldenak 

Folot o’ Langduo 

Florence* 

Floridas 

Gahalatine 

Gahoris (brother of Gawaine)* 

Gainus 

Galagers 

Gaunter 

Gilbert 

Gilmore 

Gouvernail (Tristram's squire) 

Griflet 

Hoclor 

Holior lo Preuso 

Horton 

Horvis do Rovol 

Hontzlako o’ Wentland 

Idor 

Kay (Arthur's sonoschnl)* 

Kohydius 

Lancoor 

Lnvnino* 

Lionel* 

Lucan do Qultorloro 

Mador do la Porto 

Managgon 

Mnrhnus* 

Molias 

Mellotde Logres 

Milos o’ tho Lands* 

Naram 

Ontzlnko 

Potrico 

Pol leas* 

Pellos, King 

Porcard (knight of tho black lawns)* 

Percivnle* 

Perlmones (the red knight)* 

Persante of Inde (the blue knight) 

Porsidos 

Poitolopo (tho groon knight)* 

Priamus tho Saracen 

Sadok 

Safere 

Sagramour lo Desirous* 

Segwarides 

Sorlons 

Tra ntristo’t he White’ 

Ulfius* 

Uriens, king of Gore 

Uwaine* 

Wisshard 

’Indicates a knight of quality. 

dirty tricks up their metal sleeves. The concept of chivalry means very littlo ] 

to them and it is to be used solely for the advantage it gives thorn over 

others. 

And red 

Breunis Sans Pile* 

Da mas 

Edward the Knight Perilous* 

Gringamore 

Helius 

Hue the Knight Perilous 

King Mark 

Meleag ranee 

Mordred* 

Pholot 

Pinoll 

Turquine* 

’Indicates a knight of quality. 

KING ARTHUR 

ARMOR CLASS; 0 

MOVE: 12" (6' in aimor) 

HIT POINTS: 123 

NO OF ATTACKS: 2 

DAMAGE/ATTACK: By weapon typo 

SPECIAL ATTACKS: Magic sword (see 

bolow) 

SPECIAL DEFENSES: Magic scabbard 

(see bolow) 

MAGIC RESISTANCE: Standard 

SIZE: M (S) 

ALIGNMENT: Lawful good 

CLERIC/DRUID: Nil 

FIGHTER: Uth lovol paladin 

MAGIC-USER/ILLUSIONIST: NH 

THIEF/ASSASSIN: Nil 

MONK/BARD: 5th (ovo) bard 

PSIONIC ABILITY Nil 

Attack/Dofonso Modes: Nil 

S: 18 (52) (* Z ♦3) I: 18 W: 19 D: 16 C: 18 CH: 18 

According to legends. King Uther Pendragon (Arthur's father) died when 

Arthur was just a boy and Merlin the Prophet .and Wizard took the babe 

and hid him away in the keeping of the knight Sir Ector, who knew nothing 

of tho boy's royal horitago. While growing up, Arthur was trainod in war 

by Ector and trainod in kingliness by Merlin. Sir Ector and his son Sir Kay 

wore at a tourney with Arthur os thoir squiro when Arthur was sent back for 

a sword for Sir Kay. Wanting to got back to soo tho action as soon ns pos¬ 

sible. Arthur happened by a church and a sword embedded in a stono. He 

pulled it out. and thus identified himself as the rightful king of all Englond. 

Arthur livod on to fight all who opposod him. aidod by Morlin and many 

strong and brave men. He married his lady Gwynevore and organized the 

Knights of the Round Table to fight for all that is right and proper. Arthur 

upholds tho idea of lawful righteousnoss and fair play. 

He wields the sword Excalibur. a *5 lawful good sword of sharpness, that 

has a scabbard that prevents him from being cut by any attack. Thrusting 

and slashing attacks against Arthur do half damage (from the force of the 

blow), and bludgeoning attacks do full damage. His shield device is a gold 

dragon. 

The following knights are evil through and through, and will go to any 

length to win a battle. They can be counted on to have a wide variety of 

18 
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SIR BERNLAD DE HAUTDESERT (the magical green 
knight) 

ARMOR CLASS: See below 

MOVE: 12- 

HIT POINTS: 99 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: By weapon type 

SPECIAL ATTACKS: Ni 

"SPECIAL DEFENSES: impervious fo 
physical weaponry 

MAGIC RESISTANCE: Standard 

SIZE: Af (7) 

ALIGNMENT: Chaotic good 

CLERIC/DRUID: Nil 

FIGHTER: 14th level fighter 

MAGIC-USER/ILLUSIONIST: NI 

THIEF/ASSASSIN: NI 

MONK/BARD: Nd 

PSIONIC ABILITY: Nil 

Attack/Dofonso Modes: Nil 

S: 18(77.) {♦ 2. *4) 1:17 W: 14 D: 13 C: 18 CH: 12 

As long as ho wears his bright green armor. Bemlad cannot be hurl by 

physical weapons. This armor is enchanted for Bemlad only, and is normal 

plate mail lor anyone olso. This knight was one of tho low powerful good 

knights that would not sido with Arthur (though ho also would not sido 

yvith Arthur’s enemies) and ho was lond of baiting knights of tho Round 

Table to test their courage. He wiolds a *3 axe. 

The young son of King Lot. Gareth served in the kitchens of King Arthur and 

became the enemy of Sir Kay. who called him "Beaumains". He was the 

most modest of all the knights and used his great fighting skills to help 

many a lady in distress, especially one Lady Lyoness. He was noted for the 

many colors he used on his armor and shield. 

SIR GARLON (the invisible knight) 

ARMOR CLASS: 1 (effectively -3. 

due to invisibility) 

MOVE: 12" (6" in armor. 

HIT POINTS: 80 

NO. OF ATTACKS: I 

DAMAGE/ATTACK: By weapon type 

SPECIAL ATTACKS: Able fo Tight in¬ 

visibly 

SPECIAL DEFENSES: Invisibility 

MAGIC RESISTANCE: Standard 

SIZE: M (5A') 

ALIGNMENT: Chaotic evil 

CLERIC/DRUID: NI 

FIGHTER: 13th level fighter 

MAGIC-USER/ILLUSIONIST: Ni 

THIEF/ASSASSIN: 3rd level thief 

MONK/BARD: Ni 

PSIONIC ABILITY: Ni 

Attack/Defense Modes: Ni 

S: 15 I: 15 W: 9 D: 15 C: 17 CH: 15 

SIR GALAHAD 

ARMOR CLASS: 4 

MOVE: 12" (6“ in armor) 

HIT POINTS: 120 

NO. OF ATTACKS: 3 

DAMAGE/ATTACK: By woapon typo 

SPECIAL ATTACKS: N.I 

SPECIAL DEFENSES: NI 

MAGIC RESISTANCE Standard 

SIZE: M (!) 

ALIGNMENT: Lawful good 

CLERIC/DRUID: Ni 

FIGHTER: 20!h lovol paladin 

MAGIC-USER/ILLUSIONIST Nil 

THIEF/ASSASSIN: NI 

MONK/BARD: Nil 

PSIONIC ABILITY: Nil 

Attack/Dofenso Modos: Ni 

5: 18(00) (+3. *6) 1:15 W: 18 D: 18 C: 18 CH: 18 

Dressed in white armor, this bastard son of Sir Launcelot and Princess 

Elaino was tho porfoct representation of knighthood in that ho was a 

paragon of purity and invincibility. It was he who successfully completed 

the quest for Ihe Holy Grail. 

SIR GARETH OF ORKNEY (knight of the many colors) 

ARMOR CLASS: -2 

MOVE: 12" (6" in armor) 

HIT POINTS: 105 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: By woapon typo 

SPECIAL ATTACKS: NI 

SPECIAL DEFENSES: Ni 

MAGIC RESISTANCE: Standard 

SIZE M (6) 

ALIGNMENT: Neutral good 

CLERIC/DRUID: Nil 

FIGHTER: 17th level fighter 

MAGIC-USER/ILLUSIONIST: Ni 

THIEF/ASSASSIN: Nil 

MONK/BARD: Ni 

PSIONIC ABILITY: Ni 

Attack/Defense Modes: Nil 

S: 18(52) ( + 2. +3) 1:12 W: 11 D: 18 C: 18 CH: 12 

This knight would always fight invisibly and was only dofoatod by tho 

combined might of several knights of quality acting in concert. He was 

givon the power of invisibility by a witch of tho fens for tho promiso to only 

use the power for evil. 

SIR GAWAINE 

ARMOR CLASS: -2 

MOVE: 12“ (6“ in armor at normal 

strength) 

HIT POINTS: ! 12 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: By weapon type 

SPECIAL ATTACKS: Ni 

SPECIAL DEFENSES: Nil 

MAGIC RESISTANCE: Standard 

SIZE: M (&) 

ALIGNMENT: Noutral 

CLERIC/DRUID: Nil 

FIGHTER: 17th level fighter 

MAGIC-USER/ILLUSIONIST: NI 

THIEF/ASSASSIN: Ni 

MONK/BARD: Ni 

PSIONIC ABILITY: Ni 

Attack/Defense Modos: NI 

S: 18(30) (*1, *3) 1:16 W: 13 D: 18 C: 18 CH: 16 

Gawaine has been given a magical gift of an unusual nature. From 9 in the 

morning till 12 noon, ho gains in strength. From 9-10 ho has a 19 strongth; 

from 10-11 ho has a 20 strongth: and from 11-12 his strongth is 21. After 12 
his strength returns to normal. 

The favorite cousin of King Arthur, this man was a revengeful knight and 

would travel to the ends of the earth to right some supposed wrong done 

to him or his family. His sword. Galatine. is a *2 weapon. 
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SIR LAMORAK 

ARMOR CLASS: -2 

MOVE: 12-(6‘in armor; 

HIT POINTS: 99 

NO. OF ATTACKS: 1 

DAMAGE/ATTACK: By weapon type 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES: Nil 

MAGIC RESISTANCE: Standard 

SIZE: M (6'AJ) 

ALIGNMENT: Neutral 

CLERIC/DRUID: Nil 

FIGHTER: 15th level tighter 

MAGIC-USER/ILLUSIONIST: Nil 

THIEF/ASSASSIN: N.I 

MONK/BARD: Nil 

PSIONIC ABILITY: Nl 

Attack/Defense Modes: Nil 

S: 18(OOJ (♦ 3, *6) t "13 W: 8 D. 18 C: 18 CH: 17 

The son ot King Pelllnore, and a constant champion at many tournaments 

hold by Quoon Margawso (Lamorak's lovor), this knight was tho doath of 

several members of the Round Table. His greatest enemy was Sir Gawalne 

and hlo brolhors. Sir Lamorak was notod for a battlo in which ho killed 12 

ronogado knights of Morgan lo Fay. 

SIR LAUNCELOT DU LAKE 

ARMOR CLASS: -3 

MOVE: 12" (6" in armor.) 

HIT POINTS: 141 

NO OF ATTACKS: 2 

DAMAGE/ATTACK: By woapon typo 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES: N.I 

MAGIC RESISTANCE: Standard 

SIZE: M (6A') 

ALIGNMENT: Lawful good 

CLERIC/DRUID; Nil 

FIGHTER: 20th level paladin 

MAGIC-USER/ILLUSIONIST: Nil 

THIEF/ASSASSIN: Nil 

MONK/BARD: Nil 

PSIONIC ABILITY: Nl 

Attack/Defense Modes: Nil 

S: I9( ♦ 3, *7) I: 14 W: 13 D: 18 C: 18 CH 18 

This mighly knight was tho best of the best in the circle of the Round Table 

and was ablo to uso all tho powors of a Paladin, until ho fell from graco by 

being trlckod Into loving King Polios’ daughter, tho lovoly Elaino (who 

boro him a son, tho knight Sir Galahad). Whilo ho was forced to leave tho 

side of King Arthur, who had until then treated Launcelot as the king's 

champion, ho would novor fail to aid tho king in time of nood. Ho wont on 

all of tho most important quosts for the king and it was his weapons skills 

that dofonded tho King's sido in major battlos. 

MERLIN 

ARMOR CLASS: 2 (due to bracers) 

MOVE: 15" 

HIT POINTS: 175 

NO OF ATTACKS: 1 

DAMAGE/ATTACK: 1-10 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: Standard 

SIZE: M (67 

ALIGNMENT: Noutral good 

CLERIC/DRUID: 14th level dmid 

FIGHTER: Nil 

MAGIC-USER/ILLUSIONIST: /5th level 

magic-user/ 10th level illusionist 

THIEF/ASSASSIN: Nil 

MONK/BARD: Ni 

PSIONIC ABILITY: 300 

Attack/Defense Modes: B. C. E/- 

All 

S: 15 I: 19 W: 19 D: 18 C: 18 O 

Tho son of a sorcoross and an incubus (a succubus shapo-changod into 

male form). Merlin has a combination of powers and abilities far beyond 

those of mortals. There is a great deal of evidence to support the concept 

that Merlin is a being as powortul os tho Great Druid with magical powors 

thrown in. Whilo ho novor uses armor or normal physical weapons, his 

staff is as a staff of many spell storings and acts ns a staff of striking. With 

this dovico. Morlin can absorb spoils thrown at him and turn tho powor of 

those into spoils to his own noods (liko a staff of tho magi). 

Morlin can forosoo tho futuro in a random mnnnor. There aro timos whon 

his inability to soo what lies just ahead in tho futuro enusos him groat prob¬ 

lems. Ho always toloports away from dangor that could enuso him a quick 

death. While he doesn't want to take part in battles, thero are timos whon 

it is nocossary in ordor to ndviso Arthur and othors closoly. and on sovornl 

occasions ho was attnekod and sulforod damago that would kill a mortal 

man. His demonic heritage allows him to rogonorato 1 hit point per melee 

round and his magical skills allow him to honl tho remainder. Ho is a very 

oarthy being and a pretty faco may cause him to act rathor boyish In ordor 

to impress a lady. 

MORGAN LE FAY 

• • • 

ARMOR CLASS 4 

MOVE: 12- . .. 

HIT POINTS: 39 .. . 

NO. OF ATTACKS: 1 ; 

DAMAGE/ATTACK: 1-4 

SPECIAL ATTACKS: Poisoned dagger 

SPECIAL DEFENSES: Nl 

MAGIC RESISTANCE: Standard 

SIZE: U (5/jV 

ALIGNMENT: Chaotic evil 

CLERIC/DRUID: Nil 

FIGHTER: Ni 

MAGIC-USER/ILLUSIONIST: 12thlevel 

in each 

THIEF/ASSASSIN: Ni 

MONK/BARD: Ni 

PSIONIC ABILITY: Nl 

Attack/Defense Modes: Nil 

S 10 I: 18 W: 7 D: 17 C; 18 CH: 18 

The half sister to King Arthur, this sorceress constantly uses the powers of il¬ 

lusion to attempt to become queen of the British Isles. Arthur was aware of 

her evil, but never acted openly against her because of their blood tie. As 

her name indicates (Fay - Faerie). Morgan is at least partially nonhuman. 

She wears a +3 ring of protection. 

•P- '8o 
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She is sometimes ablo to trick knights of the Round Table Into hor castlo 

and either seduce them to evil ways or imprison them for a time. 
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SIR PALOMIDES THE SARACEN 

ARMOR CLASS: 2 

MOVE: 12“ (9“ in chain armor) 

HIT POINTS: 93 

NO OF ATTACKS: 2 

DAMAGE/ATTACK: By weapon type 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES: NJ 

MAGIC RESISTANCE: Standard 

SIZE: M (5rV.) 
ALIGNMENT: Neutral 

CLERIC/DRUID: N1 

FIGHTER: 16th level fighter 

MAGIC-USER/ILLUSIONIST: Nil 

THIEF/ASSASSIN: Nil 

MONK/BARD: 3rd level in each 

PSIONIC ABILITY: Nil 

Attack/Defense Modes: Nil 

S: 17(+/. +/; \: 18 W: 11 0:18 C: 17 CH: 18 

A biltor rival of Sir Trislram, Palomidos was nolod for Iho quicknoss of his 

scimilar and his courage in bailie. The man was also noled for his use of 

the composilo bow (a weapon not usually used by knights of any order). 

KING PELLINORE (knight of the questing beast) 

ARMOR CLASS: -2 

MOVE: 12- (6“ in armor) 

HIT POINTS 65 

NO. OF ATTACKS: 1 

DAMAGE/ATTACK: By weapon typo 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES Nil 

MAGIC RESISTANCE: Standard 

SIZE: M (6'A) 

ALIGNMENT: /.awful noutral 

CLERIC/DRUID: Nil 

FIGHTER: 12th lovol fighter 

MAGIC-USER/ILLUSIONIST: Ni 

THIEF/ASSASSIN: Nil 

MONK/BARD: Nil 

PSIONIC ABILITY: Nil 

Attack/Oofonso Modes: Nil 

S: 18(0i;(+ 1, +3) 1:15 W: 10 D: 18 C: 18 CH: 15 

This knight fought with King Arthur and almost defeated him. He later 

joined the Round Table and became one of the Queen’s Guards. Pellinore 

hunts a strange unique creature, the Questing Beast, which his family is 

fated to pursue, though neither they nor anybody else will ever catch it. At 

the time of Arthur’s court. Pellinore is just past middle ago, though still a 

stout fighter. 

SIR TRISTRAM OF LYONESS 

ARMOR CLASS: -3 

MOVE: 12' (6“ in armor) 

HIT POINTS: 120 

NO OF ATTACKS: 2 

DAMAGE/ATTACK: By weapon fype 

SPECIAL ATTACKS: Nl 

SPECIAL DEFENSES: Nl 

MAGIC RESISTANCE: Standard 

SIZE: U (6) 

ALIGNMENT: Neutral 

CLERIC/DRUID: Nl 

FIGHTER: 17th level fighter 

MAGIC-USER/ILLUSIONIST: Ni 

THIEF/ASSASSIN: Nl 

MONK/BARD: Ni 

PSIONIC ABILITY: Nl 

Attack/Defense Modes: Ni ^ 

S: 18(99; (♦2. *5J I: 16 W: 13 D: 19 C: 18 CH 17 

Known for his skill of arms and savagery in battle, this knight was con- 

sidorod by many to bo socond only to Louncolot In battlo skills. Tristram Is 

well-known for his ill-fated romance with tho beautiful Lady Isolde, who is 

married to the evil and cowardly King Mark. The insanely jealous King 

searches constantly for ways to discredit or destroy Iho noble Tristram. 



ANU (god of the sky) "Chief of all/he Babylonian Deities' Tho origins of Babylonian mythology aro oxtromoly anclont. Bocauso of 

this, misconcoplions, duality among tho gods and goddesses, and similari¬ 

ties between their deities and those of other pantheons exist. In formulat¬ 

ing this list for your use. we have consulted many sources, and some of 

thoso conflict with each other. This vorsion is dosignod to bo close to 

historically accurato and still playable in AD&D terms. 

Greater god 

ARMOR CLASS: -4 

MOVE: 12“ 

HIT POINTS: 400 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 2-20 ( ♦ 7) 

SPECIAL ATTACKS: Command powor 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 80% 

SIZE: M (6/2'j 

ALIGNMENT: Lawful noufral 

WORSHIPER'S ALIGN: All alignments 

SYMBOL: Gold sun partially blocked 

by a gray cloud 

PLANE: Nirvana 

CLERIC/DRUID: 20th lovol cleric 

FIGHTER: 18th lovol fighter 

MAGIC-USER/ILLUSIONIST: Soo 

below 

THIEF/ASSASSIN: NJ 

MONK/BARD: Nil 

PSIONIC ABILITY VI 

5:19(+3,+7) 1:25 W: 25 D:25 

(NOTE: II you wish to look hard enough, wo aro suro that you will find 

many points of disagreement with certain historical sources. This is un¬ 

avoidable. when so many sources conflict.) 

Tho high priest of this religion is olton tho king of tho country and must bo 

a combination magic-user/cleric of great power. All clerical types must re¬ 

main aloof from the normal populace in temples or shrines and work to 

further tho slato politically as well as spiritually. 

Through Anu and tho priost-king, all money colloctod by tho shrines and 

temples Is dealt out. The ruler also distributes all political power through 

appointmonts. Tho now moon is lookod on as a tirno of groat coromony. 

and also a time for tho pooplo to pay monoy to tho tomplos os a sort of 

tltho to nppoaso tho gods. Kings aro oxpoctod to go forth occasionally on 

quests with other dories of difforing lovols and bring back rlchos (usually 

through conquest) to futlhor tho sect. 

Punishment for foiling In duties is always severe for tho cloric. Tho break¬ 

ing of minor laws requires fasting, prayers, meditation, and sncrificos of 

animals and goods the cloric owns until the deity makes it known through 

tho hlghor-lovol dories that ovorything is forglvon. Sncrificos aro common¬ 

ly mado in gold or precious jowols. Major cloricol transgressions Includo 

helping the enemies of the sect, communicating with Intelligent creatures 

or doml-humnns (all of whom nro considered ’’domons") olhor than 

humans, and dealing with humans of tho opposito alignment. Thoso 

crimes uro all doalt with in tho sarno manner, by complete denial of spoils 

at all levels and excommunication from the sect, unless the erring one will 

tako up a quost which will greatly aid tho soct (oithor In torms of rnonotnry 

riches or loss of powor to other cults). 

This god appoors os a man. A strong broozo constantly blows in tho direc¬ 

tion of his gaze. Doings casting things at this god must make n saving throw 

against disintegration at -4 for both tho being and the thing cast. His voice 

is tho volco of all loadors. and any boing must mako a saving threw vorsus 

magic at -4 to resist his commands. Ho con summon any dragon typo 

(except for the king and queen and any other types of dragon royalty) to 

fight for him once a woek, per dragon type. 

Ho usos a brass rnaco in bnlllo that strlkos for 2-20 points of damago plus 

his bonus of 7 points. 
Tho traditional attlro of all Babylonian dories is a wraparound kilt of while 

with rod cuneiform writing along tho hem. They hove been known to enter 

batllo, but always In tho roar of tho action as support. Advancement within 

a soct is through tho paymont of gold to tho high priost’s court. Noto that 

this is not the same ns level advancement. Increase in ability does not 

gunrnntoo incrooso In tompornl powor. Priests of a successful nature wore 

known to bo givon groat (and highly dangorous) quo3ts to provo tholr 

worthiness to stand by tho King. 

Anu is said to have croatod tho hoavons and tho oarth. All of tho othor 

Babylonian gods bow to his authority. 

ANSHAR (god of darkness and Ihe night) 

Lesser god 

ARMOR CLASS: 2 

MOVE: 12* 

HIT POINTS: 300 

NO. OF ATTACKS: 0 

DAMAGE/ATTACK: Ni 

SPECIAL ATTACKS: Beam of darkness 

SPECIAL DEFENSES: Soo bolow 

MAGIC RESISTANCE: 50% 

SIZE: M (6') 

ALIGNMENT: Chaotic evil 

WORSHIPER’S ALIGN: Noulral ovil 

and chaotic evil 

SYMBOL: Black sphere 

PLANE: Pandemonium 

CLERIC/DRUID: 20th level cleric 

FIGHTER: 18th lovol fightor 

MAGIC-USER/ILLUSIONIST: See 

below 

THIEF/ASSASSIN: Ni 

MONK/BARD: Nil 

PSIONIC ABILITY: VI 

5:16(0.*!) 1:20 W: 12 D: 18 C:22 CH: 18 
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This deity always appears as a dark-skinned human and only appears at 

night or in deep darkness. He casts his darkness beam for a maximum 

range of 300 yards, once per melee round, and this ray affects any flesh for 

40 points of damage per strike. Body parts hit may never be regenerated or 

healed. Anshar can only teleport into areas of shadow or darkness. The 

god is unaffected by any source of light or light reflector. The god can 

grasp spells out of Ihe air as they pass or hit him. and save these spells (as 

aring of spoil storing) or toss them back right away. He can alter one spell 

effecl per melee round in this manner, and the chosen spell will have no 

effect on him. When preparing for battle, he usually stores one of every 

ninth level spell (given to him by some other god) so that he starts out with 

something to cast. This storing or returning ability comes from a godly at¬ 

tribute that lets him sense what spells are passing through his area. There 

is a 200 spell level storage limit to this attribute. 

devil (except for the arch-devils) once a day in numbers from 2-20, and it 

is not affected by breath weapons from any creature. 

Druaga only fights in person when his soul object (always put in a living 

being) is threatened. The soul object is the total essence of his being. If 

Druaga's bodily form is destroyed, the soul object will begin regenerating 

a whole new being with all the memories of the old devil. The human that 

has Druaga's soul implanted in him or her has no knowledge of this, and 

will die at the samo time the devil's body dios. so that when the human's 

body is buried, there will be a safe place for the now devil to grow. 

Druaga will very occasionally send a group of devils out to aid his wor¬ 

shipers. especially those that have recently sacrificed a virgin to their 

deity. 

DAHAK (three-headed dragon spirit of death) 

FREQUENCY: Unique 

NO. APPEARING: 1 

ARMOR CLASS: 1 or ethereal 

MOVE 9116- 

Hrr DICE/POINTS: 200 hp 

% IN LAIR: 25% 

TREASURE TYPE: U, L (X 3) 

NO, OF ATTACKS: 3 

DAMAGE/ATTACK: 3-30/3-30/3-30 

SPECIAL ATTACKS: See bolow 

. SPECIAL DEFENSES: See bolow 

MAGIC RESISTANCE: 55% 

INTELLIGENCE: Avorogo 

ALIGNMENT: Chaotic ovll 

SIZE: L (72‘ long) 

PSI0NIC ABILITY: NI 

Attnck/Defense Modes: Nil 

LEVEL/XP. VALUE: X/24.000 

This monstor has no corporoal form unless it is attacking with its bito; tho 

rest of tho time it is othoroal. It appoars to tho world as a hugo throe- 

headed dragon (tho color of the scales depending on its whim at the time). 

It will only oat tho flesh of lawful or good croaturos, and it never goos 

hungry. Tho monstor can breathe any type of dragon breath at any time 

(but tho croaturo enjoys crunching things with its tooth). It is ablo to nogato 

any magical device permanently with a touch of all three of its heads at 

tho samo time. 

DRUAGA (ruler of the devil world) 

His mace does 35 points of damage every time it hits and turns all boings it 

hits into devils (random type) under his command if they do not make their 

magic saving throw. 

GILGAMESH (hero) 

ARMOR CLASS: 6 

MOVE: 15“ 

HIT POINTS 180 

NO OF ATTACKS: 2 

DAMAGE/ATTACK: 2-20 ( ♦ B) 

SPECIAL ATTACKS: See bolow 

SPECIAL DEFENSES: Cannot bo 

charmed 

MAGIC RESISTANCE: 10% 

SIZE: M (6) 

ALIGNMENT: Neutral good 

CLERIC/DRUID: 5th level in each 

FIGHTER: 12th lovol rangor 

MAGIC-USER/1 LLUSIONIST: 10th level 

magic-usor 

THIEF/ASSASSIN: Ni 

MONK/BARD: llth level monk/Sth 

levol bard 

PSIONIC ABILITY: Nil 

Attack/Defonse Modes: NI 

S:20( ♦ 3. *8; I: 18 W: 17 D: 18 C: 19 

This hero of legend was the warrior/necromancer/high priest ruler of his 

land. He is noted for going out and getting things done when others were 

unablo. 

Lesser god 

ARMOR CLASS: -1 

MOVE: 21 ’745- 

HIT POINTS: 230 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 35 points 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES Immune to 

broafh woapons 

MAGIC RESISTANCE: 75% 

SIZE: L (9j 

ALIGNMENT: Lawful ovll 

WORSHIPER’S ALIGN: Lawful evil 

SYMBOL: Ruby mace 

PLANE: Nine Hells 

CLERIC/DRUID: Nil 

FIGHTER: J5th level fighter 

MAGIC-USER/ILLUSIONIST: 15th level 

magic-user 

THIEF/ASSASSIN: 15th level assassin 

MONK/BARD: Nil 

PSIONIC ABILITY Nil 

S:24( + 6, + 12j 1:18 W: 13 D: 23 C:25CH:-4 

This boing gonorally never appears to anyone the samo way twice. Tho 

creature's real form has 8 arms ending h talons, is scaled with ruby red 

hide, and has 4 legs ending in snakey masses, while the head is that of a 

beautiful boy. The combination is so hideous that it often causes enemies 

to be paralyzed with fear. It can shape change at will, call on any type of 

While his ♦2 maco is ablo to hit with brutal forco (2-20), Gilgamosh lovos 

to attack by wrestling, and storlos abound of him wrostllng a mighty bull or 

god to destruction. 

Gilgamosh is a groat king, notod for his tyrannical rule. Although ho 

governs well and maintains peace, he uses his authority to satisfy his per¬ 

sonal pleasures. He is a great lover of all types of earthly pleasure. Fie is 

stubborn and profors tho direct method for solving problems whonovor 

possible. He is a great wrestler, using this attack mode in preference to all 

others. 

Gilgamosh has a great fear of death. If he learns of any way to avoid 

death, he will do whatever is required to gain iL One oddity, however, is 

that his fear of death seldom occurs to him when facing a terrible too. At 

such times, his courage will hearten him and ho will Tight without waver¬ 

ing. 
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GIRIU) (god of fire) 

Lesser god 

(using magic or otherwise) except for the goddess herself. The chariot 

travels at a speed of 21". and when in the chariot, no metal can touch the 

ARMOR CLASS: 2 

MOVE: 18” 

HIT POINTS: 280 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 1-8 (* 12) / 2-20 

(+12) 
SPECIAL ATTACKS: Poison, stunning 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 50% 

SIZE M (6) 

ALIGNMENT: Lawful good 

WORSHIPER'S ALIGN: Lawful good 

and neutral good 

SYMBOL: Fire-enwrapped axe 

PLANE: Sovon Heavens 

CLERIC/DRUID: Nil 

FIGHTER: 16th level fighter 

MAGIC-USER/ILLUSIONIST: Soo 

below 

THIEF/ASSASSIN: Nil 

MONK/BARD: Nil 

PSIONIC ABILITY: Nil 

S:24( *6, ♦ 12) 1:20 W: 14 D: 18 C:23 CH: 18 

Girru usually manifests himself ns a man. Ho hates all things ovll and will 

destroy such whonover ho comos in contact with thorn. Tho god casts all 

fire spells ns n 40th level magic-user, and is himself totnlly unaffected by 

fire. He can shape change and teleport (though only to places with flame 

In tho nron). All those that come within 10 foot of him will suffor 10 points 

of damago por moloo round from heat (no saving throw). Ho fights with a 

maco that does 1-8 plus 12 points for his slrongth. plus a poisonod barb 

breaks off tho maco and is omboddod in tho victim with each hit (save vs. 

poison at -4). His +3 axe hits lor 2-20. plus his strength bonusrplus the 

target must save vs. petrification or bo stunned for 2-8 rounds. Any weapon 

that touches tho god's body will dlsintogrnto, no saving throw applicable. 

This happons aftor tho damago has boon dono by tho woapon. 

ISHTAR (goddess of love and war) 

Greater goddess 

ARMOR CLASS: -4 

MOVE: 12- 

HIT POINTS: 250 

NO. OF ATTACKS; 2 

DAMAGE/ATTACK: Soo bolow 

SPECIAL ATTACKS: Suggestion 

SPECIAL DEFENSES: Nil 

MAGIC RESISTANCE 75% 

SIZE: M (6‘) 

ALIGNMENT: Neutral 

WORSHIPER'S ALIGN: A/I alignments 

SYMBOL: Fomalo hand grasping a 

blue crystal rod 

PLANE: Flyslum 

CLERIC/DRUID: /5th lovol cloric 

FIGHTER 20fh lovol rangor 

MAGIC-USER/ILLUSIONIST: 25th level 

magic-user 

THIEF/ASSASSIN: Ml 

MONK/BARD: Nil 

PSIONIC ABILITY: Nd 
S:25( ♦ 7, *14) 1:22 W: 12 D: 25 C:23 CH:25 

Ishtar never appears to her worshipers in any form other than that of a 

beautiful woman. Sho has the strength of a titan, tho ability to shape 

change at will, and she uses her voice as a constant suggestion spell. She 

wears the headdress of love and war. When she is interested in a male, 

the headdress forces him to become passionately in love with the wearer 

(no saving throw applicable), but she must really be interested in that 

male. When fighting an enemy, this headdress gives the wearer the same 

powers her enemy(s) has. Ishtar drives a flying chariot, pulled by 7 

enchanted lions. The lions have 50 hit points each, an armor class of -2. 11 

hit dico each, attack for 1-8/1-8, and cannot bo controlled by any boing 

She is able to cast 2 spells per melee round, and when facing beings that 

are not affoctod by magic, sho strikes with a blue crystal rod that Is able to 

transform any spell level into direct energy times ten, e.g. she is able to 

striko for 90 points of damago whon oxponding a ninth lovol spoil through 

tho rod and 10 points when using a first lovol spoil through tho rod. Sho is 

limited to the number and level of spells she can cast as a 15th level 

cloric/25th lovol magic-user. 

MARDUK (god of the city, wind, thunder, storms. & rain) 

Greater god 

ARMOR CLASS: 1 

MOVE: Infinite 

HIT POINTS: 350 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: See below 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES:: -*-3 or better 

woapon to hit 

MAGIC RESISTANCE: 50% 

SIZE: L (9) 

ALIGNMENT: Lawful neutral 

WORSHIPER'S ALIGN: Lawful noutral 

SYMBOL: Silvory not 

PLANE: Arcadia 

CLERIC/DRUID: Ni 

FIGHTER: 19th lovol fightor 

MAGIC-USER/ILLUSIONIST: 1Glh\ovol 

rnaglc-usor 

THIEF/ASSASSIN: Nil 

MONK/BARD: 15th lovol bard 

PSKDNIC ABILITY: Ml 

S:24( + 6. + 12; 1:23 W:24 D:20 C:24 CH: 23 

This god is one of the few nonhumnn-appenring beings in this pantheon. 

Ho is always shown with four oyos. four oars, flamos shooting from his 

mouth whon ho spooks, and a roddish tingo to his skin. Ho occasionally as¬ 

sumes the londorship of tho Babylonian gods whon Anu is prooccupiod. 

This god can borrow any singlo ability from any ono other doity in tho pan¬ 

theon (no saving throw opplicablo) and uso it ns ho soos fit. This ability Is 

offoctlvo on anything within sight of tho god and con bo glvon back at any 

tlmo from any dlstonco. In battlo. ho usoo a not mndo out of tho four winds 

that, whon striking, binds tho torgot until Marduk roloasos tho not. Tho 

strands cannot bo broken, but tho god must remain within 50 foot of tho 

net at all times for it to function. The god may create any type of weather 

condition in an instant and summon 20 dico lightning bolts from tho sky at 

any tlmo. 

Marduk is called "tho justice bringor” and "lord of puro incantations". His 

battles with Tiamat aro logondary. 
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NERGAL (god of the underworld) RAMMAN (god of storms and thunder) 

lesser god . • 

ARMOR CLASS: 1 > ” \ 

MOVE: 12-lir 
HIT POINTS: 3CG 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: See below 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: Uses a special 

shield 

MAGIC RESISTANCE: See below 

SIZE: M (6} 

ALIGNMENT: Noutral evil 

WORSHIPER'S ALIGN: Evil align¬ 

ments 

SYMBOL: Dark-skinned man holding 

a jot black shield 

PLANE: Hados 

CLERIC/DRUID: 25th level cleric 

FIGHTER: 12th level fighter 

MAGIC-USERyiLLUSIONIST: 20ih level 

magic-usor 

THIEF/ASSASSIN: Nl 

MONK/BARD: Nil 

PSIONIC ABILITY: Nil 

S:)9( + 3. *7) 1:20 W: 20 D: 19 C: 23 CH:24 

This doity rulos ovor all things that aro dead and never uses any form but a 

human ono. His favorito tactic is to rovivo tho 5 most poworful dead 

onomlos of his foe or foes and have them fight for him. When he goes into 

personal combat, he uses a night-black shield that is both a weapon and a 

means of defense. The shield has a bonus of +5; when in use. no being 

can attack the god from behind. It also casts a death spell aura (saving 

throw applicable) in a 30 foot radius around the god. and no spell of less 

than tho oighth lovol can affoct tho usor of tho shiold. 

His worshipers (those that wish success in evil deeds) sacrifice good crea- 

luros on his altar of black basalt, or dodicato tho procoods of ovil actions to 

tho church in a typo of promlsod sacrlflco. 

Lesser god : 

ARMOR CLASS: -4 . • 

MOVE: 12-/48- 

HIT POINTS: 325 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 30 points 

SPECIAL ATTACKS: Lightning 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 50% ♦ special 

(soobelowj 

SIZE: M (T) 

ALIGNMENT: Neutral 

WORSHIPERS ALIGN: All neutrals ♦ 
special (soo bolow) 

SYMBOL: Lighting bolt through a 

storm cloud 

PLANE: Concordant Opposition 

CLERIC/DRUID: Ni 

FIGHTER: 17th level Hghter 

MAGIC-USER/ILLUSIONIST: 15thlevel 

in each 

THIEF/ASSASSIN: NJ 

MONK/BARD: Ni 

PSIONIC ABILITY: Ni 

S:22(*4. ♦ 10) 1:20 W: 16 D:21 C: 24 CH: 16 

This god appears on the earth in human form, with a massive build and a 

rathor homely face. Whon anything hits him. sparks will fly doing 30 points 

of dnmago to anything within 3" of his body (no saving throw appllcablo). 

His lightning bolts aro cast two per round, and do 30 points of damago 

each. Spells must be of the fifth level or greater to affect him. His *4 ring 

mall is made out of cloud vapor, and his mallet, ten feet long. Is often 

thrown, doing 30 points of damage every time it hits. It returns by itself to 

Ramman's hand. This weapon is usually only used against croaturos that 

resist his lightning strikes. 

His noutral worshipors always porform their sorvicos at night, but thoro aro 

many other beings who wish rain that aro not of his alignment, and they 

usually sacrifico oxponsivo liquids to tho god to bring on rain for thoir 

crops or Just to bring coolor weather. 
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The Celtic mythology is by no means confined to the British Isles. The This god is the ruler ol a very loose pantheon of gods. His two primary at- 

beings listed are all in human form, unlike some of the other pantheons in 
this work. They all have spheres of influence and these spheres are areas 

of control for tho deities. Any major manipulations of these areas by 

humans or other life forms will cause the god or goddess in question to 
tako an interost (in force) and attempt to put a stop to it. 

tributes are the ability to separate himself into 12 distinct and powerful 
entities. All 12 are fully aware and mobile, but 11 are ethereal in nature 

and roam the earth with unlimited range, constantly supplying information 
to Dagda. These beings have all tho qualities of the original, but they must 
stay in the ethereal state at all times. 

The clerics of most of these deities are druids, which are fully detailed in 
PLAYERS HANDBOOK. All religious services are performed by these druids 
in woodod areas made holy by tho planting of mistletoe and holly. In 

these areas are deep natural wells or dug pits where sacrifices are thrown. 

Human sacrifices are made 4 times a year. These human sacrifices are 
made on Novombor 1 (called Samain) celebrating winter’s start; February 

1 (called Imbalc) celebrating winter’s leavetaking; May 1 (called Beltane) 

colobrating spring’s planting; and August 1 (called Lugnasad) celebrating 

tho timo of harvest. Condemned criminals are typical sacrifices. 

His other attributes include unlimited use of shape change, telepathy, and 
legend lore. He is very fond of walking the earth in tho form of a shabbily 
dressed man with a large club. 

Oagda has the strength to break anything in his two hands. Ho uses his club 
in all battles and while it does 5-50 when striking plus his strength bonus of 
14 points, it is also magical in that when the large end touches a being it 

acts as a death spell. The small end is able to raise the dead, no matter 
how long ago the being diod. Only a portion of the body is needod. 

Druid groves are the only places where druids can use their commune with 

nature spoil. Thoso placos are often guarded by a group of wild boars and 
their mates. Tho larger and more important the grove, tho larger tho pack 

of wild boars. These animals are under the complete control of the druids 

that uso tho grovo. 

Ho can summon forth a cauldron that onablos him to brow any non- 

maglcal liquid or food, and ho sings with a sontlont harp that talks In tho 
common tongue and can control weather. ,;j». 

ARAWN (god of the deadj 'The Dark One" 

Druids ol tho sixth lovol or loss woar light bluo robes, whilo druids of 
higher lovols always woar whlto. Evory druid woars a loro (ornamonlal 

neck ring), and It represents the god or goddess most favored by the druid. 
It Is a work of rospocl to tholr dolly, and tho moro poworful tho druid, tho 
botlor ho or sho mnkos tho foro. Tho bost onos aro oncrustod with procious 
gems and irnpartod with magical powers by thoir high-lovol ownors 
(along tho linos of a ♦ 1 or *2 protection ring or a talisman of some sort). 

Every druid hns his or her own cauldron that they made nsAn first level 

druid. This is used to catch all the blood or sap of a sacrifice. The cauldrons 
of tenth lovol or highor druids act as crystal balls whon fillod with human 
blood. All druids of tho olovonth. twolfth, thirteenth, and fourtoonth lovols 
will have tho symbol of tho wheel with a crossod spiral on all thoir tools, 

weapons, clothes, and anything olso thoy uso. 

Celtic gods are very tolerant of the actions of their priests as long as such 

actions further the sect. Regard for nature is their prime concern and 
trifling with nnturo in any way harmful is reason for punishment. 

Druids consider themselves an elite group, separate from all other 
humans. Thoy do not mingle with othors. and aro only allowod to mato 

with worshipors within thoir soct. 

DAGDA (dozen king) 

Greater god . TV- 

ARMOR CLASS: -4 
MOVE: 12“ 

HIT POINTS: 400 
NO. OF ATTACKS: 2 
DAMAGE/ATTACK: 5-50 (+14) 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: Nl 

MAGIC RESISTANCE: 80% 
SIZE: M(6) 
ALIGNMENT: Neutral 
WORSHIPER'S ALIGN: All types ot 

neutral beings 
SYMBOL: Bubbling cauldron 
PLANE: Concordant Opposition 
CLERIC/DRUID: 15th level c/er/c/Mfh 

lovol druid 
FIGHTER 18th level fighter 

MAGIC-USER/ILLUSIONIST: 15thlevel 
in each 

THIEF/ASSASSIN: Nil 

MONK/BARD: 20th level bard 
PSIONIC ABILITY: II 

5: 25 (+7. + 14) 1:25 W: 25 D: 23 C: 25 CH: 25 

Greater god 

ARMOR CLASS: -4 

MOVE: 15“ 
HIT POINTS: 325 

NO OF ATTACKS: 2 
DAMAGE/ATTACK: 2-20 (* 11) 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES See bolow 

MAGIC RESISTANCE: 75% 
SIZE M(7) 
ALIGNMENT: Lawful evil 
WORSHIPER’S ALIGN: All beings 

worshiping death 
SYMBOL: A black star on a gray back¬ 

ground 
PLANE: Tho Prime Matorial Plano 
CLERIC/DRUID: 20th level cleric/Mth 

lovol druid 
FIGHTER: 17fh level ranger 

MAGIC-USER/ILLUSIONIST: See 
below 

THIEF/ASSASSIN: Ni 

MONK/BARD: 15th level bard 

PSIONIC ABILITY: V) 
S:23(♦ 5. ♦ 1i; 1:24 W: 23 D: 25 C: 24 CH: 20 

Arawn appears as a normal man and lives upon an island in tho sea that 

only tho dead can find. His main attribute is tho ability to flash 2 death 
spells from his oyos at any timo. striking indopondont targots if ho chooses. 
Ho is able to use any spell of up to the third levol as a 20lh lovol magic- 
user. The god will appear if someone restores to life a person ho wonts to 

stay in his domain (a 2% chanco of this per lovol of tho dead person, if ho 
or she worshiped one of the Celtic gods), and he will either fight for the 

dead person or offer a substitute from the vast ranks of the dead (there is a 
25% chance of this offer being made). Ho is immune to any magical or 

clerical spell causing direct damage to the body. 

He fights with a *3 club that strikes for 2-20 points of damage plus his 
strength bonus of 11 points. Any being touching him with a magical 

weapon dies (saving throw applicable). 
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BRIGIT (goddess of fire and poetry) 

Lesser goddess 

ARMOR CLASS: -A 

MOVE: 12- 

HU POINTS: 325 

NO OF ATTACKS: 3/2 

DAMAGE/ATTACK: 2-20 (*14. 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES See below 

MAGIC RESISTANCE: 50% 

SIZE Af (6) 

ALIGNMENT: Neutral 
WORSHIPER'S ALIGN: Beings 

worshiping fire and poetry 

SYMBOL: Female form bathed in fire 

PLANE: Concordant Opposition 

CLERIC/DRUID: 14lh level druid 

FIGHTER 12th lovol fighter 

MAGIC-USER/ILLUSIONIST: See 

below 

THIEF/ASSASSIN: Nil 

MONK/BARD: )8th level bard 

PSIONIC ABILITY: VI 

5:25 < ♦ 7. -*-14; 1:22 W: 22 D: 25 C:24 CH:25 

Brigit appears as a tall woman with flame-colored hair. She can use any 

fire spoil as a 35th lovol spoil-castor. Sho has *5 armor in tho form of 

tonguos of flamo. Sho loves to hoar poetry sung on the battlefield and 

thoro is a 5% chanco that sho will favor a singor of an original composition 

by raising him 1 level for the length of the battle. Brigit is immune to ony 

attack Involving firo, cold, potrification. or dragon broalh. 

In bntlle. she becomes surrounded with flame that will cause 30 points of 

damago to all who como within 30 foot of hor. All woapons that aro loss 

than +3 will molt when touching hor. Sho carries a staff that turns into a 

tongue of flamo at her command and it does 2-20 points of damage when 

striking. A 

Noto: i any playors wish to worship Brigit (and possibly catch hor at¬ 

tention) by singing during battlo, tho DM should roquiro that tho playor 

make up an original battle-song on the spot and sing it while engaging in 

strenuous activity. 

CELTIC MYTHOS 

DIANCECHT (physician of the gods) 

Lesser god 

ARMOR CLASS: -/ 

MOVE: 12- 

HIT POINTS: 300 

NO. OF ATTACKS: / 

DAMAGE/ATTACK: 3-30 {♦ K>. 

SPECIAL ATTACKS: hi 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 100% 

SIZE: MIS’) 

ALIGNMENT: Lawful good 

WORSHIPER’S ALIGN: Beings that use 

tho healing arts 

SYMBOL: Crossed oak and mistletoe 

branches 

PLANE: Concordant Opposition 

CLERIC/DRUID: 25th level cleric! 14th 

level druid 

FIGHTER- 14th (ove) Tighter 

MAGIC-USER/ILLUSIONIST: 12th level 

magic-user 

THIEF/ASSASSIN: Ntf 

MONK/BARD: 10th level bard 

PSIONIC ABILITY: VI 

5: 22 (*4. *10) 1:25 W: 25 D: 20 C: 23 CH: 24 

Diancecht appears as a young man. Ho can heal any wound or rostoro any 

dead being, no matter how long dead. The god will appear whenever any 

Collie doity summons him to holp. Clerics of tho Coltic gods with groat 

power (12th level or above) have a 10% chance of summoning him if thoy 

swoar to tako a yoar-long pilgrimage to hoal all things knowing hurt, 

including beings of opposite alignment). Failure to fulfill this will result in 

the god’s revenge. His power will not work on beings who have had their 

head takon away. Ho novor lights in largo battles, but has fought with 

Arawn ovor somo of his doad. In thoso batllos. Diancecht has always won. 

Ho is immuno to anything that doos loss than ono-fourth of his hit points in 

damago to his body in one strike. 

Ho fights with a *3 spear that doos 3-30 points whon It hits, but ho is 

hardly ever attacked because he will heal friends and enemies alike 

during a battlo. 

CU CHULAINN (heroj 

ARMOR CLASS: -f 

MOVE: IS" 

HIT POINTS: 150 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 440 (♦ 8; 

SPECIAL ATTACKS Nil 

SPECIAL DEFENSES: Seo below 

MAGIC RESISTANCE: 20% 

SIZE: M(G'A') 

ALIGNMENT: Neutral good 

CLERIC/DRUID: N! 

FIGHTER: 18th lovol ranger 

MAGIC-USER/ILLUSIONIST: 

illusionist 

THIEF/ASSASSIN: Nil 

MONK/BARD: 8th level bard 

PSIONIC ABILITY: Nil 

Attack/Dofonso Modos: Nil 

Cu Chulainn in battle always uses his spear called Gae Bolg. made from 

the bones of a sea dragon. The spear is a *4 weapon, and when holding 

it ho cannot bo surprisod. Nono but Cu Chulainn can wiold Gao Bolg. It 

does 4-40 points of damage. In battle, he shines with a brilliance that 

makes it impossible for his mortal enemies to look directly at him (-4 on 

Ihoir chances to hit). 

Tho hero exists to Tight giants and right wrongs all over the countryside. He 

often appears when all hope is lost. 

DUNATIS (god of the mountains and peaks,) 

Losscr god 

ARMOR CLASS: -10 

MOVE: 24- 

HIT POINTS: 350 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 8-80 or by 

weapon type 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 10% 

SIZE: M (6-) 

ALIGNMENT: Neutral 

WORSHIPERS ALIGN: Neutral 

SYMBOL: A red sun-capped mountain 

peak 

PLANE: Concordant Opposition 

CLERIC/DRUID: 15th level clone 

FIGHTER: 18th level fighter 

MAGIC-USER/ILLUSIONIST: Nil 

THIEF/ASSASSIN: Ni 

MONK/BARD: 20th level bard 

PSIONIC ABILITY: VI 

S:2S(* 7. *14) 1:20 W: 22 D. 20 C: 24 CH: 23 

This god always appears as a normal man. His main attribute is the power 

to raise a mountain peak from a flat plain, or flatten a giant mountain into 

a prairie. This is done instantaneously and was often done to destroy forts 

and the like. 
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He enters battle using *4 armor and shield, and his weapons are boulders 

he forms instantly from thin air. He throws these up to 1,000 yards with 

great accuracy, doing 8-80 points of damage. He is immune to paralysis, 

petrification, and attacks involving charming. 

GOIBHNIE (blacksmith of the gods) 

This god is unique among the gods in that he can use any one attribute of 

any being ho has ever met. He appears as a tall man with very largo 

hands. 

He never uses armor, and in battle he depends on his one power to defeat 

his foe. He is immune to any type of control, petrification, or paralyzation. 

Lugh is a druidical ideal, and more fully understands druidism than any 

other entity, fte casts druidical spells at the 30th level of magic use (an un¬ 

attainable level for any other being), and has an unlimited number of 

these spells. 

MANANNAN MAC LIR (god of fhe sea; 

Greater god 

Lesser god 

ARMOR CLASS: -4 

MOVE: 9" 

HIT POINTS: 329 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 3-30 (+14) 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: Imtnuno to 

physical wo a pons 

MAGIC RESISTANCE: 75% 

SIZE: M (6) 

ALIGNMENT: Neutral 

WORSHIPERS ALIGN: Neutrals and 

workers of metal 

SYMBOL: Giant mallei ovor sword 

PLANE: Concordant Opposition 

CLERIC/DRUID: Uthleveldruid 

FIGHTER: 18th lovol fighter 

MAGIC-USERyiLLUSIONIST: Nil 

THIEF/ASSASSIN: Nl 

MONK/BARD: 15th level bard 

PSIONIC ABILITY: VI 

S:25( + 7.+ 14) 1:24 W: 23 D: 20 C: 25 CH 19 

This god appears as a hugely proportioned man. His main attribute is the 

ability to mako weapons and ainulots of groat power for the gods and the 

vory fow mortals ho favors. The woapons ho makos novor miss their targot 

and the amulets have the power to nullify any one specific spell. If Goib- 

hnio’s woapons aro usod to attompt an impossible hit (liko a sword striko 

from 200 yards away), tho weapon will hit. but will then shatter and bring 

on tho wioldor tho instant wroth of tho god in tho form of a thundor bolt 

(doing 50 points of damage, no saving throw). 

It is Irnposslblo to woar moro than ono of Goibhnio’s amulots at a timo. 

and if this Is attomptod, tho amulets will shattor. Effects of tho spell which 

an amulet is designed to protect against will never appear, or (in tho caso 

of somothing solid, such as a wall of iron) will turn to dusL An amulot can 

protoct up to 500 persons and anything they carry, if their hands are linked 

in sorios. 

Goibhnio’s *4 spear does 3-30 points of damage plus his strength bonus 

of 14 points. Tho god has made himself immune to any damage dono by 

physical weaponry of any typo. 

LUGH "long handed" (god of general/ties.) 

Greater god 

ARMOR CLASS: 0 

MOVE: 12“ 

HIT POINTS: 375 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: See below 

SPECIAL ATTACKS: See bolow 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 90% 

SIZE: M(7) 

ALIGNMENT: Neutral 

WORSHIPER’S ALIGN: Neutral 

SYMBOL: A pair of long hands 

PLANE: Concordant Opposition 

CLERIC/DRUID: Nil/see below 

FIGHTER: ?9th level ranger 

MAGIC-USER/ILLUSIONIST: Ni 

THIEF/ASSASSIN: Nil 

MONK/BARD: 19fh level bard 

PSIONIC ABILITY: VI 

S:23( + 5. -Hi: 1:25 W: 24 D: 25 C: 24 CH: 24 

This god appears as a targe red-bearded man. Ho commonly goes into 

battle wearing *5 armor of sea shells. He uses a trident that absorbs 

moisturo from the bodies that it hits (draining % of tho total amount of tho 

victim’s original hit points). When fighting his enemies, the fire giants, ho 

usos a sword callod Rotaliator, that kills ovory timo it hits (magic saving 

throw applicablo). and does 3-30 points of damago (plus strength bonus) 

even if the save is made. 

His main attribute is the power to call on any non-godlike creature of the 

sea to fight for him at any timo and in numbers up to 50. Those croaturos 

must, however, get to the battle under their own power. He is immune to 

any typo of magical dovico attack whilo in salt wator. 

MATH (magic-user) 

ARMOR CLASS: 6 

MOVE: 12" 

HIT POINTS: 100 

NO OF ATTACKS: 1 

DAMAGE/ATTACK: See below 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES Nl 

MAGIC RESISTANCE: 35% 

SIZE: M (5A1) 

ALIGNMENT: Neutral 

CLERIC/DRUID: 6th level druid 

FIGHTER: 4th level fighter 

MAGIC-USER/ILLUSIONIST: 30th level 

magic-user/IOth level illusionist 

THIEF/ASSASSIN: Nfl 

MONK/BARD: Ml 

PSIONIC ABILITY: 200 

Attack/Defense Modes: A. 8. CJ 

F.G.H.I 

a- 18 (+-1. +2) I: 18 W: 18 D: 18 C: 18 CH: 18 

ARMOR CLASS: -2 

MOVE: J2V/48" 

HIT POINTS: 389 

NO OF ATTACKS: 2 

DAMAGE/ATTACK: See below 

SPECIAL ATTACKS: Sumrron sea 

creatures 

SPECIAL DEFENSES See below 

MAGIC RESISTANCE: 75% 

SIZE: Af (&) 

ALIGNMENT: Chaotic neutral 

WORSHIPERS ALIGN: Beings using 

tho sea 

SYMBOL: A wavo of whilo wator on 

a groon background 

PLANE: Concordant Opposition 

CLERIC/DRUID: 25th lovol cleric 

FIGHTER: 16th lovol fighter 

MAGIC-USER/ILLUSIONIST: See 

bolow 

THIEF/ASSASSIN: Nil 

MONK/BARD: Nil 
PSIONIC ABILITY: VI 

5:24 (♦G. ♦ 12; 1:24 W: 23 D:2) C:24 CH:22 
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Moth is the greatest of all the legendary wizards in Celtic myth. He has 

given himself the power to hear anything said in a breeze anywhere in the 

world Ho has done so much for the gods that ho has been givon a 7~ac of 

the Gods (q.v.). 

When forced to fight, he uses a rod that turns any being touched by it into a 

pool of water (permanently), magic saving throw applicable. He also 

enjoys uslngpolymorph others to turn opponents Into animals. 

This god appears as a man with an artificial silver hand. He has the ability 

to give any weapon he holds a +3 bonus to hit and double the weapon's 

normal damaging power. When in battle, ho detaches his hand of silver, 

and it will enter battlo with a weapon as a dancing sword, hitting for 6-36 

points of damage. Ho commonly usos a *4 suit of studdod loathor armor 

and a *5 sword that has the power to fond off any 3 weapons used 

against its master, no matter how powerful the weapons, and still attack 

without difficulty. The god is immune to any type of magical control spell. 

MORRIGAN (goddess of war) 

Lesser goddess 

ARMOR CLASS: -A 

MOVE: Variable (see below) 

HIT POINTS 388 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 3-36 (+14) 

SPECIAL ATTACKS See below 

SPECIAL DEFENSES: Nil 

MAGIC RESISTANCE: 50% 

SIZE m 

ALIGNMENT: Neutral 

WORSHIPER’S ALIGN: All beings 

living by war 

SYMBOL: 2 crossed spears 

PLANE Concordant Opposition 

CLERIC/DRUID: 10th level druid 

FIGHTER 20th (ovo) ranger ' 

MAGIC-USER/ILLUSIONIST: Nil 

THIEF/ASSASSIN: 15th lovolassossin 

MONK/BARD: 10th level bard 

PSIONIC ABILITY: VI 

S:25( + 7, -♦•14; 1:22 W: 19 D: 25 C:24 CI-l:2!or-l 

This goddoss appears ns n well-proportioned woman with a hideous fnco. 

She has the power to deprive all who face her of their courage (os the foar 

spoil). Sho can fight Invisibly, soo clonrly ovor 16 rnilos, and trnvoTon land 

at any spood sho wishos whon chasing a foo. It Is said that sho will striko 

doad (5% chnnco) any ono of hot worshipors who runs away from n bnlllo 

sho Is watching (thoro Isa 10% chnnco oho Is watching any givon battlo). 

Sho uses 2 spears, one with a red head and one with a yellow head, that 

strike for 3-36 points ench and never miss. She is immune to any attack by 

a magic-using being not of godlike power while she is in battle. 

Morrignn's sorvants Includo four domi-goddossos of war, Fon. Nornnn, 

Badb. and Macha, who are identical to her in all regards save hit points 

(they each have 200). 

OGHAAA (god of knowledge) "The Binder, Patron of all 
Bards" 

Groalor god 

ARMOR CLASS: -6 

MOVE: 12' 

HIT POINTS: 310 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: Soo bolow 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES: Nil 

MAGIC RESISTANCE: 85% 

SIZE: M(6) 

ALIGNMENT: Neutral 

WORSHIPER’S ALIGN: Noutml 

SYMBOL: An unfurled scroll 

PLANE: Concordant Opposition 

CLERIC/DRUID: 15th lovol in oach 

FIGHTER: 15th (eve) fighter 

MAGIC-USER/ILLUSIONIST: 18th level 

In each 

THIEF/ASSASSIN: Nl 

MONK/BARD: 20th lovol bard 

PSIONIC ABILITY: (V 

S:25( ♦ 7, * 14)* 1:25 W: 25 D: 22 C: 20 CH: 23 

'Soo bolow 

NUADA (god of war) "god of the Silver Hand" 

Greater god 

ARMOR CLASS: *4 

MOVE: 15- 

HIT POINTS: 390 

NO OF ATTACKS: 3 

DAMAGE/ATTACK: See bolow 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: Immune to 

charm-type spoils 

MAGIC RESISTANCE: 10% 

SIZE: M (6) 

ALIGNMENT: Noutral 

WORSHIPER'S ALIGN: Warriors 

SYMBOL: A silver hand on a black 

background 

PLANE Concordant Opposition 

CLERIC/DRUID: 10th (eve) druid 

FIGHTER 20th level ranger 

MAGIC-USER/ILLUSIONIST N.t 

THIEF/ASSASSIN: 12th level assassin 

MONK/BARD: !0fh level bard 

PSIONIC ABILITY: VI 

5:25(+7. +14J 1:22 W: 19 D: 25 C: 25 CH: 24 

Oghma looks like an aged, white-haired man. He is tho best wrestler of all 

the gods and considorod their champion whon fights with giants occur. Ho 

is also patron of things creative and beautiful in man and woman alike. 

His love of song, story, and poetry causes him to often visit the earth in 

human shape and travel from hold to hold seeking especially gifted 

pooplo. There is a 1 % chance that ho is listening to an original composition 

whon it is sung, and there is a 5% chance that if a song or tale was spread 

by others ho would hear it and roward tho creator with groat wealth in tho 

form of gold "strangoly" givon by tho lord of tho particular hold that tho 

person was visiting and performing at. 

His two main powors aro tho ability to answer any question after a short 

poriod of study (tho rnoro difficult tho question, tho longer it takos) and tho 

fact that lie knows the secret name of any non-godlike creature. In Celtic 

mythology, everything has a name it gives to the world, and another 

socrot namo that links it to its soul. If any being knows tho socrot namo, ho 

or sho can control tho creature or being or simply make thorn dio (savo vs. 

death applicable). 

In battle he wears +4 chainmail and demands that all his enemies wrestle 

(grapple) with him. If they win, ho leaves tho bgttle. If ho wins, they aro 

forced to leave the battlo. His strength is such that when facing any being, 

he will have equal to that being's strength plus his own. 

Oghma is known as The Binder for his ability to successfully force demons 

and devils into a special prison of his making where they stay imprisoned 

until he wishes to bring them out. 
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SILVANUS (god of the forests and nature) 

Greater god 

ARMOR CLASS: -4 

MOVE: 18" (48" through forests.) 

HIT POINTS: 333 

NO. OF ATTACKS: 3/2 

DAMAGE/ATTACK: 5-50 (+14; 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES: Wolfhound (see 

belowj 

MAGIC RESISTANCE: 30% 

SIZE: M (T) 

ALIGNMENT: Neutral 

WORSHIPER’S ALIGN: Dwellers of the 

forest 

SYMBOL: A summer oak tree 

PLANE: Concordant Opposition 

CLERIC/DRUID: 14th level in each 

FIGHTER: 13th level fighter 

MAGIC-USER/ILLUSIONIST: 19th lovol 

illusionist 

THIEF/ASSASSIN: NJ 

MONK/BARD: 15th level bard 

PSIONIC ABILITY: VI 

S: 25 (♦ 7, -*-14; 1:24 W: 25 D: 24 

Silvanus looks like a man with vory long legs. Ho can control any number 

of animals and croaturos of tho forest with tho sound of his voice. Ho has 

the power to mako plants grow and/or shrink at any rato ho wills. Ho 

woars armor mado of loavos thot act liko *5 plato mail and his mallot is 

constantly with him. This +5 wooden weapon strikes for 5-50 points in his 

hands. A giant wolfhound fights at his side (ACS. HD 10. hp 100. #AT 1. D 2- 

20; regenerates 5 hit points per melee round). It is so fast that no matter 

how many beings striko at his master, tho dog will take the damage. It can¬ 

not block spells. A 

Silvanus is worshiped tv druids and their followers, and he is o protector of 

tho places of tho druids: their groves, their villages and colleges, ond their 

paths through the woods. There is a 1% chance that he will appear when¬ 

ever harm is done to a high level druid or his or her grove. 

TATHLUM 

This weapon of war with magical properties can bo modo by anyone of tho 

Celtic religions. First, cut off the head of on enemy and coat it with lime 

gotton from a limo pool in tho former territory of tho dead porson. allow¬ 

ing sovoral coots to dry to a rock hard ball. It tokos ono day to do each coat, 

and oach coat takos ono wook to dry. When thrown at friends of tho former 

ownor of tho hoad under bright sunshine, it will havo tho effect of doing 

darnago up to % of tho original hit points of tho porson hit. If tho porson hit 

is a rolativo of tho hoad. one-half of tho hit points are taken away. This 

woapon is usable only onco. 

TORC OF THE GODS 

This magical device mado by Goibhnie allows the holder to shapo change 

or polymorph others. This is similar to the other druidical tores, but it is 

made of rare metals and bears a large gem (of a random type) set into the 

front. 

THE WILD HUNT 

The Wild Hunt exists in all the lands where Dmids and their deities dwell. It 

is a physical manifestation of "life force" that always takes on the samo 

form. The Hunt is made up of one huge black-skinned man with antlors 

growing from his head and his pack of hounds. 

The Hunt appears whenever there is evil in the land (as in the case of an 

evil temple or an evil priest of tho 12th level or greater coming Into tho 

area, or what tho DM decides is a grossly ovil act) 

When the Hunt passes, the noise of the howling dogs or the Hunt Master's 

hom can be heard for miles in tho night. If this noise is actively pursued by 

any being, they will become part of the Hunt when they sight the pack and 

itf> master I If the Hunt passes by any given being they must make a magic 

saving throw (on a 25% chance thoy will look at tho pack) or join tho Hunt. 

When any given being becomes part of the Hunt thoy may take on ono of 

two roles: they will bo the hunters or tl»o hunted! 

Tho Hunt always begins ten miles from the source of evil that "summons" 

it. and for oach milo noaror tho sourco of evil when tho Hunt is spottod 

there is a 10% chance that the observing being will be the object of the 

Hunt instead of tho hunter. Tho Hunt will always pass closo by tho sourco 

of ovil that has croatod it (novor going Into a building, but going within 

inchos of tho building and passing by). Aftor passing by. it will trovol on In 

a random direction for ten more miles. 

Thoro will only bo ono Hunt on tho Primo Matorial Rono on any givon 

night, and it will always bo drawn to tho greatest ovil In the Coltic area 

(decided upon by the referee). If the Hunt finds a being to hunt before 

finding tho sourco of ovil. it will attack that boing to kill it. and thon disap¬ 

pear as rt reaches its summoning source. If tho Hunt does not find n victim 

boforo it roachos tho sourco. it will trovol on for another ton miles ond 

every being that sees it ond does not make their saving throw vs. magic 

will have a 90% chance of becoming tho hunted! 

If after Ion milos. no boing bocomos tho hunlod, tho ontiro pack will turn 

on the nearest big game creature around (deer, stag, bear or anything 

partially dangerous and non-intolligont). All during this hunt, tho beings 

that havo como along with tho Hunt must travel with tho Master, and thoy 

must attack whatever becomes the hunted, even if it goes against their 

alignment! Thus, paladins might havo to attack holploss women or tho 

like. All beings that have been taken in as hunters will attack the quany 

(whatovor it may bo) and if thoy do not succeed in killing tho boing. tho 

Master and his hounds will take over (but only when all other hunters hove 

boon incapacitated) and thoy will oithor kill or bo killed. 

The magic of tho Hunt will catch up and swoop along any who bocomo 

pari of it. so that, whether mounted or on foot, they will be able to keep up 

with the fast pace that the hounds set. 

Tho Hunt generally pursues on tho ground, but it has the ability to run right 

into the air to fly over obstacles or especially difficult terrain. 

When the hunted being hqjAbeon run down, there is an instant melee to 

the death. All participants must fight on to tho doath to tho best of thoir 

abilities (no holding back). 

The only ways to prevent being killed as the object of tho Hunt aro to run 

out of tho 10 mil© radius of tho source of evil, to elude tho pack until morn¬ 

ing. or to slay tho Master and his pack. 

All beings that have been in any part of the Hunt have a 50% chance of be¬ 

coming ensnared again with every sighting of tho Master and his pack. 

There have been legends of epic battles between the Master and his 

hounds and some of the greater heroes of the past. In these legends, the 

Master and his pack have been slain, only to disappear in the darkness 

and appear somewhere else the next night, proving that the force that 

creates the Hunt is eternal. 
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THE MASTER OF THE HUNT 

ARMOR CLASS: 0 

MOVE: 18- 

HIT POINTS: JOO 

NO OF ATTACKS: 2 

DAMAGE/ATTACK: fiyweapontype 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES: NI 

MAGIC RESISTANCE: 25% 

SIZE: M (T) 

ALIGNMENT: Noulral 

CLERIC/DRUID: NI 

FIGHTER: 15th level ranger 

MAGIC-USER/ILLUSIONIST: Nil 

THIEF/ASSASSIN: Nil 

MONK/BARD: Ni( 

PSIONIC ABILITY: Nil 

Atlack/Dofense Modes: Nil 

S: 18(00; (+ 3, *6; 1:10 W: 18 D: 18 C: 18 CH: 15 

The Master has jet black skin and glowing green eyes. His head is crowned 

by a sot of stag antlers, and ho woars a suit of black loathor. The Master 

never speaks. 

Ho runs a fow foot behind his pack of hounds and will sound his horn at 

every 1 mile increment in his chase. He uses a *3 spear in battle. 

CELTIC MYTHOS 

THE PACK OF THE WILD HUNT 

FREQUENCY: Uncommon 

NO. APPEARING: 20 

ARMOR CLASS: 5 

MOVE: 18” 

HfT DICE/POINTS: 30 hp 

% IN LAIR: 0% 

TREASURE TYPE: Ni 

NO. OF ATTACKS: 1 

DAMAGE/ATTACK: 2-8 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES: Nil 

MAGIC RESISTANCE: 15% 

INTELLIGENCE: Average 

ALIGNMENT: Neutral 

SIZE: L (4'at shoulder) 

PSIONIC ABILITY: Ni 

Attack/Dofonse Modes: Nil j 

LEVEL/X P. VALUE: V//950 per hound 

These huge black hounds have licks of green fire for tongues and green 

fire for eyes. These flames do no damage but they make the whole Hunt 

cast an eerie green glow. The beasts will never attack the hunted until all 

the beings that have drawn themselves into the Hunt have had their 

chance to kill. If the pack is killed, the Master will then battle the being. 

The death of any member of the pack goes unnoticed by the rest and it dis¬ 

appears aftor tho battle is over. Tho hounds attack as 8 hit dice monstors. 
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The Aztoc and Maya presented the world with an interesting set of closely 

related gods, goddesses and creatures that have a moral background simi¬ 

lar to that of other ancient mylhoi. The beings are just as evil or just as 

good; tho difference seems to bo that they are not moved by anything re¬ 

sembling human thoughts and feelings, unlike the deities of other mythoi. 

They act only upon their own inscrutable motives. 

Those beings are said to have come from tho stars, and their “plane of 

origin" is not the same as other mythologies. For the purposes of this work, 

we will assume that these gods come from the Prime Material Plane of a 

parallel universe. Commune or gate spells used by the clerics of these 

deities will only connect with this parallel universe and (ho plane whore 

their gods dwell. There is no way that others can summon these deities if 

thoy do not know tho spocial coromonlos usod in contacting thorn. Also, 

those deities’ unusual naturo makos it impossible for them to travel on any 

pianos but tho ones that thoy have worshipers on. 

Tho dories of this mythos aro tho olito of tho populace, and ovon tho low- 

ost lovols have nbsoluto authority ovor any of tho peasants. Along tho 

samo linos, any cleric of a higher levol may give orders to lessor dories of 

the same deity with complete freedom. Though all sects must usually work 

together, there is much clandestine infighting between groups for fol¬ 

lowers among tho rich and pooraliko. 

Rituals are performed every 20 days, and sacrifices take many forms, from 

food In tho spring and fall seasons to humans boforo and aftor battlos and 

during tho rainy winter months. The public is forcod to attend those rituals, 

and they are always held at the temple of the appropriate god. All temples 

aro built on the stop pyramid dosign. with entrances at the bottom at tho 

four compass points and oast of tho altar at tho top. 

Divine punishment of erring clerics is swift. Small mistakes, like the break¬ 

ing of clorical laws or dofoats in personal combat (duols) rosult in im¬ 

mediate loss of some wealth and/or experience points. Major failures, in 

tho form of lost battlos. failod quests, or alignment changos. will cause a 

cloric to bo stripped of all possessions and levels and requiro him or her to 

start again from tho first levol of experience. 

First level clerics must choose a compass direction for their own (east, 

wost, north or south), and this is tho direction that thoy pray to. meditate 

towards, and start their quests towards. From then on. any attacks they 

make or spells they cast in that direction will have +1 added to their 

chance of succoss, i.o. a ♦ 1 chanco to hit. or -1 subtracted from a targot's 

saving throw. Whon In combat or other situations whoro tho direction is 

not choson or dictated by circumstances, the DM should roll a 4-sided die to 

dotormino which compass point tho cloric is facing. Clerics of tho oast must 

wear red clothes at all times, clerics of the south must wear yellow, clerics 

of the wost must wear black, and clerics of the north must woar white. 

QUETZALCOATL (god of the air) "Law Giver' 

Pm fr /Sy-S "iil 

Greater god 

ARMOR CLASS; -2 ' ^ vl'l 
MOVE: Infinite {CvA A ’ (£ 

HIT POINTS: 400 \ MC 

NO. OF ATTACKS: Variable loT 

DAMAGE/ATTACK: Variable A\} X ' l(§( 

SPECIAL ATTACKS: See below / [ttn1) 

SPECIAL DEFENSES: See below (fi ILL L IE 
MAGIC RESISTANCE: 75% 

SIZE: 1(15*.) I 

ALIGNMENT: Lawful neutral I . i Ij- 

WORSHIPER'S ALIGN: All alignments Qi [fo /t 

SYMBOL: Feathered serpent 7f)\ 

PLANE: A parallel Prime Material I/4J B^f1' L 
Plano Jgj L , f 

CLERIC/DRUID: 25rh level cferic/13rh £ 

level druid I * * 

FIGHTER: 20th levol paladin 

MAGIC-USER/ILLUSIONIST: 20th level iXjSSrO 

in each * ‘ v 

THIEF/ASSASSIN: 20thlevolfhiof 

MONK/BARD: 20th level bard 

PSIONIC ABILITY: I 

S:25( *7. ♦ 14; 1:25 W: 25 D: 25 C: 25 CH: 25 

Also known as Kukulcan, or (in his capacity ns wind god) Ehecntl, this god 

appears in a bewildering number of forms, and while he usually acts as 

per his alignment, there aro times when ho works in chaotic or ovil ways 

(making it vory hard to align him). Ho apponrs occasionally on our plono 

and works closely with his worshipers against other gods. Whon in battle, 

tho god will usually assumo a monstor form and uso that to attack with, but 

if ho suffers a groat loss of hit points, ho will tako tho form that ho hod 

assumed at the beginning of the battle and quadruple its powers and re- 

attack. Ho fights until his sido has won tho battlo or until ho has boon per¬ 

sonally dofeatod in combat. 

Ho cannot bo hurt by creaturos of tho samo form ho is using; in othor 

words, when he is in the form of a dragon, he cannot be hurt by any 

dragon typo, and whon ho is in tho form of a magic-usor, lx» cannot bo 

hurt by magical spells. 

Quetzalcoatl was the mightiest god of the mythos. though his claim is dis¬ 

puted by tho followers of Tozcatlipoca, his arch-onomy. Quotzalcoatl is 

patron of the arts and the founder of metallurgy. 
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CAMAXTLI (god of fate) CHALCHIUHTLICUE (goddess of running water and love) 

Greater god 

ARMOR CLASS: -2 

MOVE: 15 ’724“ 

HIT POINTS: 350 

NO. OF ATTACKS: 0 

DAMAGE/ATTACK: Nil 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 50% 

SIZE: L(15) 

ALIGNMENT: Neutral 

WORSHIPER’S ALIGN: All alignments 

SYMBOL Human figure holding tho 

sun 

PLANE’ A parallel Prime Material 

Plane 

CLERIC/DRUID: 20 fh lovol cleric 

FIGHTER: 12th lovol pnlndln 

MAGIC-USER/ILLUSIONIST: 18 th lovol 

magic-user 

THIEF/ASSASSIN: Nil 

MONK/BARD: Nil 

PSIONIC ABILITY: / 

S:23 1:24 W: 23 D: 23 C: 23 CH:23 

Lesser goddess 

ARMOR CLASS: -2 

MOVE: Infinite 

HIT POINTS 200 

NO OF ATTACKS 3/2 

DAMAGE/ ATTACK: 1-4 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: Nl 

MAGIC RESISTANCE: 95% 

SIZE: Kt (&'/!) 

ALIGNMENT: Chaotic good 

WORSHIPER’S ALIGN: All alignments 

SYMBOL: Jade fish 

PLANE: A parallel Prime Material 

Plane 

CLERIC/DRUID: 20th levelcleric 

FIGHTER: 12th level paladin 

MAGIC-USER/ILLUSIONIST: 20th level 

magic-user 

THIEF/ASSASSIN: Nd 

MONK/BARD: J5fh lovol bard 

PSIONIC ABILITY: I 

S: 15 1:24 W. 25 D: 25 C: 23 CH; 25 

This human-oppearing god is able to see the past and future of any being 

and put this Information to uso In his own way. Ho is not nllowod to kill any 

boing, but ho can look into that being's past and discover what force 

•caused tho most physical damago to that boing. and then rocroato that 

lorco exactly to again do tho somo amount of damago. 

If tho proper sacrifices aro mado in procious motals in an amount of 

500,000 gold piocos or more, thoro is a 25% chanco that tho god will look 

favorably upon the sacrificer and do what he can to help for a short period. 

The sacrifice is always cast into the beyond by the most powerful means 

available (i.e. a random toloport spoil, a limited wish, or the like). 

In the presence of any light. Camaxtli regenerates 5 hit points per melee 

round. 

CAMAZOTZ (bat god) 

lessor god 

ARMOR CLASS: -2 

MOVE: Infinite 

HIT POINTS: 362 

NO OF ATTACKS: 3 

DAMAGE/ATTACK: 2-20/2-20/3-30 

SPECIAL ATTACKS: Paralysis 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 50% 

SIZE: L(IS') 

ALIGNMENT: Chaotic evil 

WORSHIPER’S ALIGN: ChaoficewV 

SYMBOL: Gianfbat 

PLANE: A parallel Prime Material 

Plane 

CLERIC/DRUID: 15th level cleric 

FIGHTER: I0rh./eve/ fighter 

MAGIC-USER/ILLUSIONIST: 20th/ovo/ 

In each 

THIEF/ASSASSIN: !5th lovol assassin 

MONK/BARD: Nil 

PSIONIC ABILITY: I 

S:19( + 3, *7) 1:20 W: 18 D: 20 C: 24 CH:-2 

This god appears as a huge bat and is always found with 1,000 normal bats 

flying around him. He may be tempted to comply to a summons by a being 

lhat offers many insects for his followers. Priests can actually appease this 

deity by offering him insect plagues. 

His claws do 2-20/2-20 and a save is necessary versus (paralytic) poison; 

his bite does 3-30 with the same save. Any weapons cast in the darkness at 

him will not touch or harm him. 

Also known as tho "goddess of tho jado petticoat’’, this goddoss is not only 

a water deity, she is the goddess of life and chaste love. In any of these as¬ 

pects. she uses her power for tho good of tho beings that she is favoring at 

the time. Those that sacrifice to her (of any alignment) can oxpoct her help 

if tho propor forms aro obsorvod. Sho is ospocially oagor to aid whon 

healing or lovo aro tho factors to bo dealt with. Sho also has tho unusual 

ability to transform 3-300 beings into any single form sho wishos (usually 

fish). This ability is used only to save the livos of devout worshipors. 

Tho propor ritual sacrifice to hor roquiros tho tossing of jado (tho higher 

the quality the bettor the response) into a bottomless pool of water in one 

of sovoral such aroas in tho mountains. This is dono by Iho light of tho full 

moon, and there must be no other being within a mile of the area. Clerics 

that perform this ceremony for the needy have a 25% chance of success, 

while normal worshipers have only a 1 % chance. It may bo attempted four 

times a year. 

Chalchiutlicue is the wife of Tlaloc. 

HUHUETEOTL (fire god) 

Greater god 

\ 

ARMOR CLASS: -2 

MOVE: 18 "724- 

HIT POINTS: 373 

NO. OF ATTACKS: 0 

DAMAGE/ATTACK: Ni 

SPECIAL ATTACKS: Lighfbeam 

SPECIAL DEFENSES: Ni 

MAGIC RESISTANCE: 80% 

SIZE: L(IS') 

ALIGNMENT: Chaotic evil 

WORSHIPER'S ALIGN: Chaotic evil 

SYMBOL: Image of the god 

PLANE: A parallel Prime Material 

Plane 

CLERIC/DRUID: 15th level cleric/JOfh 

level druid 

FIGHTER: 10th level fighter 

MAGIC-USER/ILLUSIONIST: 15th level 

in each 

THIEF/ASSASSIN: 15th level assassin 

MONK/BARD: 10th level monk: 

PSIONIC ABILITY: I 

5:23 1:23 W:23 D:23 C:23 CH:9 
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Physically, Huhueleoll appears to be a demon with a humanoid body, rep¬ 

tilian facial features, flames shooting all around him. and hair patches 

where his red gem armor does not cover him. 

The god requires frequent human sacrifices and will punish his erring wor¬ 

shipers with destructive flames whenever a whim takes him. Sacrifices are 

in the form of valuable articles of clothing or gems and jewels, and they 

are always thrown into molten areas in mountains. Sacrifices are usually 

made in the waning of the moon. 

The god may cast a beam of searing light once per round that does 50 

points of damago per strike and has a range of 2 miles. 

The god is also in charge of keeping time in motion, and in this capacity 

must have a special sacrifice of gems, feather robes, and humans every 52 

years. During the fifty-second year, the god has the ability to stop the 

motion of any one thing in any single day. In this stopped state, that thing 

cannot be harmed by any force in the Prime Material Plano. 

HUITZILOPOCHTLI (god of war,) 

Lessor god 

ARMOR CLASS: -3 

MOVE: 72724- 

HIT POINTS: 389 

NO. OF ATTACKS: 3 

DAMAGE/ATTACK: 3-30 (♦ 14) 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES: See bolow 

MAGIC RESISTANCE: 50% 

SIZE: L (15) 

ALIGNMENT: Noutral 

WORSHIPER’S ALIGN: Warriors 

SYMBOL: Eaglo 

PLANE: A parallel Prime Material 

Plano 

CLERIC/DRUID: 13th level in each 

FIGHTER: 20th level ranger 

MAGIC-USER/ILLUSIONIST: 8th lovol 

in each 

THIEF/ASSASSIN: 15th lovol assassin 

MONK/BARD: 10th lovol monk 

PSION 1C ABILITY: / 

5:25 (♦ 7. ♦ 14) 1:23 W: 20 D: 25 C:25 CH:25 

This god may appear on any battlefield whoro his worshipers are fighting 

and aid thorn, but this will not bo in such a manner as to make sure his side 

will win. Ho can rarely bo called upon for any non-warlike situation and 

con novor bo communed with. 

His battle axo doos 3-30 points (plus strength bonus) with oach of his 3 

strikes per melee round. All attacks on his rear will return on the attacker 

and never miss. 

The god is usually depicted fully armed in blue jade armor. His axe is 

bright rod and his headdress is made of hummingbird feathers. 

Sacrifices are made to him only in battle and only by fighting clerics. When 

tho god chooses to appoar for that battlo (on a 5% chance) he will tako the 

body of a dead warrior that won great victories either during that battle or 

in tho past. No mattor what tho outcome of the battle (i.o. win. lose, or 

draw) that warrior will bo raised and live a long and lucky life. This luck 

takes the form of *-3 on all saving throws. 

HUNAPU AND XBALANQUE (twin heroes) 

ARMOR CLASS: 2 

MOVE: 12" 

HIT POINTS: 50 each 

NO. OF ATTACKS: 312 

DAMAGE/ATTACK: 1-10 ( + 6) 

SPECIAL ATTACKS: Poisoned blow 

gun darts 

SPECIAL DEFENSES: Resistant to cold 

and fire 

MAGIC RESISTANCE: Standard 

SIZE: M (5'AJ 

ALIGNMENT: Lawful good 

CLERIC/DRUID: 10th level druids 

FIGHTER: 10th level rangers 

MAGIC-USER/ILLUSIONIST: 8th level 

magic-users 

THIEF/ASSASSIN: Ni 

MONK/BARD: Ni 

PSIONIC ABILITY: NI 

Attack/Defense Modes: Ni 

S: 18 (OO) (♦ 3. *6) I: 16 W: 12 D: 18 C: 18 CH: 18 

These twin brothers are legendary for their thirst for revenge. Their fathor 

was killod by beings of tho underworld and so they wont down and de¬ 

feated these beings in games and battle. They were expert with the blow 

gun and could shoot their darts up to 200 yards away with accuracy (short 

range = 50 yards, medium range ** 135 yards). 

In hand-to-hand combat they use axes which inflict 1 -10 points of damage, 

but they try hard not to got close enough to be forced into that situation. 

They are resistant to cold and fire so that one point is subtracted from every 

die of damago they tako. 

ITZAMNA (god of medicine) 

Greater god 

ARMOR CLASS: -3 

MOVE: InHnite 

HIT POINTS: 369 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 3-24 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: Soo bolow 

MAGIC RESISTANCE: 85% 

SIZE: Variablo 

ALIGNMENT: Noutral good 

WORSHIPER'S ALIGN: Good 

SYMBOL: Rod hand * 

PLANE: A parallel Prime Material 

Plano 

CLERIC/DRUID: 22nd level cleric 

FIGHTER: 13th level paladin 

MAGIC-USER/ILLUSIONIST: 75/rilovol 

magic-user 

THIEF/ASSASSIN: Nil 

MONK/BARD: Ni 

PSIONIC ABILITY: VI 

S:21 (+4. +9: 1:24 W: 25 D: 17 C:21 CH: 23 

Itzamna normally appears to men in the guise of a toothless ok! man. with 

sunken cheeks and a Roman nose, leaning on a crooked staff. However, 

he may also assume the form of light in one of its myriad aspects, e.g. a 

blazing globo. a fading ember, or a dusty moonbeam, and when in this 

guise he may take on any size. Itzamna often travels in the world of men. 

He may see everything that transpires in the world if there is a light source 

present, much like a wizard eye spell. 

Itzamna is the friend and benefactor of men. instructing mankind in medi¬ 

cine. drawing and letters. He is often called upon by his clerics to intercede 

for man with the other gods in times of calamities and sicknesses. In his 

dealings with other gods he rarely relies on the strength of his arms, using 

his wits to cause his fellow deities to react favorably towards man. 

Itzamna is the son of the sun-god, Tezcatlipoca, and tries to temper his 
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father's harsh dealings with man. If Itzamna is over in a dosporato situa- TEZCATLIPOCA (sun god) 

lion ho will call upon his father for help. The god of medicine is by no 

means a weakling and if battlo is forced upon him he will strike with either 

his staff or with scintillating beams of light (depending upon his form) for 

3-24 points of damage. Whenever he is attacked he will become sur¬ 

rounded by a nimbus of light which acts as a protection from evil 6" radius 

and as a robe of scintillating colors. In light form, Itzamna is intangible, 

and it requires +2 or bettor magical weapons to striko him. Ho is also 

capable of drawing any one symbol per round in the air. 

Clerics of Itzamna will doal only with spoils to bloss and heal (abjuration 

and nocromancy) or spoils of a writton nature (symbols). Thoy ore frionds 

to all good creatures and are loath to do combat unloss there is no other 

recourse. These clerics wear few garments or just a coarse robe and carry a 

staff and modicino pouch. Often thoy may bo idontifiod by a nocklaco with 

a rod hand ornament. They are usually excellent scribes. 

Coromonios to Itzamna aro hold throughout tho yoar, particularly in rela¬ 

tion to tho planting of crops. Swoot balsam is burned and squirrels aro sac¬ 

rificed to him. 

Tozcatlipoca (which moans "tho smoking mirror") is tho god of tho sun 

who ripons tho crops but also brings drought and famino. Convorsoly, ho is 

also tho god of tho moon and tho night. Tozcatlipoca and his followors aro 

always plotting tho overthrow of Quetzalcoatl. and this god is tho patron of 

troachorous schomings and botrayals. 

Tezcatlipoca rarely takes on physical form, preferring to remain invisible 

and ethereal, but when ho does it is usually ns a giant jaguar or boar. In 

thoso forms ho strikos with his claws for 3-30 points of damago oach. Ho 

occasionally takos human form to masquorndo as somoono olso in tho 

furthoranco of ono of his schomos. 

Greater god 

ARMOR CLASS: -2 

MOVE: Infinite 

HIT POINTS: 400 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 3-30 

SPECIAL ATTACKS: Nl 

SPECIAL DEFENSES: Nd 

MAGIC RESISTANCE: 85% 

SIZE: Variable 

ALIGNMENT: Chaotic ovil 

WORSHIPER S ALIGN: Chaotic ovil 

SYMBOL: Jaguar 

PLANE: A parallel Prime Mato rial 

Plano 

CLERIC/DRUID: 9th level cleric 

FIGHTER: 20th level fighter 

MAGIC-USER/ILLUSIONIST: !5th level 

magic-user 

THIEF/ASSASSIN: 15th lovol assassin 

MONK/BARD: 6th lovel bard 

PSIONIC ABILITY: II 

5:25(-*7, ♦ 14) 1:25 W: 24 D: 25 C:25 CH.25 

MICTLANTECUHTLI (god of death) 

Groator god 

ARMOR CLASS. -2 

MOVE: In/inito 

HIT POINTS: 339 

NO OF ATTACKS: 2 

DAMAGE/ATTACK: Soobolow 

SPECIAL ATTACKS: See bolow 

SPECIAL DEFENSES: Death aura 

MAGIC RESISTANCE: 95% 

SIZE: L(15') 

ALIGNMENT: Lawful evil 

WORSHIPER'S ALIGN: All alignments 

SYMBOL: Dog fofom (itzcuintli) 

PLANE: A parallel Prime Matorial 

Plane 

CLERIC/DRUID: 14th level, in each 

FIGHTER: 15th lovol rnngor 

MAGIC-USER/ILLUSION 1ST:/8th lovol 

in each 

THIEF/ASSASSIN: 15th lovol assassin 

MONK/BARD: Ni 

PSIONIC ABILITY: / 

S:25( + 7, + 14) 1:24 W: 19 D: 23 C:24 CH:-4 

The god usually appears in a lich form, and no undead is able to resist his 

commands. At any given time, ho can instantly summon 20-200 skeletons, 

10-100 ghouls. 6-36 wights, and 2-5 spectres. He can bo summoned only 

after at least 50 live human sacrifices have been given the god in worship. 

The god demands these lives during the dark of the moon and requires 

them from the ranks of his worshipers. 

In battle, touching his body with anything causes tho toucher to make a 

saving throw versus death. The god will usually attack with spells when 

personally in battlo, but if enemies dare touch him, he will draw out a red 

jado rod that acts as a hammer of thundorbolts as per tho DUNGEON 

MASTERS GUIDE 

Onco a year, at a great religious gathering, Tozcatlipoca's priests sacrifice 

a young, porfoct human male and offor tho god his hoart. Thoso sacrifices 

(usually war prisonors) are pampered and fotod for a full yoar before tho 

ritual. Though thoy nro given almost anything thoy might desire during this 

period, they nlways end up on the altar. 

Tozcatlipoca is a spreader of disorder and war, but also an originator of 

woalth. 

TLALOC (rain god) 

Greater god 

ARMOR CLASS: -2 

MOVE: 12’/24“ 

HIT POINTS: 377 

NO. OF ATTACKS: 3/2 

DAMAGE/ATTACK: See below 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: Nil 

MAGIC RESISTANCE: 50% 

SIZE: L(15') 

ALIGNMENT: Lawful evil 

WORSHIPER'S ALIGN: All who 

rain 

SYMBOL: Deer totem (mazatl) 

PLANE: A parallel Prime Material 

Plane 

CLERIC/DRUID: 20th level cleric 

FIGHTER: lOfh level fightor 

MAGIC-USER/ILLUSIONIST: 20th 

magic-user 

THIEF/ASSASSIN: NJ 

MONK/BARD: Nil 

PSIONIC ABILITY: I 

5:20 (>3, *8) 1:24 W: 23 D: 24 C: 24 CH:19 
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With his great tusks and goggle eyes. Tlaloc's appearance is quite impres¬ 

sive. He wears all black but for a garland of white feathers. 

At each full moon, a priest of Tlaloc sacrifices a child or baby to Tlaloc. 

Once a year, there is a groat festival held in his honor. Numerous babies 

are bought or taken from the populace. These babies are sacrificed to 

Tlaloc. after which the priests cook and eat them. If the babies cry during 

the sacrifice, this is taken as a good sign that rain will be abundant during 

the coming year. 

If the proper rituals and sacrifices have been followed to the letter. Tlaloc 

will usually grant his worshipers the rain they need. However, if he thinks 

his requirements have not been met. the people will be punished. Tlaloc 

has four pitchers of water: one filled with good water to make crops grow 

properly, one filled with water that contains spiders’ eggs and webs and 

causes blight, one filled with water that turns to frost, and one with water 

that rots all fruit. 

If pressed hard in battle. Tlaloc will summon a bolt of lightning, and he 

will Tight with this against all comers. The bolt of lightning will do 40 points 

of damngo to all thoso in armor. 30 points of damago to all those wearing 

clothes, and 20 points of damage to all naked flesh it hits. He uses the 

lightning bolt as if it woro a weapon instoad of a spell. 

TLAZOLTEOTL (goddess of vice; 

Lossor goddoss 

ARMOR CLASS: -3 

MOVE: Infinite 

HIT POINTS: 211 

NO OF ATTACKS: 0 

DAMAGE/ATTACK: Nil 

SPECIAL ATTACKS: N4 

SPECIAL DEFENSES: See bolow 

MAGIC RESISTANCE: 25% 

SIZE 1(15’; 

ALIGNMENT: Chaotic evil 

WORSHIPER’S ALIGN: Chaotic evil 

SYMBOL: Ocelot totem (ocelotl) 

PLANE: A parallel Primo Material 

Plano 

CLERIC/DRUID: 14th lovol In each 

FIGHTER: Nl 

MAGIC-USER/ILLUSIONIST: 15th level 

mogic-usor/25fh lovol illusionist 

THIEF/ASSASSIN: 15rh lovol assassin 

MONK/BARD: 15th lovol bard 

PSIONIC ABILITY: / 

S: 10 1:25 W: 18 D: 25 C: 25 CH:24/-5 
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When this goddess is under stress, rushed, or being attacked, she appears 

as an incredible monster, with a humanoid body, demonic face with fangs 

and blazing eyes, talons for the ends of her feet and hands, and a black 

warty skin with a slick, greasy look. This is an illusion, however. When she 

is at ease, before her worshipers, working on a victim, or in front of many 

strangers for one reason or another, she appears as a beautiful woman 

capable of inspiring desire in any male and jealous respect from any 

female. She tries very hard to ruin lawful good beings all over the Prime 

Material Plano, by tempting them and then destroying thorn when they 

succumb. 

Though she may assassinate, she will never fight physically, and if met 

with beings that cannot bo hurt by spells, she will teleport away. Her 

favorite attack is to use charm spells of all sorts. No evil being can oven 

think of harming her. even if they are magically controlled. 

XOCHIPILLI (god of gamb/ing and chance,) "Lord of 

Flowers" 

Lesser god 

ARMOR CLASS: -5 

MOVE: Infinite 

HIT POINTS: 381 

NO. OF ATTACKS: 3/2 

DAMAGE/ATTACK: 3-30 

SPECIAL ATTACKS: Never misses 

SPECIAL DEFENSES: See bolow 

MAGIC RESISTANCE: 25% 

SIZE: L(16’j 

ALIGNMENT: Noutral 

WORSHIPER'S ALIGN: All alignments 

SYMBOL: Monkoy totom (ozotnahfli; 

PLANE: A parallel Prime Material 

Plane 

CLERIC/DRUID: 12th lovol in each 

FIGHTER: 12th level paladin 

MAGIC-USER/ILLUSIONIST: 12fh lovol 

in oach 

THIEF/ASSASSIN: 12thlovolthiof 

MONK/BARD: 12th lovol in oach 

PSIONIC ABILITY: I 

S:24( ♦ 6. ♦ 12j 1:24 W: 20 D: 25 C: 24 CH: 25 

Xochipilli almost always appoars as a young man. and con ofton bo found 

wandering among the people bestowing good and bad luck in the form of 

lost or grantod saving throws. Ho is predominantly a poacoful being that 

givos a groat doal of happiness to his followers. Tho god is most plonsod 

with beings that take a large calculated risk. 

His hand axe causes 3-30 points of damago por striko and ho doosn’t miss. 

Any weapon that has a chanco of missing him will miss. 
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Tho title of this section Is somewhat misleading, as the mythology of the 

Chinese is so vast and varied that it is impossible to cover it adequately 

and remain within our size restrictions. We have chosen the deities we 

fool most appropriate for inclusion. 

Tho Chinese image of tho Heavens is that of a groat buroaucracy. Many of 

the deities exist to perform a special task and watch over a special area of 

life. Each god is supervised by a more important deity, who is responsible 

for seeing that things are done correctly. Every being is accountable to tho 

Emperor of the Heavens. Every year the gods send reports to their super¬ 

visors. and it is not uncommon to bo promoted or demoted for work done 

during the year. 

Clerics play several rolos in this master plan. They support the existing 

mortal government and preach the divinity of their emperor. The emperor 

in ovory case is not only tho head of tho stato, but also tho head of tho 

church (thus giftod with high priest powers by-tho gods). Tho atonomont 

for all sins by both the clerical staff and mortal worshipers is a matter of 

sacrificing items of valuo commensurate with tho improper act. If tho deed 

was severe enough (judge's option os to this in AD&O terms) the atone- 

mont might ovon bo death. Clerics must travol about tho countrysido 

preaching to rich and poor alike. 

CANON OF CHANGES 

This is a book of tho gods that doals with redistribution of mnttor and 

motion. It allows tho render to create any nonmngicnl object instantly 

when tho command words oro spoken. It takes 72 hours of constant read¬ 

ing to learn tho words for any one given thing, and after uttering them it 

takos another 72 hours for another croation of ovon the snmo thing to take 

placo. Only Immortals havo tho constitutional stamina to road tho pas- 

sagos for tho length of timo roquirod. 

DANCING SWORD OF LIGHTNING 

This weapon behaves ns a dancing sword ns per the DUNGEON MASTERS 

GUIDE, oxcopt that its powors includo shooting ono lightning bolt from tho 

tip per melee round which does 30 points per strike (saving throw ap¬ 

plicable). It has unlimited charges and is tho favorite weapon of tho demi¬ 

gods of tho air (when thoy can uso it in tholr turn). It porforms ns a normal 

sword when hold by mortals. 

FIRE GEMS 

These are extremely rare and magical hand-sized gems that shoot flame, 

doing 6-60 points of damage por striko. Thoy havo a maximum rango of 50 

yards and fire once per turn when the command words are spoken. Each 

gem has 2-12 charges. 

GIANT BLACK PEARL 

IRON WAND 

This device makes all invisible things appear if within a 30' radius of the 

wand. It can make ono object disappear as dust of disappearance; it also 

acts as a staff of striking with unlimited chargos, and will grow to a length 

of 100* upon command and become roughened for easy climbing. 

JADE SCEPTER OF DEFENDING 

This device will defend the user from any number of material weapons." 

not permitting any one to strike its master while the holder concentrates on 

defense. While this concentration is going on, no other action may even be 

contomplntod. 

WIND FIRE WHEELS 

There are 25 of theso dovicos and thoy are usod in largo battles where tho 

gods fear that thoy might bo dofoatod. Thoy aro handed out by Shang-Ti to 

the demi-deities and their servants. They shoot fire and/or wind as a staff 

of tho magi. For ovory 5 charges oxpondod ono hit point is drawn from tho 

using boing. Thoy aro 1 foot circular fans and nro started by a command 

word from tho holdor. 

SHANG-TI (supreme god of fhe heavens, god of the sky 
and agriculture) 

Greater god 

ARMOR CLASS: -2 

MOVE: 24M724M 

HIT POINTS: 400 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 3-36 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES: See bolow 

MAGIC RESISTANCE: 50% 

SIZE: M (5'A') 

ALIGNMENT: Lawful neufral 

WORSHIPER'S ALIGN: All alignments 

SYMBOL: Shaft of yellow light in a 

fist 

PLANE: Nirvana 

CLERIC/DRUID: 13th level cleric 

FIGHTER: 15th lovol paladin 

MAGIC-USER/ILLUSIONIST: 20th lovel 

in each 

THIEF/ASSASSIN: Nl 

MONK/BARD: !5fh lovol bard 

PSIONIC ABILITY: I 

S:20( + 3. +8: 1:25 W: 25 D: 25 C:25 CH:20 

Shang-Ti can sometimes be found travelling among mortals. On these oc¬ 

casions he appears to be an aged man with a long white beard, dressed in 

tattorod robes. Ho also likes to float in tho air othoroally, viowing citios 

and towns and the manner in which he is or isn't being worshiped. 

All physical weapon attacks sent through the air at the god will turn and 

strike the sender. Ho uses a shaft of light as a weapon that does 3-36 points 

of damage per strike. Its range is sight. 

In his aspects as god of the sky and agriculture. Shang-Ti has complete 

control over weather. He can instantly summon or banish any type of 

weather ho desires. 

Shang-Ti is the head of the Celestial Bureaucracy, and all the other deities 

ultimately report to him. His word is law among all of the gods and 

goddesses, regardless of their alignment, and he is the final arbitrator in 

any dispute among them. 

This 3 foot sphere negates all wind and earth turbulence in a ono mile 

radius. It does this of its own accord and cannot be controlled to make it 

stop. 
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CHINESE MYTHOS 

CHAO KUNG MING (demigod of war) 

Demigod 

ARMOR CLASS: 4 

MOVE: !5" 

HIT POINTS: 199 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: JO-60 (+14) 

SPECIAL ATTACKS: Ni 

SPECIAL DEFENSES: MV 

MAGIC RESISTANCE: 5% 

SIZE: M (611) 

ALIGNMENT: Neutral good 

WORSHIPER’S ALIGN: Warriors 

SYMBOL: Black pearl 

PLANE: Elemental Plane of Air 

CLERIC/DRUID Nil 

FIGHTER: 17th level ranger 

MAGIC-USER/ILLUSIONIST: Nil 

THIEF/ASSASSIN: 10th level assassin 

MONK/BARD: 7th lovol rnonlc 

PSIONIC ABILITY: I 

S:25( ♦ 7. ♦ 14) I: 18 W: 14 D: 20 

CHINESE MYTHOS 

C:20 CH:20 

This god appears ns o very muscular mnn with bright rod skin. Ho wonrs 

special +3 scale mail that does not interfere with the use of his monk 

nbilitios. I lo ridos o giant flying ligor into battle (AC 3. MV 24724-. I ID II. 

hp50, #AT3, D 1-8/1-8/2-16). This god is ablo to travol from piano to piano 

with however many beings he wishes. He strikes with a spear of power for 

10-60 points of damago. 

CHIH-CHIANG FYU-YA (god of archers, punisher of the 
gods) 

CHIH SUNG-TZU (lord of rain) 

Greater god 

ARMOR CLASS: -2 

MOVE: 12 ”724" 

HIT POINTS: 388 

NO OF ATTACKS: 2 

DAMAGE/ATTACK: 

SPECIAL ATTACKS 

SPECIAL DEFENSES: 

MAGIC RESISTANCE: Standard 

SIZE: M (SI.) 

ALIGNMENT: Neutral 

WORSHIPER’S ALIGN: Neutral and 

all boings nooding rain 

SYMBOL: Small rod bird with ono 

3-30 (+11) 

Nil 

See below 

PLANE: Elemental Plane of Air 

CLERIC/DRUID: 70-h lovol cteric 

FIGHTER: 13th level fighter 

MAGIC-USER/ILLUSIONIST: 20thlevel 

magic-user 

THIEF/ASSASSIN: NI 

MONK/BARD: Ni 

PSIONIC ABILITY. VI 

S:23( + 5. ♦II; 1:20 W:24 D: 19 C: 23 CH: 23 

P 

D 
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This god appears as a very muscular mnn. Ho always wonrs a bluo war 

helm, giving him the power of constant haste and flying at twice the speed j 

he could attain by himself (i.e., 48"). He prefers to ride a storm cloud that 

travels at 24" and is able to support up to 10 beings of nny size. Like Shang- 

Ti. he can create weather of any type upon command. 

His suit of *3 scale mail appears to be badly rusted, and when any other 

metal touches It. that metal completely rusts away (no saving throw). His I 

♦ 3 mace strikes for 3-30 points per hit. 

CHUNG KUEL (god of truth and testing) 

Demigod 

ARMOR CLASS: -7 

MOVE: 12730- 

HIT POINTS: 287 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 2-24 (♦ 11) or 

2-20 

SPECIAL ATTACKS: Magic bow 

SPECIAL DEFENSES: See bolow 

MAGIC RESISTANCE: 20% 

SIZE: L (8) 

ALIGNMENT: /.awful evil 

WORSHIPER’S ALIGN: Lawful evil 

and archors 

SYMBOL: Green longbow 

PLANE: Gohonna 

CLERIC/DRUID: NI 

FIGHTER 18fh level fighter 

MAGIC-USER/ILLUSIONIST: Nil 

THIEF/ASSASSIN: NI 

MONK/BARD: 10th level in each 

PSIONIC ABILITY: VI 

S:23( + 5. + 11) 1:22 W: 22 D:25 C:22 CH:-2 

Greater god 

ARMOR CLASS: -2 

MOVE: 12712" 

HIT POINTS: 319 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: Variable (usually 

by weapon typo) 

SPECIAL ATTACKS: See bolow 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 80% 

SIZE: M (S) 

ALIGNMENT: Lawful good 

WORSHIPER S ALIGN: Lawful good 

SYMBOL: Open book 

PLANE: Seven Hoavons 

CLERIC/DRUID 20th level cleric/Mth 

level druid 

FIGHTER: 20th level ranger 

MAGIC-USEIR/1LLUSIONIST: 15th level 

in each 

THIEF/ASSASSIN: 15tli level assassin 

MONK/BARD: 10th level in each 

PSIONIC ABILITY: I 

S: 20( ♦ 3. *8; 1:25 W: 25 D: 20 C: 20 CH: 19 

This god has Fiery red skin resembling scales, a black demonic head with 

tusks, elephant ears, a large set of leathery wings with a span of 40 feet, a 

humanoid body, and cloven hooves. With his bow he can hit any target 

within sigh’t, and is ablo to reverse any weapon thrown through the air at 

him and sond it back at its castor. 

His bow is mngickod so that uso of it by anyono olso will causo tho arrows 

to fly at the user. The god can shape change at will and wears green *4 

plate moil in battle. His arrows inflict 2-20 points of damage when they hit 

and his sword strikes for 2-24 points in hand-to-hand combat. 

It is the duty of Chih-Chiang Fyu-Ya to avenge offenses against the gods, 

particularly desecration of temples. 

This god is always dressed in costly robes, and his primary ability is to draw 

from a well of knowledge so that he can meet any tost with success, if 

given time to visit his well. In any physical contest, If his normal powers 

will not let him immediately win (and he will know if this is possible), ho 

will always run and secure the materials that will allow him To win, and he 

will do nothing else until he does win. 

He carries a *3 sword of sharpness and a rod of cancellation at all times. 

This god occasionally travels around the Prime Material Plane dressed as 

on old pot-bollicd man with a long grey board. Ho asks boings riddlo3. and 

if they answer correctly, he may grant them a reward, perhaps even a 

limited wish. The more difficult the riddle, the greater the reward. 
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CHINESE MYTHOS 

FEI LIEN & FENG PO "Counts of the Wind 

CHINESE MYTHOS 

Domigods 

ARMOR CLASS: -4 

MOVE: 24'724" 

HIT POINTS: 150 

NO. OF ATTACKS: 3/2 

DAMAGE/AHACK: 2-20 (♦ 6) 

SPECIAL ATTACKS Wind control 

SPECIAL DEFENSES: Nl 

MAGIC RESISTANCE: Standard 

SIZE: M (6^ 

ALIGNMENT: Neutral good 

WORSHIPERS ALIGN: Neutral good 

nnd farmers 

SYMBOL Lightning bolt on a black 

background 

PLANE: Elemental Plano of Air 

CLERIC/DRUID: Nt 

FIGHTER: 10th lovol rangor 

MAGIC-USER/ILLUSIONIST: Nil 

THIEF/ASSASSIN: 10th lovol thief 

MONK/BARD: 5th level monk 

PSIONIC ABILITY: V 

S: 14 I: 14 W: 14 D: 19 C: 20 CH: 9 

Those man-shaped beings wear ♦2 plate mail into battle. They each ride 

a pieco of the wind; these take 10 melee rounds to conjure up and are 

easily negated by any spell affecting weather or wind. They each have a 

largo sack of leather; when opened, those sacks blow whirlwinds like 

those of the djinn. These whirlwinds last two rounds, and can only be 

conjured up once per day. 

These boings figure prominently in all major battles of the gods, and are 

often used as go-betweens for gods and men. 

They appear to be demonic creatures in that their skin is jet black, their 

eyes blaze fire and they are tusked. Their swords not only strike for 2-20. 

they do an additional 6 points of electrical damage per blow (no saving 

throw). 

Huan-Ti appears as a heavily-muscled man in red 4-3 plate mail. When 

pressed by more than one enemy, he will simultaneously use both his -f-2 

halbord (doing 3-30 points of damage) and ♦ 3 sword (which also does 3- 

30 points of damage). 

When flying in his chariot, pullod by 4 Pegasi at 24*748". no magic spell 

can affect him or the steeds. 

mortal dedicates the last ten slain enemies to him he may (on a 1% 

chance) destroy utterly the very next enemy that being faces. Slain 

enemies dedicated to Huan-Ti must have their heads taken off and 

burned, or the sacrifices will not be received. Clerics of this god must al¬ 

ways wear red armor or clothes. 

KUAN YIN (goddess of mercy and child bearing] 

Greater goddess 

ARMOR CLASS: -3 

MOVE: 12“/!2" 

HIT POINTS: 376 

NO. OF ATTACKS: 0 

DAMAGE/ATTACK: Ni 

SPECIAL ATTACKS: Nl 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 100% 

SIZE: M (57 

ALIGNMENT: Lawful good 

WORSHIPER'S ALIGN: Lawful good 

and all suffering beings 

SYMBOL: Image of the goddess 

holding a child 

PLANE: Seven Heavens 

CLERIC/DRUID: 25th level cloric/14!h 

level druid 

FIGHTER: NJ 

MAGIC-USER/ILLUSIONIST: Seo 

below 

THIEF/ASSASSIN: Nd 

MONK/BARD: 15th level bard 

PSIONIC ABILITY: VI 

S:8 1:25 W: 25 D: 12 C: 22 CH:25 

Kuan Yin appears as a slim young woman woaring a greon satin dross. Hor* 

main attribute is the ability to nogato any single act of violonco directed at 

anyone, once per melee round. When a being accomplishes a good act 

affecting 50 or more worshipers of Kuan Yin. and if (he goddoss is noor. 

that being may bo granted a wish (5% chance). 

No act of violence can bo directed towards her by any being in the 

universe. For oxample, she could walk safely through 500 different typos 

of demons and devils and never be harmed. 

She has the powers of a 20th level magic-user, though she will never use 

her spells to cause harm. 

HUAN-TI (god of war] 

lesser god 

ARMOR CLASS: -7 

MOVE: 18- 

HIT POINTS: 380 

NO. OF ATTACKS: 2 or 4 

DAMAGE/AHACK: 3-30 (♦ 14) 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES See below 

MAGIC RESISTANCE: 50% 

SIZE: M IT) 

ALIGNMENT: Chaotic good 

WORSHIPER'S ALIGN: Chaotic good 

and warriors 

SYMBOL: Black-winged chariot 

PLANE: Limbo 

CLERICORUID: Nl 

FIGHTER: 20th lovol rangor 

MAGIC-USER/ILLUSIONIST: Nl 

THIEF/ASSASSIN: 15th level assassin 

MONK/BARD: 12th level monk 

PSIONIC ABILITY: VI 

5:25(.*7, + 14) 1:23 W: 18 D: 25 C:25CH:10 

He watches every battle in which his worshipers take part, and when any 
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LEI KUNG (duke of thunder) 

Greater god 

ARMOR CLASS: -4 

MOVE: 12724- 

HIT POINTS: 354 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 7-42 or special 

(soo below) 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 5% 

SIZE: M (69 

ALIGNMENT: Lawful ovil 

WORSHIPER’S ALIGN: Lawful evil 

SYMBOL: Slorm cloud with lightning 

boll through it 

PLANE: Achoron 

CLERIC/DRUID: 10th loveldruid 

FIGHTER: 14th level fighter 

MAGIC-USER/ILLUSIONIST: 14th level 

in each 

THIEF/ASSASSIN: Nil 

MONK/BARD: Nil 

PSIONIC ABILITY: VI 

S:23(*5, *11) 1:23 W: 17 D: 20 C:23 CH:7 

Lei Kung appears as a man with smoking black skin and oyes with pupils 

liko lightning bolts. Ho has 2 largo tusks and a hugo noso. Ho has rod 

spotted wings with o span of 40 foot. Whon battling largo numbers of op¬ 

ponents lie uses n set of green drums that act as a horn orblasting and 

drums of panic combined. In hand-to-hand combat ho usos his fists for 7-42 

points of damage. When not using his fists, he uses a -*4 hammer that 

strikes for 25 points of oloctrlcol dnmngo per hit (no saving throw). 

Anything touching his *3 pinto mail suffors 10 points of oloctrical 

damngo, no saving throw. 

Loi Kung exists to mnko foul wonthor of ono typo or another at tho request 

of the other gods of the pantheon. These gods will request such when they 

fool that thoir worshipors need a lesson. Lol Kung particularly delights in 

creating wind storms that destroy fragile things of beauty or value. 

LU YU EH (god of epidemics) 

Lessor god 

ARMOR CLASS: -2 

MOVE: 127/2" 

HIT POINTS: 367 

NO. OF ATTACKS: 6 

DAMAGE/ATTACK: 1-10 oach 

SPECIAL ATTACKS: Disease 

SPECIAL DEFENSES: See bolow 

MAGIC RESISTANCE: Standard 

SIZE: L (10') 

ALIGNMENT: Chaotic ovil 

WORSHIPER’S ALIGN: Chaotic evil 

SYMBOL: 3 demon heads 

PLANE: Abyss 

CLERIC/DRUID: 20fh level doric 

FIGHTER: 15th lovol fightor 

MAGIC-USER/ILLUSIONIST: 19thlevel 

in each 

THIEF/ASSASSIN: 19th lovol thiof 

MONK/BARD: Nil 

PSIONIC ABILITY: VI 

S:20( + 3, *8) 1:17 W:5 D: 17 C: 25 CH:-3 

This god has 3 domon-liko hoads, 6 arms ending in claws, and green 

scaled skin. He has a look of death about him and an odor of putrescence. 

His main attribute is the ability to cast a rotting sickness as a spell that will 

kill his enemies who fail to make their saving throw versus poison in 2 
meloo rounds. Besides his damago done by clawing, his touch causes the 

Red Fever that will subtract 3 hit points from those hit every melee round 

until curod. 

He never wears armor because all wounds instantly close themselves after 

being made (i.e.. Lu Yueh regenerates, at a rate of 25 points per round), 

and those hitting him from less than 10 feet away will suffer tho raffing 

sickness (no saving throw applicable). 

He can wave his hand and cast a sickness in a cloud 3" * 3" x 3' that Will 

cause tho Red Fever to all who broatho it. 

Lu Yueh bestows gifts on those ho deems evil enough. This is decided 

whenever an evil act affects more than 500 people. If the god is watching 

(on a 1% chance) there is a 5% chance he will give the evil being a 

disease-causing present with no strings attached. 

MA YUAN (killer of the gods) 

FREQUENCY: Unique 

NO. APPEARING: 1 

ARMOR CLASS: -4 

MOVE: 24”7247724“ 

HIT DICE/POINTS: 300 hp 

% IN LAIR: 10% 

TREASURE TYPE: A (X & 

NO. OF ATTACKS: 5 

DAMAGE/ATTACK: 3-30 (X 4)15-40 

SPECIAL ATTACKS: See bolow 

SPECIAL DEFENSES: *3 or better 

weapon to hit 

MAGIC RESISTANCE: 65% 

INTELLIGENCE H.gh 

ALIGNMENT: Chaotic ovil 

SIZE: L (70) 

PSIONIC ABILITY: Nl 

Attack/Defense Modes: Nl 

LEVEL/X.P. VALUE: X/32.300 

This monstor has 3 oyos in his tyrnnnosaurus-shapod hood, and has 4 largo 

humanoid arms. Ho has tho strength of a storm giant, but rarely rolios on 

this in battle. He also has a powerful magical device shaped in tho form of 

a small triangular pioco of stono that has tho power to turn into any 

weapon tho holder wishes, magical or othorwiso. This monster’s fnvorito 

tactic is to make a weapon from his stono that is doublo tho powor of tho 

ono boing used against him. Tho croaturo is known to havo killod at loast 

10 minor deities. It attacks os a 16* hit dice monstor. Tho oxistonco of NVt 

Yuan provonts complaconcy among tho gods. 

NO CHA (demigod of thieves) 

Demigod 

ARMOR CLASS: -2 

MOVE: 15748- 

HIT POINTS: 239 

NO. OF ATTACKS: 0 

DAMAGE/ATTACK: Variable 

SPECIAL ATTACKS: See bolow 

SPECIAL DEFENSES: Nil 

MAGIC RESISTANCE: 10% 

SIZE: 1 (60V 

ALIGNMENT: Neutral evil 

WORSHIPERS ALIGN: Thiovos 

SYMBOL: Silver bracelet 

PLANE: Nino Hells 

CLERIC/DRUID: JOfh level druid 

FIGHTER: 12th level fighter 

MAGIC-USER/ILLUSIONIST: 17fh lovol 

illusionist 

THIEF/ASSASSIN: 20fh level thief 

MONK/BARD: Nl 

PSIONIC ABILITY: VI 

S:25(♦ 7. ♦ 14) 1:25 W: 7 D:25 C:20 CH: 10 

Tho god appears as a throe-headed, oight-armod man. with silvory scalod 

skin, eyes that blaze like fire, and the ability to grow or shrink in size. 

He often fights with a +3 flaming spear that hits for 30 points of damage 

plus a disintegrate spell (save applicable). He also uses a small brick of 
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gold that he throws for 5-50 points of damage up to 100 yards away. He 

has a panther skin bag that blows a whirlwind like that of a djinni. He uses 

a bracelet which, if it is thrown and strikes an enemy, attaches itself to the 

neck of Its target and strangles him or her In 5 melee rounds unless they 

are able to alter their form or teleport themselves to another plane. He 

also has the power to throw one 30 point fireball per round. 

No Cha is the patron of thieves, and there are many tales of his famous 

thieving exploits. 

SHAN HAI CHING (god of wind & sea) 

Greater god 

ARMOR CLASS: 2 

MOVE: 6"748” 

HIT POINTS: 366 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 3-18/3-18 

SPECIAL ATTACKS: Hurrlcanos, sum¬ 

moning 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE 35% 

SIZE: L (GO* ♦ wlngsproadj 

ALIGNMENT: Lawful neutral 

WORSHIPER'S ALIGN: Lawful 

noutral, those who dopond on 

the sea 

SYMBOL: Three huge waves 

PLANE: Nirvana 

CLERIC/DRUID: 10th level cloric 

FIGHTER I Gfh lovol fighter 

MAGIC-USER/ILLUSIONIST: 10th lovol 

in each 

THIEF/ASSASSIN: Nil 

MONK/GARD: Ni 

PSIONIC ABILITY: VI 

S:24( ♦6, ♦ 12; 1:21 W: 23 D: 17 

This god has a roc's body with the oversized head of a man. He has 2 main 

attributos: the powor to raiso up a hurricane wind (doing 5-50 points of 

domago por moloo round) and Iho powor to call forth any croaturo of tho 

son (of non-divine nature) to do his bidding. His wind force is said to be 

nblo to Inst a full day whon "groat wrath is upon tho deity". His summon¬ 

ing powor will soom to cronto bolngs from tho vory wator. 

Ono spoil attack against Shan Hal Ching per round will bo turned back 

upon the caster, tf multiple spells ore cost, the one turned ts chosen at 

random. 

Tho god and his clerics sorvo all bolngs using tho soa. and any trip out into 

tho ocoans roquiros a sacrifico to this doity for good winds and tho like. 

SPIRITS OF THE AIR 

FREQUENCY: Very rare 

NO. APPEARING: MOO 

ARMOR CLASS: 4 

MOVE: 12 "724- 

HIT DICE/POINTS: 50 hp 

% N LAIR: 75% 

TREASURE TYPE Ni 

NO OF ATTACKS: 2 

DAMAGE/ATTACK: 2-20/2-20 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES • ) or better 

weapon to hit 

MAGIC RESISTANCE: Standard 

INTELLIGENCE: Average 

ALIGNMENT: Noutral 

SIZE: L (8? 

PSIONIC ABILITY Ni 

Attack/Dofonso Modes: Nil 

LEVEL/X P. VALUE: VII/3.650 

These minions of tho wind gods can bo summoned by them in numbors of 

if) to 100 ovory day. Thoy havo black skin, largo bat wings, clawod foot 

(which thoy uso in battlo), and a tusked monkoy's hoad. Thoy oxist to fight 

for tho gods, attacking as 11 hit dico monstors. 

TOU MU (goddess of the north storj 

Lesser goddess 

ARMOR CLASS: -3 

MOVE: 24V24” 

HIT POINTS: 300 

NO. OF ATTACKS: 8 

DAMAGE/ATTACK: Variable 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 25% 

SIZE: L(20'J 

ALIGNMENT: Chaotic ovil 

WORSHIPER'S ALIGN: Evil beings 

SYMBOL: Lotus and bow 

PLANE: Abyss 

CLERIC/DRUID: 20th lovol cloric 

FIGHTER: 15(h lovol ranger 

MAGIC-USER/ILLUSIONIST: 6th lovol 

In oach 

THIEF/ASSASSIN: Ni 

MONK/BARD: NI 

PSIONIC ABILITY: I 

S:23(+5. ♦ Jl; 1:25 W:3 D:25 C: 19 CH : 5 

Tou Mu appears on the earth with 16 massivo arms, 3 oyos In hor barely 

human head, and red scaly skin. She uses many weapons In battle: a 

magical bow that never misses anything within 100 yards, the arrows of 

which do 1-10 points of damage per strike: a +3 spear that hits for 3-30 

points per strike; a *3 dancing sword; a large red flag that projects 3 

doafh spoils from Its folds ovory moloo round; a living rod dragon's hoad 

that breathes fire as a normal dragon with 80 hit points; a pioce of tho 

moon that is ablo to block any singlo hit diroctod at hor person in any 

given melee round; and a lotus flower that heals all wounds at a touch. 

Her free claws do 1-10 points of damage per hit. She may make up to 8 

attacks per melee round. 

She has 5 chariots at her disposal that fly through the air at 24” and move 

at her command even though there is no visible force to pull them. The 

chariots are all of adamant with gold figures of dragons decorating the 

sides of each. The chariot tongues appear to be made of solid diamond 

and are 32 feet long. The wheels are of unbreakable green jade and 

sparks fly from them whenever they are used to run over beings in battle. 

This overrun Inflicts 2-1 2 points of damage. 
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WEN CHUNG (minister of thunder; 

Demigod 

ARMOR CLASS: -2 

MOVE: 12*721” 

HfT POINTS: 213 

NO. OF ATTACKS: 3/2 

DAMAGE/ATTACK: 3-30 (+12) 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 15% 

SIZE: L (8) 

ALIGNMENT: Chaotic neutral 

WORSHIPER S ALIGN: Chaotic 

neutral 

SYMBOL: Crossed sword and thunder 

bolt 

PLANE: Ebmontal Plano of Air 

CLERIC/DRUID: Ni 

FIGHTER: )0th level ranger 

MAGIC-USER/ILLUSIONIST: 15th lovol 

in each 

THIEF/ASSASSIN: Nil 

MONK/BARD: Ni 

PSIONIC ABILITY: VI 

S :24 (*6. ♦ 12) 1:20 W:22 D:21 C: 19 CH: 15 

Wen Chung has 3 eyes in his head and a massive dark-skinned body. Ho 

summons weather lor Lei Kung and for his chaotic worshipers. 

His third eye can cast a 20 point lightning bolt to a range of 180 yards or 

closer (ten times a day) and his *3 sword does 3-30 points of damage. 

Wen Chung is totally immune to lightning, cold, or light attacks. 

YEN-WANG-YEH (judge of the dead; 

Greater god 

ARMOR CLASS: -5 

MOVE: 12*712“ 

HrT POINTS: 349 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 2-20 

SPECIAL ATTACKS: Death ray 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 75% 

SIZE: Kt (6) 

ALIGNMENT: Neutral 

WORSHIPER S ALIGN: Neutral 

SYMBOL: Red helm wrapped with 

orange ribbons on a yellow back¬ 

ground 

PLANE: Concordant Opposition 

CLERIC/DRUID: 20th level cleric 

FIGHTER: ISfrHovol lightor 

MAGIC-USER/ILLUSIONIST: 15thlovol 

magic-user 

THIEF/ASSASSIN: 15th lovol assassin 

MONK/BARD: 12th level monk 

PSIONIC ABILITY: VI 

S: 14 1:24 W:20 D:25 C:23 CH 19 

Yon-Wang-Yoh appears as a warrior with black skin. When in battlo, ho 

likos to shapo chango into an oriontal dragon and uso its powors for doal- 

ing out death. His eyes cast 2 death rays every melee round and his +3 

broad sword does 2-20 points per strike. 
S 

Anyone touching his body with anything will become paralyzed (saving, - 

throw applicable). 

This god collects all the souls and spirits of the dead and makes sure that 

they are transported to the proper plane and do not roam the earth at will. 

He tracks down spirits that do and makes thorn suffor for eternity. Ho has 

no power over the dead who havo risen to a higher piano through thoir 

good deeds. 
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The Clhulhu Mythos was first revealed in a group of related stories by the 

American writer H. P. Lovecraft. Beginning with "The Call of Cthulhu" in 

Woitd Tales. Lovecraft began referring in his horror stories to a pantheon 

of boings known as the Old Onos, who had descended to Earth from tho 

stars in pre-human times. First worshiped by the non-human races of the 

planot, tho Old Onos woro lator banished or lockod away by tho older 

gods. The elder gods do not enter into the stories much, and their identity is 

a mystery. Thoy loft tho Old Ones woakonod. but not destroyed. Whon 

man appoarod, ho found traces of tho older civilizations and remnants of 

the pre-human races. Religions grew up around the Old Ones and legends 

of their imminont roturn to powor — especially around Cthulhu. Bits of tho 

old loro woro discovorod ond transcribed into books, oxtromoly dangerous 

books. 

Lovecraft's friends (who included Clark Ashton Smith. Frank Belknap Long. 

Robort Bloch. Robort E. Howard and August Derloth), wroto stories that 

"tied in" with tho discovery of pro-human relics, tho revival of ancient 

worship, or tho consequences of finding a "forbidden book" dealing with 

the Old Ones and their secrets. No great effort was made to keep these 

storios consistent with oach other. Aftor Lovocraft's death in 1937. August 

Derleth founded Arkham House publishing company to reprint his works. 

Derleth also wrote a number of stories dealing with Lovecraftian themes or 

based on fragments of Lovecraft's writings. Since then a number of 

younger authors, outstanding among whom are Lin Carter. Ramsey Camp¬ 

bell and Brian Lumley.’have written stories based on the growing Cthulhu 

mythology. 

Most of the creatures presented here were introduced by the earlier 

authors: Lovecraft. Derleth and Smith. Derleth introduced ffie concept of a 

struggle between the Old Ones and the forces of good. Lovecraft's original 

concept was far less sanguine — alt of his gods were evil and chaotic, and 

the best mankind could expect from them was indifference. 

If you have not read any stories in tho Cthulhu tradition, start with Love¬ 

craft himself. Many of his stories are straight supernatural tales and do not 

deal with the Old Ones, but "The Call of Cthulhu". "The Whisperer in Dark¬ 

ness". "At the Mountains of Madness", "The Dunwich Horror", and "The 

Shadow Out of Time" give the flavor of his work. Then read the imitative 

writings of Derleth and the modem writers. Fortunately, most of these 

stories are gathered into collections of Lovecraft's work and published in 

paperback. 

Cults of men, and particularly of non-human creatures, keep alive tho wor¬ 

ship of the Great Old Ones and anxiously await their return to power. Vari¬ 

ous evil magic-users and priests, desirous of superhuman powers, experi¬ 

ment with some of the forbidden books (such as The Necronom/con) and 

occasionally unloash some horror on themselves or their surroundings. 

Merely spoaking tho name of one of the Old Onos results in a 5% chance 

that tho god named will hear, for those doilies are quite attuned to the 

Prime Material Plane. If the god does hear its name spoken, it will appear 

and attoinpt to kill tho being so rash as to speak its name (somo of the 

groator gods will sond minions to accomplish this). 

SPECIAL NOTE: 

All croaturos of naturo aro very sonsitivo to tho prosonco of all croaturos of 

tho Cthulhu Mythos. Thoy instinctivoly call out thoir warning sounds and 

floe If any of the Old Onos or thoir minions come within range of thoir 

senses. 

CTHULHU 

Greater god 

ARMOR CLASS: 2 

MOVE: 18736" 

HfT POINTS: 400 

NO OF ATTACKS: 30 

DAMAGE/ATTACK: !-10(x30; 

SPECIAL ATTACKS: Soo bo/ow 

SPECIAL DEFENSES Immune lo 

magical control. *2 or better 

weapon to hit, rogonoration 

MAGIC RESISTANCE: 80% 

SIZE: L (10O'tall) 

ALIGNMENT: Chaotic ovil 

WORSHIPER'S ALIGN: Chaotic ovil 

SYMBOL: /mago of Cthulliu 

PLANE: Prime Material Plane 

CLERIC/DRUID: N.I 

FIGHTER: As 16* hO monster 

MAGIC-USER/ILLUSIONIST: 20th level 

magic-user 

THIEF/ASSASSIN: Nl 

MONK/BARD: Ni 

PSIONIC ABILITY: I 

S:25{+7,+14) 1:20 W:23 D:20 C:25 CH:-7 

Cthulhu is a bloated humanoid form 100 feet high with an octopoid head 

and a face of tentacle-like cilia. It has scaly, rubbery skin, and prodigious 

hands and feet with curved talons. A pair of folded bat-like wings protrude 

from between its shoulders. 

"Ph'nglui mghv'nafh Cthulhu R'lyeh wagh'nagl fhtagn." — "In his house 

in R'lyeh dead Cthulhu waits dreaming.” R'lyeh is a great sunken city of 

non-Euclidian geometry hidden somewhere beneath the ocean. So bizarre 

is its construction that anyone entering the city (which occasionally rises 

above the waves) must make saving throws at *4 against fear and 

insanity. Cthulhu lies in a huge stone structure sealed with the Elder Sign 

(q.v.). If the seal is broken and the god released, everyone (and/or every¬ 

thing) in a radius of 100 miles must make a saving throw against death or 

go insane. This insanity lasts for a number of months equal to the crea¬ 

ture’s intelligence. 

1) I1 Wi 

Cthulhu usually attacks both physically and psionically. Ho can 

10 hit points por moloo round. Ho toloporls up to ono-half mile 

is totally immuno to tho offocts of wator, cold, and vacuum. Ho 

from the sea 10-100 of the Deep Ones. He will retreat into his 

fronted with an intact Elder Sign, another of tho Old Onos (such 

or some natural catastrophe, such as the re-sinking of the city of 

the sea. 

rogonorato 

at will and 

can call up 

lair if con- 

as Hastur), 

R’lyeh into 

Cthulhu is served by the Deep Ones as well as his human worshipers, who 

often interbreed with the fish-men. Cthulhu’s cult is usually hidden and 

secret, and is dedicated to bringing about Cthulhu's return and conquest of 

the world. 
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AZATHOTH (the center of the universe) 

Greater god 

CTHUGA (master of the fire element) 

Greater god 

ARMOR CLASS: -2 

MOVE: None 
HIT POINTS: 400 

NO. OF ATTACKS: 20 
DAMAGE/ATTACK: 3-18 (x 20) 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES: Insanity 
MAGIC RESISTANCE: 95% 

SIZE: L (inconceivable) 

ALIGNMENT: Chaotic neutral 
WORSHIPER S ALIGN: Chaotic 

(neutral or evil) 

SYMBOL: Seven-pointed star 
PLANE: Astral 
CLERIC/DRUID: NJ 

FIGHTER: As 16* HD monster 
MAGIC-USER/ILLUSIONIST: Nil 

THIEF/ASSASSIN: Nil 

MONK/BARD: Ni 
PSIONIC ABILITY: VI 

S:25( + 7. «• 14) I:— W: — D:20 C:25 CH:-7 

Azathoth is a blind, mindless, amorphous mass the size of a star, floating 
at tho contor of the universe on the astral plane. It is attended by satellite 

creatures that provide an eerie music, like the sound of idiot flute players. 
Azathoth is somewhat solid noar tho contor. and can bo attackod there, but 

it will dofond itsolf with its many psoudopods if so attackod. Any creature 

coming within 1,000 miles of Azathoth must save vs. spells at —6 or go 
permanently mad. 

Those who worship Azathoth worship insanity, and Azathoth's clerics are 

thomsolvos insane. It is unknown how Azathoth grants powers to its clerics, 

or ovon if Azathoth is aware of them (which is doubtful). 

lcSX< *’ 

m m 
BYAKHEE (servants of Hastur) 

FREQUENCY: Very rare 

NO. APPEARING: 14 
ARMOR CLASS: 9 

MOVE: 6*724" 

HIT DICE/POINTS: 10 HD 
% IN LAIR: 5% 

TREASURE TYPE NI 

NO. OF ATTACKS: 2 
DAMAGE/ATTACK: 1-10/1-10 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES: NI 

MAGIC RESISTANCE 20% 

INTELLIGENCE: Avorago 
ALIGNMENT: Chaotic evil 
SIZE: L (20* tall) 

PSIONIC ABILITY IV 

LEVEL/X.P. VALUE: IX/9.350 *■ 20 
per hp 

These giant furry bat-like creatures have humanoid legs that enable them 
to stand like men. They can be summoned by clerics of Hastur through use 

of a gato spell (1-4 Byakhoe will appear). They are able to teleport 
throughout the Prime Material Plane at will, carrying human beings with 
them on their backs or in their talons. They are intelligent, telepathic, and 

will obey those who carry the Elder Sign or who appeal successfully to 
Hastur. 

Y' ; y 

Wwi 

ARMOR CLASS: -6 
MOVE: 36“ 

HIT POINTS: 400 
NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 3-30/3-30 

SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 50% 
SIZE: L (40 yard radius; 
ALIGNMENT: Chaotic evil 

WORSHIPER'S ALIGN: Chaotic evil 
SYMBOL: Flamo 
PLANE: Elemental Plane of Fire 

CLERIC/DRUID: See below 
FIGHTER: As 16* HD monster 

MAGIC-USER/ILLUSIONIST: See 
below 

THIEF/ASSASSIN: Ni 

MONK/BARD: Ni 
PSIONIC ABILITY: I 

S:25( *7. ♦ 14) 1:12 W: 18 D: 25 C:25 CH:-1 

This creature resembles a flaming amoeba with tentacles that appear to be 
flames emanating from its body. The heat of Cthuga's body does 5-50 

points of damage to all within 100 yards of it and it attacks with firo spoils 

at tho same timo. It cannot bo controlled, and is Immuno to all hoat and 
cold attacks. It is able to cast any firo spell of any type as a 30th level spell 

castor, at tho rato of two por round. Whilo casting firo spells, it also lashos 
out with two of its tentacles por meloe round; these do 3-30 points of 

damage each. It movos as a blink dog and attempts to dostroy ovorylhing 
within any area to which it is summoned. When appearing in any location, 

its first act is to summon 1-20 of its flamo croaturos. Cthuga can only bo 
struck by *3 weapons or better ns all others melt when touching him. 

Tho creaturo has a direct connection with tho Prime Matorial Plano by way 
of a Palaco of Firo that it has crontod in an active volcano. This palaco is 
said to bo fillod with troasuro rosistant to flamo and hoat: gems, certain 
magic items, and the like. 

Cthuga's Flame Creature 

FREQUENCY: Very rare 
NO. APPEARING: 14 

ARMOR CLASS: -2 

MOVE: 24- 
HIT DICE/POINTS: 16 H3 
% IN LAIR: Ni 

TREASURE TYPE: Ni 
NO. OF ATTACKS: 1 
DAMAGE/ATTACK: 2-20 

SPECIAL ATTACKS: Soo bolow 

SPECIAL DEFENSES: Flamo aura. ♦2 
or better weapon to hit 

MAGIC RESISTANCE: 10% 
INTELLIGENCE: Average 

ALIGNMENT: Chaotic evil 
SIZE: L (30' radius) 
PSIONIC ABILITY: V 

LEVEL/X P. VALUE: VII/1.950 ♦ 14 
per lip 

These creatures appear to be smaller versions of their master. Their bodies 

radiato 10 points of hoat damago to all who como within 20 yards of thorn, 
and they can cast a single hoat ray from their body ovory moloo round that 
does 2-20 points of damage if it hits. One of their functions Is to appear 

when tho god is supposed to appoar but is too busy or chooses not to como. 
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DEEP ONES (followers of Cthulhu) 

FREQUENCY: Rare 

NO. APPEARING: 1-100 
ARMOR CLASS: 3 
MOVE: 12V/24" 

HIT DICE/POINTS: 4 HD 

% IN LAIR: 90% 

TREASURE TYPE: Z 

NO. OF ATTACKS: 2 or 1 

DAMAGE/AHACK: 1-4/1-4 ( * 2) or 

by weapon type 

SPECIAL ATTACKS: Nl 

SPECIAL DEFENSES: Nl 

MAGIC RESISTANCE: Standard 
INTELLIGENCE: Avorago lo vary 

ALIGNMENT: Chaotic ovll 
SIZE: M (6‘J 
PSIONIC ABILITY: Nl 

Attack/Dofonso Modes: Nil 
LEVEL/X.P. VALUE: IK/60 + 4 per hp 

The Deep Ones are humanoid, amphibious men-fish, cold-blooded 

creatures of great strength (18). They can attack with their clawed, 

wobbod hands, or wlold woapons. Thoy havo Infravision as woll as normal 
sight. Thoy livo near the land on ocean shelves and are able to travel to 

tho land at any tlmo and for os long os thoy wish. 

Thoy havo boon known to interact with evil humans and intorbreod with 
them. This results In human-appearing offspring who undergo a gradual 

transformation aftor tho ago of 21 that causes thorn lo bocomo as the Doep 

Onos who spawned thorn, Tho Deep Ones aro soulless and apparently 

Immortal. 

Thoso croaturos promoto ovll In preparation of Cthulhu's return. They do 

this by collecting treasures from tho soa and using them as funds lo sproad 

tho cult of Cthulhu and tho Old Onos. 

GREAT RACE 

FREQUENCY: Very rare 

NO. APPEARING: 1-10 
ARMOR CLASS: 5 

MOVE: 15- 
HIT DICE/POINTS: 8 HD 

% IN LAIR: 95% 

TREASURE TYPE: Nl 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 1-8/1-8 

SPECIAL ATTACKS: Nil 
SPECIAL DEFENSES: Immune to 

magical control 

MAGIC RESISTANCE: Standard 

INTELLIGENCE High 
ALIGNMENT: Lawful neutral 

SIZE: L (10'tall) 

PSIONIC ABILITY: 280 

Attack/Defense Modes: B. C. D. 

E/All 

LEVEL/X.P. VALUE: VI/650 ♦ 10 per 

hp 

These creatures populated the world eons ago and their cities still exist 

buried in deserts or other out of the way places. They had a highly ad¬ 

vanced scientific civilization, with psionics rather than magic. When their 

civilization was destroyed, some of them were frozen in time, and these 

aro occasionally discovered. Tho Groat Race aro tall cones, ten feet wido 
at the base, with 4 ten foot long tentacles at the top. Two tentacles end in 

lobster-like claws, one in trumpet-like ears, and one in a globe with 3 eyes 

along its circumference with a set of manipulating tentacles depending 

from it. The relationship, if any. between the Great Race, the Old Ones, 

and the elder gods Is unclear. Humans discovering and freeing them are 

sometimes rewarded with gifts of knowledge. 

CTHULHU MYTHOS 

HASTUR THE UNSPEAKABLE (He Who Must Not Be Named; 

"Master of the Air" 

Greater god 

ARMOR CLASS: -1 

MOVE: 36*736“ 
HIT POINTS: 400 

NO OF ATTACKS: 2 

DAMAGE/ATTACK: 20-200/20-200 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES See below . 

MAGIC RESISTANCE: 50% 
SIZE: L (600'tall) 

ALIGNMENT: Chaotic evil 

WORSHIPER'S ALIGN: Chaotic evil 
SYMBOL: Imago of the god 

PLANE: Prime Material Plano (distant 

planet) 

CLERIC/DRUID: NJ 
FIGHTER: As 16* HD monster 
MAGIC-USER/ILLUSIONIST: 23rd 

level in each 
THIEF/ASSASSIN: Ni 

MONK/BARD: Ni 
PSIONIC ABILITY: I 

S:2S(*7. +14) 1:22 W:23 D:2! C:23 CH:-4 

This god has a scaled, olongatod body, a lizard's head and maw, and 

taloned lizard claws. It also has 200 tentacles projecting from its body that 
give it the ability to sense all things around it. It is able to strike twice per 

round and also attack magically. 

At will, it can toloporl anywhoro in tho Primo Matorial Plano. Hnstur rogon- 

oratos 5 hit points per molee round, and can summon 2-20 Byakhoo to nid 
it in battle. It cannot bo magically controlled. Croaturos that aro ablo to fly 

naturally will novor attack Hastur. ovon if controlled. Any bolng trying lo 

attack tho god must make a saving throw against fear. 

Hastur is half-brothor to Cthulhu. and liko him Hastur has boon Imprisonod 

by the star-shaped Elder Sign. He lies in a crypt at the bottom of Lake Hall 
noar tho nlion city of Carcosa. Hastur oxists partly on the Primo Matorial 

Plane (and this pari is Imprisoned In the crypt) and partly on tho Elemental 
Plano of Air (thus ho Is Immuno to cold and tho vacuum of spneo). Hastur Is 

novor moro than partially on tho Primo Matorial Plano and 1s thoroforo not 

complotoly solid. This accounts for much of his groat sizo. 

Any time the name "Hastur" is spoken, there is a 25% chance that Hnstur 

will hear and send 1 -4 Byakhee to slay the speaker. If the Byakheo are de¬ 

feated. there is a 25% chance that Hastur himself will appear to destroy tho 

blasphemer. 

ITHAQUA (lord of the air) 

Demigod 

ARMOR CLASS 2 

MOVE: 24- 

HIT POINTS: 250 

NO. OF ATTACKS: 2 
DAMAGE/ATTACK: 4-40/4-40 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: NJ 
MAGIC RESISTANCE: 30% 

SIZE: L (20' tall) 

ALIGNMENT: Chaotic evil 

WORSHIPER'S ALIGN: Chaotic evil 

SYMBOL: Two burning eyos in a 

human-shaped cloud of snow 
PLANE: Elemental Plane of Air 

CLERIC/DRUID: 13th level cleric 

FIGHTER: 15th level Tighter 

MAGIC-USER/ILLUSIONIST: 12th level 

illusionist 

THIEF/ASSASSIN: Nil 

MONK/BARD: Nl 

PSIONIC ABILITY: IV 

S:2 1 (*4. +9j 1:16 W: 13 D: 18 C:20 CH:-1 
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Ithaqua. the Wind Walker, appears as a cloud of fog or snow, huge but 
human in shape with blazing red eyes. When seen passing overhead, one 

gets the illusion of two bright stars close together. 

Ithaqua is worshiped by the natives of the far North because of his ability 

to control weather (triple the range and effects). His worshipers propitiate 
him with human sacrifices, which he carries off, no one knows where. 

Years later, their frozen bodies are sometimes found buried in snow drifts. 

Ithaqua will also pursue and capture anyone who sees or annoys him. or 
meddles with his worshipers or their stone altars in the forest Sometimes 
his victims return to earth alive, but they never survive long as they die 

from strange unnatural causes. 

It is known that Ithaqua serves Hastur in special missions of great im¬ 

portance. 

MI-GO (the Fungi from Yuggoth) 

FREQUENCY: Very rare 

NO. APPEARING: 2-12 

ARMOR CLASS: 4 

MOVE: 15 “730“ 

HIT DICE/POINTS: 5 LC 
% IN LAIR: 40% 

TREASURE TYPE Nil 

NO. OF ATTACKS: 2 

DAMAGE/AH ACK: 1-0/1 -6 
SPECIAL ATTACKS: Nil 

SPECIAL RESISTANCE: Immune to 

cold, dork, and vacuum 

MAGIC RESISTANCE: Standard 

INTELLIGENCE Low 

ALIGNMENT: Chaotic evil 

SIZE L (6' long, 8' tall) 

PSIONIC ABILITY: 90 
Attack/Defense Modes C. DI 

F. G. H 

LEVEL/X P VALUE: IV/240 ♦ 5 per 

hp 

Those rod. bat-wingod croatures somewhat rosomble lobsters in that they 
have many legs, feelers, and eyestalks, and forearms that end in great 

pincers. Though they appear to be crustaceans, they are actually fungus 

creatures Mi-Go are immune to the effects of cold, dark, and vacuum, and 
can fly across interstellar space. They cannot speak, but communicate by 
clicking their pincers. 

NYARLATHOTEP (the crawling chaos, the messenger of 

the gods) 

Lessor god 

ARMOR CLASS 2 
MOVE: 15” 

HIT POINTS 200 

NO. OF ATTACKS: 2 
DAMAGE/ATTACK: 3-30 
SPECIAL ATTACKS See below 

SPECIAL DEFENSES See below 
MAGIC RESISTANCE: 25% 

SIZE: Variable 

ALIGNMENT: Chaotic evil 

WORSHIPER’S ALIGN: Chaotic evil 

SYMBOL: Faceless sphinx 
PLANE: Astral Plane 

CLERIC/DRUID: 12th level in each 

FIGHTER: 15fn level fighter 

MAGIC-USER/ILLUSIONIST: 13th level 

in each 

THIEF/ASSASSIN: 15th level assassin 
MONK/BARD: Nil 
PSIONIC ABILITY: V 
S:19( + 3. + 7) 1:20 W: 12 D: 19 C: 20 CH: 19 

Nyarlathotep appears as a tall dark man. His appearance in the world is 

said to foretell the return of the Old Ones from their imprisonment. He 

charms humans, humanoids, and non-magical animals by his mere 

presence (good alignment, save at -*-4; evil alignment, save at-4). Those 
falling under his spell either obey him or behave in a purely chaotic 

manner. Thus his progress across the face of the land is followed by riot, 
war. mass murder, suicide, and insanity. No non-sentient creature can 

harm him. even if controlled. 

The god is believed by some students of the occult to have various guises, 
including a red bat-like form with three evil eyes. He can call up an army 

of wild beasts or mindless humans within an hour’s notice (1-100 of them). 

Each time Nyarlathotep hits an enemy, he drains 3-30 hit points from them, 
which temporarily add to his hit point total for one full turn. There is a 5% 

chance that a continual light spell will drive this being off into the Astral 
Plane 

The Primordial Ones are actually an alien race of high intelligence and 
advanced science. They hate all other types of intelligence, and will 
destroy them if possible, striking with three of their powerful walking 

tentacles if no advanced weaponry is available. 

SHOGGOTH 

FREQUENCY: Very rare 

NO APPEARING: 1-4 

ARMOR CLASS: 1 

MOVE: 9 
HfT DICE/POtNTS: 20 HD 
% N LAIR 90% 

TREASURE TYPE: C 
NO OF ATTACKS 2 
DAMAGE/ATTACK: 3-30/3-30 

SPECIAL ATTACKS: Nf 

SPECIAL DEFENSES Immune to 

weakness, paralysis and charm 

MAGIC RESISTANCE. 30% 

INTELLIGENCE: tow 
ALIGNMENT: Chaotic evil 
SIZE: L (15' tall) 

PSIONIC ABILITY: Nil 

Attack/Defense Modes: Nil 

LEVEL/X.P. VALUE: /X/6.500 ♦ 30 
per hp 

Originally created by the Primordial Ones as servants, the Shoggoths 

eventually rebelled and destroyed the civilization of their masters. 
Shoggoths resemble huge, intelligent amoebae, able to form almost any 
shape out of their near-transparent bodies, including legs. eyes, mouths, 

huge weapons, or whatever is needed. The few remaining Shoggoths lurk 
m distant, long-deserted areas, sometimes aiding servants of Cthulhu or 

other Old Ones 

PRIMORDIAL ONE 

FREQUENCY Very rare 

NO. APPEARING: 1-8 
ARMOR CLASS 6 

MOVE: 18-/12“ 
HfT DICE/POINTS: 8 HD 
% IN LAIR: 95% 

TREASURE TYPE A 
NO OF ATTACKS: 3 

DAMAGE/ATTACK: 1-6 (X 3) 

SPECIAL ATTACKS Nil 

SPECIAL DEFENSES: Immune to heat 

and cold 

MAGIC RESISTANCE. Standard 

INTELLIGENCE Ffcgh 

ALIGNMENT: Lawful evil 

SIZE: l (7 tall) 

PSIONIC ABILITY: 206 
Attack/Defense Modes: B, C. D/ 

All 
LEVEL/X P. VALUE: Vl/550 ♦ 10 per 

hp 

Those creatures are barrel-shaped cylinders with mombranous wings. On 

top of the body is a head covered by 3-inch wiry cilia of many colors. They 
have 5 red-irised, globed eyes. At the top of their heads are 5 mouthed 

tentacles, and at the base of their bodies ore 5 powerful tentacles used for 

locomotion 
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SHUB-NIGGURATH (black goat of the woods with a thou¬ 

sand young) 

If any enemy is so foolish as to approach to within 30' of the boing, the 
pool will lash out with a huge powerful tentacle; if it hits, it will pull the 

unfortunate victim into the pool, where he or she will immediately be¬ 
come part of the evil swirling protoplasm. Any creature struck has a per¬ 

centage chance of not being pulled into the pool equal to his or her 
strength. Shub-Niggurath strikes only once per turn in this way and can si¬ 

multaneously create monsters. 
ARMOR CLASS: 4 

MOVE: None 
HIT POINTS: 400 

NO. OF ATTACKS: ) 
DAMAGE/ATTACK: See below 

SPECIAL ATTACKS: Monstor creation 
SPECIAL DEFENSES: +2 or better 

weapon to hit 

MAGIC RESISTANCE: 95% 
SIZE L (100' in diamotor) 

ALIGNMENT: Chaotic ovil 
WORSHIPER'S ALIGN: Chaotic ovil 

SYMBOL Black goat 

PLANE: Primo Material Plano 
CLERIC/DRUID: Ni 
FIGHTER: As 16* HD monstor 

MAGIC-USER/ILLUSIONIST: Ni 
THIEF/ASSASSIN: NH 

MONK/BARD: N.I 
PSICNIC ABILITY: I 

S:24( + 6, ■* 12.) 1:25 W: 20 D: 19 C:25 CH:A 

Though its body is trapped deep in the caverns. Shub-Niggurath travels the 

Prime Material Plane in astral form, using its psionic powers to do evil and 
aid its worshipers. 

YOG-SOTHOTH (the key and guarciian of fhe gate; 

ARMOR CLASS: -2 

MOVE: 18" 
HIT POINTS: 400 

NO. OF ATTACKS: 12 
DAMAGE/ATTACK: 1-8 
SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: Immune to 
charm 

MAGIC RESISTANCE: 50% 
SIZE: L (50' diamotor.) 
ALIGNMENT: Chaotic evil 

WORSHIPER'S AUGN: Chaotic ovil 
SYMBOL: Yrune 

PLANE: Astral Plane 
CLERIC/DRUID: Ni 
FIGHTER: As 16* HD monster 

MAGIC-USER/ILLUSIONIST: 15thlovel 
inagic-usor 

THIEF/ASSASSIN: Ml 

MONK/BARD: Nil 
PSIONIC ABILITY I 

S: 25 ( + 7.-* 14; 1:26 W: 23 D: 20 C: 25 CH:-7 

This fountain of uncloanlinoss is a hugo pool of gray matter, 100 foot 

across, in tho covorns beneath Mount Voormilhodroth. It is constantly 
bubbling and putting forth mouths, limbs, psoudopods and whole 

creatures. 1-100 small monsters are created from the pool each round, and 
Ihoy go crawling, flopping, or flying away into tho cavorns-nbovo. Somo 

fall back into tho pool, which thon grows mouths and dovouis thorn. Shub- 
Niggurath is intelligent and tolopnthically sensitive. When it senses tho ap¬ 
proach of onomios (rango 1,000') it will begin cronting monstors to dofond 

itself, ono por moloo round. Thoso will bo random according to tho follow¬ 
ing table (d6): 1. Bynkheo; 2. Doop Ono; 3. Groat Race; 4. Mi-Go; 

5. Primordial Ono; 6. Sl>oggoth. 
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Yog-Sotholh exists on the nstrnl plane. He has the ability to enter the uni- 
vorso at any point in space and any point in tirno. His astral shape appears 

ns a congeries of iridescent globes like giant soap bubbles. When he takes 

shape on the Prime Material Plane he is partly material and partly astral 
and appears ns a gigantic mass of foolers, logs, and stalked organs. In this 

shape ho will mote with human beings, producing the Spawn of Yog- 
Sotholh (soo "Tho Dunwlch Horror", by H. P. Lovocraft). Ho to highly Intelli¬ 

gent and extremely chaotic and unpredictable. He can gate in and out of 

timo and spaco any of tho Spawn or subject races of tho Old Ones, ono per 

melee round. Yog-Sothoth is not subjoct to the laws of spaco and time and 

can. for example, appear at various parts of tho universe simultaneously. 

THE ELDER SIGN 

This small grey (sometimes greenish) stone in the shape of a five-pointed 

star is a powerful protection against all minions of tho Old Ones. Tho true 
potent Elder Signs are few in number and incredibly ancient, having been 

made by tho elder gods. Thoy have tho following powers: they are 100% 

protection against psionic attacks; thoy aro a force that will drivo off all 

Shoggoths. Byakheo, Flame Creatures, Doep Ones, and Mi-Go, when 
strongly presented; and while they will not stop the persistent efforts of 

any of the more powerful masters, they will provide a -1-6 protection 
against their attacks (as a ring of protection). 

Tho Elder Signs aro highly resistant to destruction — armor class -2. broken 

only by magic or by incredible force. The Elder Sign was used by the elder 

gods to seal off those places where the Great Old Ones were imprisoned 

or where they had a chance of "breaking through” in force to the Prime 
Material Plane. 

THE NECRONOMICON 

Tho Necronomicon Is a powerful and perilous magical tome of ancient 
origins. It was originally written by Abdul Alhazred. a great magic-user 

known to some as "the Mad Arab". After ten years alone in the desert he 
wrote a book called At Azif— words used to denote the nocturnal sounds 

Tho book gives a description of tho pro-human worship of tho Old Onos, 

thoir banishment by tho older gods, and their imminent rotum. Tho rovola- 

tions of cosmic horror contained within its pages are so intense that there is 

a 40% probability of characters below level 5 changing alignment to 

chaotic (d6, 1-3) or going mad (4-6). This probability decreases by $% lar 
every level of the reader above 4th. 

It would appear that spells are given for summoning all of the Old Ones 

and their minions, and some spells for their control and dismissal, al- \ 

though these latter aro not always effective. Tho spoils are vory long and 

complicated, and not entirely comprehensible without long study and re¬ 
search. In fact, only magic-users of 18 intelligence havo a chance of 

understanding (and thereby using) them, and that chance is only 5% per 

level, starling at the 6th level. Many of the spells require that the "stars be 
right”, and can only take place at certain timos of tho year or in certain 

places. Attempting to cast any of the greater summoning spells will result 
in a straight 30% chance of the caster going insano. Tho spells don't always 

work: in particular they often fail to protect the magic-user from the thing 

he or she has called from the outer darkness. Such unfortunates are rarely 

seen again, although simulacra or zombie-like imitations sometimes ap¬ 
pear. 

In addition to The Necronomicon. there aro a number of other magical 
books giving information on tho Old Ones and their minions, including: 

The Book of Eibon, the Celaeno Fragments. Cu/res c/es Gou/es by the 
Comte cf Ertette. De Vermis Mysferiis by Ludvig Prinn. the Dhol Chants, the 

Pnakotic Manuscripts, and Unausprechfichen Kulten by Von Junzt. Most of 
these are histories, but some have powers similar to, but lesser than. The 

Necronomicon itself. These lesser books are not as dangerous to the 
magic-user or his surroundings. 

of insects which may be the voices of demons. Alhazred was later seized 

in the streets of a desert city by invisible demons and devoured horribly in 

front of many witnesses. Those who have studied his writings have some¬ 

times mot a fato noarly as torriblo. Tho book was bannod and all known 
copies were destroyed, but a few translated editions, retitled The 

Necronomicon. still oxist. 



The ancient Egyptians developed a culture lasting over 3.000 years. It is 
only natural that their faith would undergo a change in that time. Their 
deities aged, with Ra starting as the ruler and growing senile and Osiris 
taking over after being killed by Set and being brought back to life. The 

pantheon presented is one with Ra in prominence only because there are 
more beings of power in this early grouping. 

Tomplos wore many in Egyptian society, but each city had only one major 
deity. All the other deities could bo worshiped, but only in an inferior posi¬ 

tion. Temples always follow the same design and differ only in size and 
splendor. They are shaped in a large rectangle, and enclosed with high 
walls. The entrance (only one obvious one. though there are several secret 
ones) is supported by 2 largo pylons that aro marked with tho symbol of 
the god of tho city. There is always a largo public hall whose walls are 
covorod with hieroglyphics dopicting tho story of tho doity of tho tomple. 

but no imago of that being is ponnittod hero. There is always an inner 
sanctuary where the deity’s image is presented in the best materials the 

sod can afford (marble, alabaster, silvor. gold, and tho like). Near the 
temple is a cultivated gardon whore tho priosts and priostossos of tho 
tomplo havo to bathe ovory day. 

This nron is holy, and if dosocrntod, tho entire tomplo is rondored useless. 
Offerings aro always objocts that aro pleasing to tho oyo and made to 
dross up tho altar, oithor in the outer hall or the inner court. Only priests 
and pri’estesses are allowed in tho inner sanctuary. 

Clorics of loss than tho fourth lovol aro expected to sorvo their doity by 
sorving tho people with their knowledge, healing, or tho like. Clerics of 
tho fourth through tho sixth lovol sorvo tho needs of tho tomplo. oithor by 
being messengers, using their powers to fight for the sect, or whatever else 
tho higher clorics nood. Fomalo clorics can rise no higher than tho 9th lovol 
in ability, but it is nocossary for all 11 th level males or higher to take on a 

fomolo cloric os a consort and advisor, and those women ofton rulo in tho 
stoad of Ihoir male counterparts whon tho malos havo to bo away from tho 

tomplo. Tho fomalo clones koop all official tomplo rocords. All clorics woar 
white in some part of their dross, and it is a great sin to be stripped of white 
for any reason and is cause for going on a major quest of redemption if it 
hnppons. Othorwiso, clorics aro os other humans, save that tho malos 
shove thoir heads upon attaining tho fourth or higher levels, while the fe- 
mnlos woar long hair at all timos. Egyptian clerics can only rise in lovols by 
donating largo sums to tho soct for Its uso (In AD&D forms It Is nocossary to 

donate the equivalent of the needed experience points in gold in order to 
rise In lovols). 

RA (sun god) "Pharaoh to the Gods” 

Groator gad 

ARMOR CLASS: -3 
MOVE: 24’724- 
HIT POINTS: 400 

NO. OF ATTACKS: 0 
DAMAGE/ATTACK: Nil 

SPECIAL ATTACKS Hoat rays 

SPECIAL DEFENSES: Anti-magic shell. 

♦ 3 or better weapon to hit 

MAGIC RESISTANCE: 80% 
SIZE: M (S') 

ALIGNMENT: Neutral good 
WORSHIPER’S ALIGN: Neutral good 
SYMBOL: Solar disk encircled by a 

serpent 

PLANE: Prime Material Plane 
CLERIC/DRUID: 20th level cleric 
FIGHTER: 16th levol fighter 
MAGIC-USER/ILLUSIONIST: 19th level 

rnaglc-usor 

. THIEF/ASSASSIN: Nl 
MONK/BARD: Nl 
PSION 1C ABILITY: VI 
S:20 1:25 W: 25 D: 20 C: 25 CH:25 

Ra usually appears with tho body of a man and tho head of a hawk, sur¬ 
mounted by a solar disk. Often ho can be seen in the shape of a hawk. He 
can shape change at will, and has a permanent anti-magic shell which 
prevents the entrance of others' spell effects but allows Ra to cast his own 
spells. He can cast the light of day into any area he wishes. He rides 

through the air in a huge war galley made of part of tho sun and called the 
Mate! (this galley changes into a simple barge at night called tho 
Semktet). It travels at a rate of 24”, is surrounded by flames (which inflict 
40 points of searing damage on contact), and is never affected by magic. 

In battle, Ra has the power to shoot rays of intense hoat from his hands, 
two at a time, to a range of 500 yards. These rays inflict 4-40 points of 
damage, and cannot be nogatod by any power in tho univorso. 

This god provents fighting among tho othor boings of tho pnnthoon and is 
able to reduce all conflict to a state where only the clerics of each sect are 
able to do battle, with their respective gods never taking a hand, unloss Ra 
himself is out of commission. 

ANHUR (godofwarj 

Lesser god 

ARMOR CLASS: -5 
MOVE. 15-/24- 
HIT PONTS: 345 

NO OF ATTACKS: 2 
DAMAGE/ATTACK: 6-60 (♦14; 
SPECIAL ATTACKS: See bolow 
SPECIAL DEFENSES Ability negation 

(seo below..- *2 or better 
weapon to hit 

MAGIC RESISTANCE: 20% 
SIZE Af (T) 

ALIGNMENT: Chaotic good 

WORSHIPER S ALIGN: Warriors 
SYMBOL: A cord 
PLANE: Prime Malenal Plane 

CLERIC/DRUID: Nl 
FIGHTER: 20th levol ranger 
MAGIC-USER/ILLUSIONIST:8th level 

in each 
THIEF/ASSASSIN: 10th level assassin 

MONK/BARD: 7th lovol monlc 
PSIONIC ABILITY: VI 

S:25( + 7. -*-14; 1:19 W: 12 D:25 

Anhur is unusually tall and always appears as a human. He shape 
changes, but only whon attacked by more than one being. Ho will some¬ 
times take forms with moro than two arms to allow him to uso moro 

weapons. He commonly fights in *4 scale mail and his lance (the tip of 
which is mado out of a part of tho sun) is a * 5 woapon that hits for 6-60 
points of damage plus his strength bonus of 14 points. It destroys all un¬ 
dead within 50 yards, no matter what is shielding thorn. In combat. Anhur 

always magically negates his enemy's strongest ability (no saving throw 
applicable). 

A worshiper of Anhur offers sacrifices to him in battle, in the form of 
powerful enemies. If a follower of Anhur promises tho god a foo’s lifo as a 
sacrifice, and the foe is at least twice as powerful as the worshiper (con¬ 
sidering levels, hit points, special abilities, etc.), then if tho worshiper is 
successful, there is a 1 % chance that Anhur will immediately grant him or 

her sufficient experience to raiso one level of experience. 

C:25 CH: 12 
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ANUBIS (guardian of the dead) 

Lessor gcd 

ARMOR CLASS: -2 

MOVE: 12" 

HIT POINTS: 300 
NO. OF ATTACKS: 3/2 

DAMAGE/ATTACK: 3-30 
SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: Blink ability; ♦2 
or better weapon to hit 

MAGIC RESISTANCE: 80% 

SIZE: M (6) 

ALIGNMENT: Lawful good 
WORSHIPER’S ALIGN: All alignments 

SYMBOL: Blackjackal 

PLANE: Astro/ Plane 
CLERIC/DRUID: 20th levol cleric 

FIGHTER: 12th levol paladin 

MAGIC-USER/ILLUSIONIST: 20th level 

nwglc-usor 

THIEF/ASSASSIN: Nil 

MONK/BARD: NI 
PSIONIC ABILITY: III 

S: 24( ♦ 6, ♦ 12; 1:24 W:24 D: 19 C:22 CH: 19 

Anubis appears as a man with tho head of a jackal. Ho can animate any 

statue of himself, cast 2 charm monster spells at the same time, shape 
change at will, and short rango toloporf liko a blink dog. Tho god hates all 
thlovos, and If a tomb with hls Imago within Is bolng robbod. thoro Is a 5% 

chance that he will come and kill tho robber(s). 

If this tomb hns been consecrated especially to Anubis. there isj] 10% 
chanco that ho will como. but this involves tho intorcossion of a 10th level 

priost and tho sacrifice to Anubis of 50.000 gp worth of precious goms. 

In hls rolo as tho collector of souls for transportation to tho house of tho 
dead, thoro is a 20% chanco that a dead being (worshiping any Egyptian 

deity) will, while in the process of being raised from the dead by a cleric, 
attract the anger of the god, and as a result that cleric will be forced to go 

on a quest for the purpose of Increasing the power of the cult of Anubis (no 
sovlng throw; judge's option ns to tho quest). 

While tho god is porfoctly ablo to uso spoils or tho liko on his onomios. ho 
particularly likos to bito thorn to death and doos 3-30 points of damago 

when ho attacks. 

APEP (king of serpents) 

FREQUENCY: Uniquo 

NO. APPEARING: 1 
ARMOR CLASS: -4 

MOVE: 18" 
HIT DICE/POINTS: 250 hp 
% IN LAIR: 70% 

TREASURE TYPE: H (X 3) 

NO. OF ATTACKS: 2 
DAMAGE/ATTACK: 3-30 (bito)/4-24 

(constriction) 

SPECIAL ATTACKS: Poison, breath 
weapon 

SPECIAL DEFENSES: *3 or better 
weapon to hit 

MAGIC RESISTANCE: 40% 
INTELLIGENCE: High 

ALIGNMENT: Chaotic evil 

SIZE: L (300' long) 

PSIONIC ABILITY: Nil 

Attack/Defense Modes: Nil 

LEVEL/X.P. VALUE: X/28.350 

This creature of the Abyss is the deadly enemy of the gods, particularly 
Osiris. Apep is the physical embodiment of chaotic evil in the Egyptian 

mythos. He is usually attended by 5-50 flame snakes (q.v.). who act at his 
win. 

EGYPTIAN MYTHOS 

This great serpent not only has a poisonous bite (3-30 points damage and 
save at -4 or die), he can breathe 6-60 points of flame every other melee 
round in a 10" long by 4“ wide cone. Apep attacks as a 16* HD monster, 
with the ability to constrict for 4-24 points of damage. His scaly hide is so 
tough that >3 or better weapons are required to hit him. and nonmagical 

weapons shatter when they strike. 

APSHAI (god of insects) 

Demigod 

ARMOR CLASS: 3 

MOVE: 2V721- 
HIT POINTS: 289 

NO OF ATTACKS: 1 
DAMAGE/ATTACK: 6-60 
SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: ♦ / or better 
weapon to hit 

MAGIC RESISTANCE: 10% 
SIZE: L (15; 
ALIGNMENT: Neutral 

WORSHIPER'S ALIGN: Farmers 

SYMBOL: Praying mantis 

PLANE: Prime Material Plano 

CLERIC/DRUID: Ni 

FIGHTER: 15th levol fighter 

MAGIC-USER/ILLUSIONIST: Nil 

THIEF/ASSASSIN: Nil 

MONK/BARD: Nil 

PSIONIC ABILITY: VI 

S:20(*3. *8; 1:17 W: 25 0:18 C: 19 CH:-3 

Apshai is a great praying mantis, able to shape change at will and call on 
insect plague on a person, town, or country. Ho can control any type of 
insoct (of a non-divino naturo). 

His bito doos 6-60 points of damago and ho novor misses hls proy. 

BAST (cat goddess) 

Lesser goddess 

ARMOR CLASS: -2 
MOVE: 24- 

HIT POINTS: 300 

NO. OF ATTACKS: 2 
DAMAGE/ATTACK: 5-50/5-50 

SPECIAL ATTACKS: Shape change 
SPECIAL DEFENSES: ♦2 or better 

weapon to hit; also see below 

MAGIC RESISTANCE: 45% 

SIZE. M (6) 

ALIGNMENT: Chaotic good 

WORSHIPER S ALIGN: Chaotics of all 

types 

SYMBOL: Cat 
PLANE: G/adsheim 

CLERIC/DRUID: 15th lovol doric 

FIGHTER: 10th level fighter 

MAGIC-USER/ILLUSIONIST: 15th level 
in each 

THIEF/ASSASSIN: NI 
MONK/BARD: Ni 
PSIONIC ABILITY: I 

S:25(♦ 7, ♦ 14; 1:24 W: 10 D:23 

vvv 

v wVl- 

A? A 
/ \ 
✓ x 

C:20 CH:22 

Bast’s bitter enemies are Set and his minions. When fighting evil with her 
claws, she often te/eports about and shape changes so that she can use 

more daws in battle. She can sense evil within 100 yards. She is the 
protector of all cat kind, and there is a 2% chance that she will see a being 
killing one of the cat race. When this happens, she may (5%) do one of the 

following: come and kill the slayer, or demand that he or she devote one- 

half of the rest of his or her life to Bast. 
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All of her priests have a special power vs. snakes of all types. They gain 
4-1 when trying to strike them, and they gain a bonus of one point to every 
die of damage they do to them. All snakes save at -2 vs. their snake charm 
spells but the priests may never summon them in a spell. 

Weapons striking at Bast’s body have a 75% chance of shattering with 
every attempt, before they do damage. The goddess is also never 
surprised by anything. 

BES (god of lucfc] 

lessor god 

ARMOR CLASS -3 
MOVE 6’724- 
HIT POINTS: 210 
NO. OF ATTACKS: 3/2 
DAMAGE/ATTACK: 4-24 
SPECIAL ATTACKS: Never misses 
SPECIAL DEFENSES: See bolow 
MAGIC RESISTANCE: 100% 
SIZE: S (4) 
ALIGNMENT: Neutral 
WORSHIPERS ALIGN: Boings 

wishing for luck 
-SYMBOL: Dwaif woarlng a panlhor's 

skin and tail 
PLANE: Concordant Opposition 
CLERIC/DRUID: N1 
FIGHTER: 10th lovol fighter 
MAGIC-USER/ILLUSIONIST: 15thlovel 

in each 
THIEF/ASSASSIN: 15th level thief 
MONK/BARD: 8lh lovol bard 
PSIONIC ABILITY: VI 
5:24 ( ♦ 6. ♦ 12) 1:25 W: 10 D: 24 C: 25 CH: 15 

Bos oppoors os a mountain dwarf as described in tho MONSTER MANUAL. 
Ho is often found shape changing to watch and aid all types of creatures. 
Bos looks favorably upon all gambles and the greater tho risk (excepting 
foolhardy onos) tho bettor ho likos it. Thoro is a 5% chance that tho god 
will, if roally pleased (judge's option), give tho boing a luck stone, no 

. strings attached. (DMs must oxercise discretion with this.) 

His sword is a «-2 woapon and doos 4-24 points of damage, and it always 
hits. Ho always makos his saving throws; any woapon striking him needs a 
score of at least a natural 17. no matter what the pluses are; and he often 
fights whllo invisiblo (not appearing for tho striko as othors do). 

FLAME SNAKE 

FREQUENCY: Rare 
NO. APPEARING: 1 
ARMOR CLASS: 2 
MOVE: 3* 
HIT DICE/POINTS: I HD 
% IN LAIR: 80% 
TREASURE TYPE: H 
NO. OF ATTACKS: 1 
DAMAGE/ATTACK: 1-2 
SPECIAL ATTACKS: Breath weapon 
SPECIAL DEFENSES: Ni 
MAGIC RESISTANCE: 85% 
INTELLIGENCE: Low 
ALIGNMENT: Chaotic evil 

SIZE: S (!' long.) 
PSIONIC ABILITY Nil 

Attack/Defense Modes: Ni 
LEVEL/XP. VALUE: 11/45+ Iperhp 

This creature is an enemy of the gods, and is related to the great serpent 
Apep. It appears as a small harmless grass snake and is most often found 
sitting coiled on the highest pile of treasure in a tomb. 5 times in a 24 hour 
period it can blast flame up to 3“. inflicting 15 points of fire damage (save 
vs. breath weapon for half damage). The Egyptian hells swarm with flame 
snakes. 

GEB (god of the earth) also known as Seb or Qeb 

Greater god 

ARMOR CLASS -3 
MOVE: 12' (48') 
HIT POINTS: 339 
NO. OF ATTACKS: 2 
DAMAGE/ATTACK: 6-60/6-60 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES +3 or better 

weapon to hit: a/so see below 
MAGIC RESISTANCE: 30% 
SIZE: I (70V 
ALIGNMENT: Noutral 
WORSHIPER’S ALIGN: Noutral boings 
SYMBOL: Earth hieroglyph 

PLANE: Elemental Plane of Earth 
CLERIC/DRUID: NJ 
FIGHTER: 17th level fighter 
MAGIC-USER/ILLUSIONIST: 15th lovol 

magic-usor 
THIEF/ASSASSIN: Ni 
MONK/BARD: Ni 
PSIONIC ABILITY: VI 
S:25(+ 7. + 14; 1 22 W:20 D.23 

Geb appears as a heavily muscled man. He Is not affected by any physical 
weapon while he is standing on tho ground. Ho can shapo change at will, 
negate any spell having to do with earth (no save), and call up 2-12 earth 
olemontals to fight for him. once per day. Ho uses 2 magical dovicos that 
he is never without. The first is a crown that can summon 2-8 random 
monstors to fight for him onco a day. Tho othor is a staff that rogonoratos 
lost hit points for the holder at tho rate of 25 per melee round, and drains 5 
energy lovols por striko from any onomy it hits. Gob can striko with his fists 
for 6-60 points of damago each. 

HORUS (son of Osiris) 'The Avenger" 

Lesser god 

ARMOR CLASS: -2 
MOVE. 15-/15- 
HfT POINTS: 359 
NO. OF ATTACKS: 2 
DAMAGE/AHACK: 3-36 (+ 14: 

spoor)!3-30 (♦ 14: sword.) 
SPECIAL ATTACKS: Soo bolow 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 75% 
SIZE: hi (6W) 
ALIGNMENT: Lawful noutral 
WORSHIPER’S ALIGN: Lawful neutral 

and anyone seeking vengeance 
SYMBOL: Hawk 
PLANE: Nirvana 
’CLERIC/DRUID: Nd 
FIGHTER IWi level paladin 
MAGIC-USER/ILLUSIONIST: 16thlovel 

magic-user 
THIEF/ASSASSIN: Ni 
MONK/BARD: Ni 
PSIONIC ABILITY: VI 
S:25( +7. ♦ 14j 1:25 W:21 D:25 C: 23 CH:24 

I torus appears on the earth as a muscular man with a hawk’s head, and his 
main attribute is the ability to triple the power of any weapon or magic 
item he uses. He uses a wand of fire, which in his hands shoots an 18 dice 
fireball, and he can cast monster summoning VII, shape change, and 
pipjoct image at will. His sword nullifies all Hist through fifth lovul spells 
used against him and is a *3 woapon striking for 3-30 points of damago. 
His 30 foot spear strikes for 3-3G points of damage and will instantly kill 
any being that is in shape changed form (no saving throw). Note that the 
effects of these weapons if used by others are much less: the sword would 
be ♦ 1. do 1-10 points of damage, and only nullify first and second level 
spelts: the lance will do 1-12and only paralyze theshape changed, etc. 
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Horus is not affected by the first blow of any given weapon used against 

him. 

This god is very aware of any avenging human. When a "good" person 

seeks righteous revenge, there is a 5% chance that the god will aid by 

increasing all of the being's ability scores to 19 until the deed is done. 

Nephthys is also a goddess of wealth and the protector of the edge of civi¬ 

lization, where fields meet deserts. Nephthys' clerics are expected Ic 

protect her worshipers and diligently root out evil. In return, they expect 

monetary support from the worshipers to enable them to continue theii 

crusades. 

ISIS (goddess of magic and fertility) OSIRIS (god of nature and the dead) 

Groator goddess 

ARMOR CLASS: -2 

MOVE: ?2"/24" 

HIT POINTS: 300 

NO. OF ATTACKS-, 3/2 
DAMAGE/ATTACK: 1-10 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: +3 or better 

weapon to hit; also see below 

MAGIC RESISTANCE: 90% 

SIZE: M (S'A') 

ALIGNMENT: Neutral good 

WORSHIPER’S ALIGN: Neutral good 

and beings dealing with magic 

SYMBOL: Ankh and star 

PLANE: Elysium 

CLERIC/DRUID: See below 

FIGHTER: 10th level fightor 

MAGIC-USER/ILLUSIONIST: Soo 

bo/ow 

THIEF/ASSASSIN: Nil 

MONK/BARD: Nil 

PSIONIC ABILITY: / 

S: 10 1:25 W: 25 D: 20 C: 19 CH:25 

Isis usually appoars as a boautiful woll-proportionod fomalo. Sho can uso 

any spoil as a 20th lovol spoil-castor an unlimitod number of timos. Sho 

wears a magical headdress that puts her in contact with any Egyptian god 

any timo sho wills. Sho understands tho fashioning of magical charms as 

no othor bolng, and is ablo to form thoso so that oach rosists tho offocts of 

ono spoil only. Sho givos thoso to beings sho particularly favors of tho 

good or neutral alignments. The giving of these charms often does not de¬ 

pend on actions, just her whims. They ore usually given (5% chance) upon 

tho creation of a now spoil or magic itom not known boforo. 

NEPHTHYS (goddess of wealth and protector of the dead) 

Lessor goddoss 

ARMOR CLASS: 2 

MOVE: 12*712' 

HIT POINTS: 200 ' 

NO. OF ATTACKS: 3/2 

DAMAGE/ATTACK: By weapon typo 

SPECIAL ATTACKS: Death rays 

SPECIAL DEFENSES: *2 or bettor 

weapon to hit 

MAGIC RESISTANCE: 40% 

SIZE: M (5<) 

ALIGNMENT: Chaotic good 

WORSHIPER'S ALIGN: Chaotic good 

SYMBOL: Horns around a lunar disk 

PLANE: Olympus 

CLERIC/DRUID: /5th (eve) deric 

FIGHTER: 8th level fighter 

MAGIC-USER/ILLUSIONIST: 17lh level 

magic-user 

THIEF/ASSASSIN: Nl 

MONK/BARD: Nil 

PSIONIC ABILITY: VI 

S: 17(+ 1, + 1) 1:2? W: 18 D:23 C: 20 CH:22 

Nephthys is the twin sister to Isis, and appears as a beautiful woman. She 

protects chaotic good souls (of the Egyptian cults) after death. She hates 

ovil of any sort, and will attempt to destroy it by means of the twin death 

rays she can project from her eyes (save at -6 applicable) to a range of 

12". Nephthys was once married to Set. but she left him when that god 

turned to evil. 

Greater god 

ARMOR CLASS: -2 

MOVE: 24V48- 

HfT POINTS: 400 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 3-30 (* 12) 

SPECIAL ATTACKS: Soo bolow 

SPECIAL DEFENSES: *3 or better 

weapon to hit; also see below 

MAGIC RESISTANCE: 80% 

SIZE: M (T) 

ALIGNMENT: Lawful good 

WORSHIPER'S ALIGN: Lawful good 

and farmers 

SYMBOL: White crown 

PLANE: Prime Mater/a/ Plano 

CLERIC/DRUID: 20th level cleridUth 

lovol druid 

FIGHTER: 16th level ranger 

MAGIC-USER/ILLUSIONIST: 20th lovol 

magic-user 

THIEF/ASSASSIN: Nl 

MONK/BARD: 15th lovol bard 

PSIONIC ABILITY: V 

S:24(♦ 6. ♦ 12) 1:25 W: 25 D: 19 C:25 CH:24 

Osiris usually appoars as a muscular groon man. Ho is tho lord and pro¬ 

tector of tho dead. Vegetation or anything made out of vegetation has no 

offoct on tho god. His also is tho power to raiso tho doad, no mattor ho* 

long in that condition. 

Anyono touching his body in battlo instantly dios (saving throw vs. dooth 

applicable). At will, ho shapo changes, controls all forms of vogototion 

(making it shrink or grow), and ho can uso any woapon ovon if that 

weapon is magically tied to its owner. He has a crown with tho power to 

see all invisible objects and illusions for what they are. and negate all 

fourth or lowor lovol spoils cost nl him (no saving throw). Ho usos a scoptor 

in battlo that acts os a rod of cancellation with unlimitod chargos. and 

strikes for 3-30 points of damage. 

This god is very awaro of his clorical worshipers, and if ono does a groat 

dood for tho religion (judgo's option), that cloric may (5%) bo givon a 

wish. Osiris is second only to Ra in power and rules in Ra's absence. 

PHOENIX 

FREQUENCY: Unique * 

NO. APPEARING: I 

ARMOR CLASS: 3 

MOVEmrr7T4~ 
HIT DICE/POINTS: 50 hp 

% N LAIR: 50% 

TREASURE TYPE: H(X 2) 

NO. OF ATTACKS: 3 

DAMAGE/ATTACK: 3-18/3-18/4-24 

SPECIAL ATTACKS: Flame 

SPECIAL DEFENSES: Soo bolow 

MAGIC RESISTANCE: See below 

INTELLIGENCE: Low 

ALIGNMENT: Neutral 

SIZE: L (60‘ ♦ wingspreod) 

PSIONIC ABILITY: Ni 

Attack/Defense Modes: Nil 

LEVEL/X.P. VALUE: )X/r>ot applicable 

The phoenix was said to exist and be watching at the time of the creation 

of the universe, and it stands for everlasting life beyond even tho power of 
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gods to attain. It regenerates 5 points per melee round and no magical 

spoil con affect the creature. The bird is constantly burning, and anything 

within 10 yards of it takes 25 points of fire damage per melee round (no 

saving throw) even if resistant to fire and heat. Any weapon less than *4 

will melt when striking the body of the creature, doing no damage. 

If assaulted the phoenix will defend itself, attacking as a 12 hit dice 

monster with its wings (for 3-18) and its beak (4-24), plus its heat damago. 

If killed, the phoenix’s body is consumed by its own flames in a great ex¬ 

plosion of heat that incinerates everything within 5". If creatures within 

this radius savo (vs. breath weapons, or magical fire, if an object), they 

only take 10-100 points of damago from the oxplosion. 

3-18 rounds after its death, the phoenix will be reborn whole from Its own 

ashes. There is no way by which the phoenix can bo killed permanently. 

Even if its ashes are destroyed, it will rise again, seemingly out of nothing¬ 

ness 

PTAH (creator of tho univorso) "Oponor of the Ways" 

Gioator god 

ARMOR CLASS: -5 

MOVE: Infinite 

HIT POINTS: 390 

NO. OF ATTACKS: 2 

0AMAGE/ATTACK: 1-100 ( * 9) 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: +3 or hotter 

wea/xon to hit 

MAGIC RESISTANCE: 70% 

SIZE: S (4) 

ALIGNMENT: Lawful neutral 

WORSHIPER’S ALIGN: Lawful neutral 

SYMBOL: Apis bull 

'PLANE: Ethereal 

CLERIC/DRUID: 20th lovol clorlc 

FIGHTER: 14th lovol fighter 

MAGIC-USER/ILLUSIONIST: 25th lovol 

magic-user 
THIEF/ASSASSIN; Nil 

MONK/BARD: Nl 

PSIONIC ABILITY: II 

5:21 ( + 4, +9J 1:25 W: 25 D: 18 C: 23 CH: 20 

Plah appears as a dwarf with eyes that reflect the universe. He exudes a 

feeling of great power. According to legend, Ptnh formed the Prime Ma¬ 

terial Plano out of the Elhoroal, and croated tho Egyptian panthoon of 

gods. However, he is not really a member of their group, and generally 

makes his own way. 

Plah is a master of planar travel. His gaze can force others out of the Prime 

Material Plano to a plane of Ptah's choice, one being per round (savo vs. 

spells at -$). Ho con teleport anywhere in the multivorse with accuracy, 

and there is no limit to tho speed with which ho can travel through any 

medium. In combat he never uses armor and fights with the Scepter of the 

Gods. This weapon tolls its user of the strong points of any enemy faced, is 

able to nullify one of any typo spell.or magical device used against it per 

melee round, and also hits for 1-100 points of damage per strike. 

Ptah enjoys new ideas and devices. When a being creates a device that is 

highly useful there is a 5% chance that the god will reward that being with 

a Thet. This chance goes up by 5% if that being is a worshiper of the cult 

and 10% if that being is a cloric. Tho Thot is an amulet geared to do one of 

two things: it can project an anti-magic shell around the user which does 

not effect the user's ability to cast spells, or it enables the wearer to be¬ 

come ethereal once a week. In either form, a Thet has 2-12 charges. 

SEKER (god of light) 

Lessor god 

ARMOR CLASS: -2 

MOVE: 24- 

HIT POINTS: 300 

NO. OF ATTACKS: 2 

DAMAGE7ATTACK: 3-30 (-* 14: 

halberd; or 2-24 (*■ 14: mace,) 

SPECIAL ATTACKS: Soo bolow 

SPECIAL DEFENSES: ♦2 or better 

weapon to hit 

MAGIC RESISTANCE: 40% 

SIZE M (6'A) 

ALIGNMENT: Neutral good 

WORSHIPER’S ALIGN: Worshipors of 

light 

SYMBOL: Hnwk-hoadod mummy 

with an onkh In his right hand 

PLANE: Elysium 

CLERIC/DRUID: 13th lovol in oach 

FIGHTER: 15th level paladin 

MAGIC-USER/ILLUSIONIST: 12th level 

in oach 

THIEF/ASSASSIN: Nil 

MONK/BARD: Nil 

PSIONIC ABILITY VI 

S:25( ♦ 7, ■* 14; 1:18 W: 18 D: 25 C: 24 CH:24 

Cousin to Shu. Soker nppenrs ns a rnther ordinary man. This god Is rolont- 

loss in his offorts to dostroy all ovil on tho onrth. Ho always fights with his 

halberd, which doos 3-30 points of damago. Ho also usos a *3 maco of 

disintegration; anything it hits must save vs. spells or be disintegrated. If 

tho savo is successful, tho maco still inflicts 2-24 points of damago. 

Ho costs shafts of light from his hands that kill any undoad thoy touch 

(rango 500 yards), and ho shapo changos at will. 

Sokor is ono of tho gods of tho aftorworld. and protocts noutral good souls 

(of the Egyptian cults) after death. 

SET (god of evil and the night) 

Greater god 

ARMOR CLASS: -4 

MOVE: 18" 

-HIT POINTS: 378 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 7-70 

SPECIAL ATTACKS: Alignment 

cliange 

SPECIAL DEFENSES: Poison skin; «-3 

or better weapon to hit 

MAGIC RESISTANCE: 59% 

SIZE: M (T) 

ALIGNMENT: Lawful evil 

WORSHIPER'S ALIGN: Evil beings 

SYMBOL: Coiled cobra 

PLANE: Nine Hells 

CLERIC/DRUID: 15th level cleric 

FIGHTER: 17fh level fighter 

MAGIC-USER/ILLUSIONIST: 30th level 

illusionist 

THIEF/ASSASSIN: 15th level assassin 

MONK/BARD: Nil 

PSIONIC ABILITY: D 

S: 14 1:25 W:23 0:20 C:25 CH:-2 
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Set is a scaled humanoid with the head ol a fierce jackal. He is totally 

dedicated to the spreading of evil and has attributes to match. He can 

change any being’s alignment from neutral or good to lawful evil with a 

touch (saving throw applicable); these changed beings become Minions 

of Set (see below). He uses a Spear of Darkness that is a jet black ♦ 4 spear 

that hits for 7-70 points of damage. His skin is also deadly poisonous to the 

touch. 

There is a 5% chance that Set may be watching when one of his worshipers 

doos a highly ovil act. and if so. Set will lond that being 2-20 Minions of Set 

for 12 weeks. 

Set is the implacable enemy of Osiris and Hocus, and will attempt to thwart 

them through othors whenever possiblo. 

Minions of Set 

FREQUENCY: Uncomrron 

NO. APPEARING: 1-20 

ARMOR CLASS: -2 

MOVE: 12" 

HIT DICE/POINTS: 25 fp 

% IN LAIR: 0% 

TREASURE TYPE: Nil 

NO. OF ATTACKS: 3/2 

DAMAGE/ATTACK: 1-12 (bite), by 

woapon typo, or by form 

SPECIAL ATTACKS: Soo bolow 

SPECIAL DEFENSES: Save as 10th 

lovol fighters 

MAGIC RESISTANCE: 10% 

INTELLIGENCE: High 

ALIGNMENT: Lawful ovil 

SIZE: M (610 

PSIONIC ABILITY: Nil 

Attack/Defense Modes: Nil 

LEVEL/X.P VALUE: VI500 

Minions aro ablo topo/ymorph thomsolvos into giant snakos that bito for 1- 

12 points of damage. They fight and save os 10th level fighters. They 

appear in black scaly plate mail and use broadswords. They are fully intel¬ 

ligent and act as go-botwoons for Sot and mankind. Thoso boings novor 

nood to chock morale. 

Somo minions aro also ablo to polymorph thomsolvos into cavo boars, 

giant crocodiles, or giant scorpions. 
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SHU (godoffheslcyj 

Lesser god 

ARMOR CLASS: -6 

MOVE: 12"/48~ 

HIT POINTS: 346 

NO OF ATTACKS: 3/2 

DAMAGE/ATTACK: Seo bolow 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: *2 or better 

weapon to hit a/so see below 

MAGIC RESISTANCE: 69% 

SIZE: M 16) 

ALIGNMENT: Lawful good 

WORSHIPER’S ALIGN: Good beings 

SYMBOL. Ostrich feather 

PLANE: Elemental Plano of Air 

CLERIC/DRUID: 15th level cleric 

FIGHTER: 12th lovol paladin 

MAGIC-USER/ILLUSIONIST: /5th lovol 

magic-user 

THIEF/ASSASSIN: Nil 

MONK/BARD: Nil 

PSIONIC ABILITY: W 

S: 16(0. * 1) 1:20 W: 23 D:20 C:23 CH.19 

Twin brother to Tefnut, this god appears as a normal man. At will he can 

levitate, shape change, create the light of day os Ra. and coll forth 1-10 

16 HD air olementals once per day. Ho is not affected by any form of hoat. 

He wears *5 scale mail made of phoenix feathers, which enables him to 

surround himself in flames which causo 25 points of damago to any who 

come in contact with thorn (no saving throw). 

Ho uses a doublo strength staff ol the magi in battle. A touch of his skin ’• 

causes things to wither (saving throw vs. spells applicable): metal turns 

weak and shattors, flesh rots, and vogotablo mattor drios and turns to dust. 

TEFNUT (goddess of storms and flowing water) 

Lossor goddoss 

ARMOR CLASS: -2 

MOVE: 24- 

HIT POINTS: 223 

NO. OF ATTACKS: 3/2 

DAMAGE/ATTACK: By woapon typo 

SPECIAL ATTACKS: See bolow 

SPECIAL DEFENSES: ♦2 or better 

woapon to hit 

MAGIC RESISTANCE: 69% 

SIZE: M (6) 

ALIGNMENT: lawful good 

WORSHIPER’S ALIGN: Lawful good 

SYMBOL: Lioness head 

PLANE: Elemental Plano of Water 

CLERIC/DRUID: 18* level deric 

FIGHTER 8th level fightor 

MAGIC-USER/ILLUSIONIST: 13thlevel 

magic-user 

THIEF/ASSASSIN: Ni 

MONK/BARD: Ni 

PSIONIC ABILITY: VI 

S: 16(0. * 1) 1:20 W: 23 D:20 C:23 CH: 18 

Tefnut has the power to call up wind storms, shape change at will, spealt 

with the dead, and summon water monsters (depending on what is in the 

one mile radius around her). 

This goddess will attack with 2 lightning bolts per melee round, each doing 

24 points of damage up to a maximum range of 1.000 yards. If these do not 

work she will te/eport away from the scene of battle. 

Shu is Tefnut's brother, and he is very protective of his sister. Anything that 

dares to harm her will suffer his immediate vengeance, and there is a 75% 

chance that Horus will also help. 
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THOTH (god of/cnow/edgej 

Greater god 

I-\ 
ARMOR CLASS: -4 

MOVE: 12124" 

HIT POINTS: 389 

NO. OF ATTACKS: ) 

DAMAGE/ATTACK: By weapon type 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 98% 

SIZE: M (8.1,’) 

ALIGNMENT: Neutral 

WORSHIPER’S ALIGN: Seekers of 

knowledge 

SYMBOL (bis 

PLANE: Concordant Opposition 

CLERIC/DRUID: Nl 

FIGHTER 5th lovol fighter 

MAGIC-USER/ILLUSIONIST: 30th level 

in each 

THIEF/ASSASSIN: Nil 

MONK/BARD: Nil 

PS IONIC ABILITY: I 

S:20( ♦ 3. *8) 1:25 W: 25 D: 20 C: 24 CH: 18 

Thoth was tho teacher of the gods, and this rolo allows him full knowledge 

of ovorythlng and anything, particularly magic. His spoils always inflict 

maximum possiblo damago (saving throws nro still applicable). 

As knowledge is discovered on the Prime Material Plane in the form of 

spells, devices, natural occurrences, and the like, he is instantly aware of 

it. Ho is never without his scepter which dolivors a death spoil at a touch. 

He has a set of 3 books that detail all clerical knowledge, all magical 

knowlodgo, and all divine knowledge. Thoy have boon stolon several 

times during his existence, much to the regret of the thieves when Thoth 

caught up to them. 

Thoth is able to negate any known magical or physical force at a range of 

up to 100 yards. In other words, since ho has been attacked by a fireball in 

tho past ho negates tho power of such things automatically within that 100 

yard radius. He can negate only one such power per round. 

Worshipers of Thoth are primarily interested in the acquisition and spread 

of knowlodgo. 

TRUE ANKH 

This magical device, carried by all of the gods of the Nile at one time or 

another, enables thorn to raiso any dead creature fully (as tho spoil) as 

long as all of tho body pieces aro prosent at tho time of the raising. Tho 

device will kill by fire any non-divine being that touches it. It is about one 

foot long, with a cross shape, having a loop on the top. It is usually bright 

blue in color. Thoro aro only 7 of thoso in any givon plane at any one time. 

Non-mngical ankhs aro used as holy symbols by many clerics of Egyptian 

doitios. 

HIEROGLYPHS 

Egyptian writton languago did not uso an olphabot os wo know it: rathor, 

idoas wore* convoyod by moans of hieroglyphs, or word-picturos. Each 

hieroglyph could moan one simple word, or it could stand for a whole 

phraso or concopt. A hioroglyph could bo altorod slightly with tho offoct of 

nogating, omphasizing, or otherwise modifying tho moaning of tho baso 

hioroglyph; howovor, this practice tondod to confuso moanings whon 

artists couldn’t agree on their depictions. Later, archaeologists would face 

thoso samo difficulties in trying to uncover tho moanings of tho hiero¬ 

glyphs thoy found. 

DMs using the Egyptian pantheon may wish to uso hieroglyphs on maps, 

scrolls, tomplo writings, and ariywhoro olso runos might bo found (warn¬ 

ing of dangor ahead, otc.). Thoso hieroglyphs can bo combinod to rnako 

phrases and sentences; for more information consult The Book of tho 

Doad, a translation of ancient hieroglyphs found in Egyptian tombs. 
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The stories of this mythos are magnificently told in The Kalevala, the 

Finnish national epic. These tales focus on the exploits of the heroes, 

rathor than the gods. Tho heroes of The Kalevala are very powerful; they 

possess abilities beyond those of mortal men. and most have divine 

ancestors. They even have brushes with the gods (though only Vain- 

amoinon is poworful and skillful enough to successfully meddle with tho 

gods). 

Tho coro of tho oplc Is tho continuing conflict botwoon Kalevala. tho land 

of good heroes, and Pohjola. the land of evil and wizardry. All of the 

heroes aro groat bards, and make mighty magics with their songs. Tho 

clerics of the gods consider themselves above normal and are 

gonorally well-respected and/or feared. They have no qualms about using 

spoils to chastlso those who offend thorn or threaten their powor. 

GREAT TREE 

Tho fragments of this tree can bo used to make various magic itoms. Each 

branch can bo made into 1-10 magic arrows or a ♦! magical spear. Tho 

wood of this troo moroly supplies tho raw materials for those items. It can¬ 

not just be cut into the shape of magic weapons; it still must be enchanted 

properly. 

MAGIC WOOL 

Corlain mighty porsons of Pohjola have somo of this matorial which, whon 

rubbed against the flesh, produces a flock of 30 sheep once a month. 

RAKE OF IRON 

Mils itom appears 3' in longth but. bocauso of its magical naturo and 

purposo, it can elongate to os far as tho usor wishes (up to 200 yards). This 

rake was used by Lemminkainen's mother in recovering his body, which 

was deep undor water. There is a 10% chance per stroke of raking out a 

spoclflc Itom from undor tho water If Its approximate location Is known. 

VAINAMOINEN (hero) 

ARMOR CLASS 4 

MOVE: 15- 

HIT POINTS: 250 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 8y woapon typo / 

SPECIAL ATTACKS: See below jl 

SPECIAL DEFENSES: Immune to HL 

charm and disoaso 

MAGIC RESISTANCE: Standard / 

SIZE: M (71) / 

ALIGNMENT: Lawful good /i 
CLERIC/DRUID: J2th lovol doric / A 
FIGHTER. 20th lovol paladin j :'4 

MAGIC-USER/ILLUSIONIST: 12thlevel / '{M 

Illusionist I 
THIEF/ASSASSIN: Nil 

MONK/BARD: 23rd lovol bard 

PSIONIC ABILITY: Nil 

Attack/Defense Modes: Nil 

S: 19(♦ 3. *7) I: 18 W: 18 D: 24 C:20 CH: 

£i\ 

Vainamoinen is the Kalevala's greatest hero and minstrel. His mother is 

llmatar (q.v.), so Vainamoinen has divine ancestors (like many of the 

Finnish heroes). He is called 'Son of the Wind” by his friends and enemies 

alike. 

Vainamoinen appears as an elderly fighter wearing *5 leather armor. He 

has two weapons which he wields alternately: a *5 battle axe and an in¬ 

telligent + 3 sword of sharpness. This sword talks, and it can cast a fear 

spell once per day He wears a girdle of cloud giant strength (which gives 

him a strength of 23). He has two magical crossbows: one combines the 

abilities of crossbows of accuracy, distanco and speed, and tho other, once 

started, loads and fires itself at Vainamoinen's enemies until stopped 

(much liko tho way a dancing sword fights by itself). 

In addition to his clerical, illusionist and bardic spoil powors. Vainamoinen 

can shape change, dispel magic, and use monster summoning l-IV at will. 

He is immuno to tho effects of charm-typo spells and disoaso. 

■-wi 
Vainamoinon has two spocial methods of transportation. Ho has a spocial 

horse (AC 3. MV 24‘. HD 10. tp 59. ffAT 3. D 1-10/1-10/1-6, Immuno to 

magical attacks) that can pull his sledges across land or water, drawing 

weights of up to 300.000 gp with no appreciable loss of speed. He has a 

canoo-sizod boat that can carry hugo quantities of objocts in much tho 

samo mannor as a bag of holding: it can hold up to 00,000 gp of woighl in 

a volume of 1.000 cubic foot. 

AH TO (god of the seas and waters) 

Groator god 

ARMOR CLASS: 2 

MOVE: 181241/24“ 

HIT POINTS: 324 

NO. OF ATTACKS: 312 

DAMAGE/ATTACK: 2-20 (*12) 

SPECIAL ATTACKS: Wind and wafer 

spells 

SPECIAL DEFENSES: *3 or better 

weapon to hit 

MAGIC RESISTANCE: 100% h wafer; 

50% otherwise 

SIZE: M (7J 

ALIGNMENT: Neutral good 

WORSHIPER'S ALIGN: Neutral good 

SYMBOL: Rippling water wave 

PLANE: Elemental Plane of Water 

CLERIC/DRUID: ?0fh lovol cloric 

FIGHTER: 1A level fightor 

MAGIC-USER/ILLUSIONIST: J5fh level 

in each 

THIEF/ASSASSIN: Nil 

MONK/BARD: JOfh level bard 

PSIONIC ABILITY: IV 

S3*{ ♦ 6. ♦ J2; 122 W: 24 D: 22 

& 

C:23 CH:23 

Ahto appears to the world as a green-bearded man. but he rarely reveals 

himself to mortals. When called on to aid them, he sends the Water Dwarf 

(q.v.). He can use any spell involving wind or water as a 40th level spell 

caster. He fights with a -*4 sickle that strikes for 2-20 points of damage. 

Sacrifices are made to Ahto by placing the objects into deep water and 

calling on him. 
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Water Dwarf (Ahfo's shield man) 

FINNISH MYTHOS 

ARMOR CLASS: -2 

MOVE: 12" 

HIT POINTS: 99 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: By weapon fype 

SPECIAL ATTACKS: Magical crossbow 

SPECIAL DEFENSES: Regeneration 

MAGIC RESISTANCE: Standard 

SIZE: S (4) 

ALIGNMENT: Lawful good 

CLERIC/DRUID: NJ 

FIGHTER: !6fh level ftghfer 

MAGIC-USER/ILLUSIONIST: Nil 

THIEF/ASSASSIN: N! 

MONK/BARD: Nil 

PSIONIC ABILITY: N1 

Attack/Defense Modes: Ni 

S: 18(37.) (♦ 1. *3; 1:16 W: 15 D: 18 C: 18 CH:7 

This dwarf is often sent on missions for Ahto. and at these times ho is care¬ 

fully obsorvod by tho god. There is a 25% chance that Ahto will aid him in 

any difficulties he encounters and 100% chance that the god will appear if 

the dwarf is slain. 

Ho usos a crossbow of accuracy at twico tho usual rate of fire. For hand-to- 

hand combat he uses a +3 mace. Ahto has given him the ability to regen¬ 

erate 5 points per moloo round when within 50 feet of a body of water. 

HIISI (god of evil) 

Grontor god 

ARMOR CLASS: 2 

MOVE: 18- 

HIT POINTS: 333 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 4-40 (♦ f2) 

SPECIAL ATTACKS: NI 

SPECIAL DEFENSES: See bolow 

MAGIC RESISTANCE: 45% 

SIZE: ffi (7) 

ALIGNMENT: Chaotic ovll 

WORSHIPERS ALIGN: Chaotic ovil 

SYMBOL: Lightning bolt in tho night 

sky 

PLANE: Prime Material Plane 

CLERIC/DRUID: 15th level cleric 

FIGHTER: 15lh lovol fighfor 

MAGIC-USER/ILLUSIONIST: 15th level 

illusionist 

THIEF/ASSASSIN: J5fh level assassin 

MONK/BARD: 15fh level bard 

PSIONIC ABILITY: VI 

S :24( +6, ♦ 12J 1:22 W: 10 D:21 C:22 CH:23 

This god always appears as a huge, richly robod man with coarso features. 

His giant club does 4-40 points per strike. He constantly aids evil creatures, 

but doos not like to directly onter dottle, preferring to sit on tho sidelines 

while sending in a group of 1-10 evil heroes (AC 2. 4th level, armed with 

swords). 

Evil bolngs nro unoblo to do any damage to him oithor diroctly or in- 

ILMARINEN (hero; 

ARMOR CLASS: 0 

MOVE: 15- 

HIT POINTS: 16Z 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 1-10 (* 7) 

SPECIAL ATTACKS: See bolow 

SPECIAL DEFENSES: Nil 

MAGIC RESISTANCE: Standard 

SIZE: M (6) 

ALIGNMENT: Neutral good 

CLERIC/DRUID: 5fh level druid 

FIGHTER: 15th level fighter 

MAGIC-USER/ILLUSIONIST: 9lh level 

In each 

THIEF/ASSASSIN: NJ 

MONKVBARD: 15th level bard 

PSIONIC ABILITY: Nil 

Attack/Defense Modes: Nil 

S: 19( ♦ 3. *7) 1:18 W: 17 D: 18 C: 19 CH: 17 

llmarinen is a blacksmith of great magical power, with the ability to create 

mighty magic items of many sorts. He is a massively built man who wears j 

♦ 4 leather armor and wields a -*4 hammer that strikes for 1-10 points of 

damage. He has a magical sledge that pulls itself at a rate of 21" and can 

travel ovor land or water. When traveling Incognito or among enemies, 

llmarinen will yoke door to tho front of this slodgo to conceal its magical 

naturo. 

ILMATAR (goddess of mothers) 

Lossor goddess 

ARMOR CLASS: 4 

MOVE: 12724- 

HIT POINTS: 200 

NO OF ATTACKS: 1 

DAMAGE/ATTACK: By woapon type 

SPECIAL ATTACKS: NI 

SPECIAL DEFENSES: NI 

MAGIC RESISTANCE: 50% 

SIZE: M (57 

ALIGNMENT: Lawful good 

WORSHIPER S ALIGN: Lawful beings 

of all types 

SYMBOL: Looped cross 

PLANE: FYime Material Plane 

CLERIC/DRUID: 13th level in each 

FIGHTER. 10th level paladin 

MAGIC-USER/ILLUSIONIST: 20fh level 

magic-user 

THIEF/ASSASSIN: Ml 

MONK/BARD: 9th level bard 

PSIONIC ABILITY: Ni 

S: 14 1:19 W: 22 D: 20 C: 22 CH: 19 

llmatar is Vainamoinen's mother and is described as the Daughter of the 

Air. She can instantly gate in any Finnish god or goddess, and they will 

help her or her son. as they all owe her favors. She has a hand-sized ball 

that she carries in a copper box. This ball has written upon it all of the 

legends of creation and the spells used in that formation. She is able to use 

this thing to know all of the powers and abilities of any being that ever 

existed. She also has a sledge that moves by itself on the land, air, and 

water at a rate of 24". 
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KIPUTYTTO (goddess of sickness; "Mother ofthe Plague" 

Dem igoddess 

ARMOR CLASS: 2 

MOVE: 12V24" 

HIT POINTS: 189 

NO. OF ATTACKS: 1 

DAMAGE/ATTACK: By weapon type 

SPECIAL ATTACKS: Disease 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 25% 

SIZE U (5) 

ALIGNMENT: Chaotic evil 

WORSHIPER’S ALIGN: Chaotic evil 

SYMBOL: Batlorod metal bowl over 

a flame 

PLANE: Torlerus 

CLERIC/DRUID: 14th level In each 

(harming spoils only) 

FIGHTER: 4th level fighter 

MAGIC-USER/ILLUSIONIST: 15th level 

In oach 

THIEF/ASSASSIN: Ni 

MONK/BARD: Nil 

PSIONIC ABILITY Ni 

5:19(4-3,4-7; 1:19 W: 19 D: 19 C: 19 CH:6 

Kipulyllo is able to cast a sickness (saving throw applicable) that will take 

away 5 hit points from its victim per turn until dead or cured. Anything that 

touches her will rot away, including swords, armor, claw, or fang. Sho is 

very fond of floating above a battle invisibly and affecting thoso that have 

minor wounds and aro forced to rotroat. 

Sho nppoars to the world most ofton as a black skinnod, twisted old crone 

with a scarrod faco. Tho inombors of hor cult soom to havo all suffered 

from somo wasting disease and boar tho marks on Ihoir faces. 

KULLERVO (hero; 

ARMOR CLASS: 1 

MOVE: 15' 

HIT POINTS: 119 

NO. OF ATTACKS 2 

DAMAGE/ATTACK: 1-10 ( * 7) 

SPECIAL ATTACKS: See below 

SPECIAL OEFENSES: Impervious to 

fire 

MAGIC RESISTANCE: Standard 

SIZE M (\><A) 

AUGNMENT: Chaotic noutral (ovll) 

CLERIC/DRUID: NI 
FIGHTER: 19th level fighter 

WAGIC-USER/ILLUSIONIST: 8th level 

h each 

IHIEF/ASSASSIN; 10th level thief 

M0NK/BAR0 5th level bard 

PSIONIC ABILITY NI 

Attack/Defense Modes: Nil 

5:19(4-3. *7) 1:15 W. 6 D 18 C: 19 CH: 14 

Kullorvo is tho foil of tho good horoos of Kalovala. Ho is doomod to 

eventually betray Kalevala and become evil, and acts as if he knows it. 

Kulervo wields a 4-2 axe of sharpness (as the sword of the same name) 

Iful strikes for 1-10 points of damage. In addition to his other spell 

ablities, Ku I lorvo can shape change. He is immune to fire-based attacks. 

LEMMINKAINEN (hero) 

ARMOR CLASS: -2 

MOVE: 12" 

HIT POINTS 149 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: By weapon typo 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES See below 

MAGIC RESISTANCE: Standard 

SIZE: M (bVi) 

ALIGNMENT: Neutral good 

CLERIC/DRUID: 8th level druid 

FIGHTER: Ifth level fighter 

MAGIC-USER/ILLUSIONIST: lOttilevel 

magic-usert15th level illusionist 

THIEF/ASSASSIN: Nil 

MONK/BARD: 15th level bard 

PSIONIC ABILITY: Nil 

Attack/Defonso Modes: Nil 

S: 18(09) (+1. *3) 1:18 W: 18 D: 18 C:20 CH: 18 

lomminkainon is jovial and rockloss. constantly gotting himsolf into sori- 

ous scrapes. Ho has mastored tho art of shapo changing, and boars and 

wolves will not attack him. He Is Immune to poisons of all types. 

In combat ho has use of tho following weapons: a *3 javolin of distanco 

with a range of 36”; a *3 bow with a quiver of animal slaying arrows; 

and his *5 sword is both a sword of sharpness and a flaming sword. He 

has a *3 dagger, uses a girdle of frost giant strength, and wears 4-4 

chainmail. 

Ho has boon known to woar a pair of snowshoes of speod nnd traveling 

that enables him to proceed at n rate of 24" on snow-coverod ground. Ho 

has a magical brush which ho loaves at homo whon ho goos on an ad- 

vonturo. This brush shods blood whon Lomminkainon is In troublo. by 

which tokon his mother (a mighty magic-user in hor own right) knows that 

she should send aid. 

Tiora (lemm/n/ca/nen's shield man) 

ARMOR CLASS: 4 

MOVE: 12- 

HIT POINTS 66 

NO CF ATTACKS: 3/2 

DAMAGE/ATTACK: 1-10 (*1) 

SPECIAL ATTACKS: Ni 

SPECIAL DEFENSES Nil 

MAGIC RESISTANCE: Standard 

SIZE: Af (5<Jf) 

ALIGNMENT: Lawful good 

CLERIC/DRUID: Ni 

FIGHTER: 9th teve/ ranger 

MAGIC-USER/ILLUSIONIST: Nil 

THIEF/ASSASSIN: Nil 

MONK/BARD: 5th level bard 

PSIONIC ABILITY: Nil 

Attack/Defense Modes: Nil 

S: 17(4- 1. ♦ 1) I: 17 W: 17 

This fightor will always aid his mastor to tho bost of his ability. Ho uses a 

♦ 3 spear that does 1-10 points of damage and glows whon a lie is told in 

itspresence. 
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MIELIKKI (goddess o/naturej "Mistress of the Forest LOUHI (old crone of Pohjola) 

ARMOR CLASS: 8 

MOVE: 9“ 

HIT POINTS: 110 

NO. OF ATTACKS: 1 

DAMAGE/ATTACK: By weapon lype 

SPECIAL ATTACKS: Seo bolow 

SPECIAL DEFENSES: Nl 

MAGIC RESISTANCE: 15% 

SIZE: M (5) 

ALIGNMENT: Lawful evil 

CLERIC/DRUID: 10th level m each 

FIGHTER: Nd 

MAGIC-USER/ILLUSIONIST: 15thlevel 

magic-user/JOth level illusionist 

THIEF/ASSASSIN: N.I 

MONK/BARD: Nil 

PSIONIC ABILITY Nil 

Attack/Defense Modes: Nil 

S:8 I: 19 W: 14 D: 18 C: 19 CH 7 

ARMOR CLASS: 4 

MOVE: Infinite 

HIT POINTS: 322 

NO. OF ATTACKS: 3/2 

DAM AGE/ATTACK: By weapon type 

SPECIAL ATTACKS: Soe bolow 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 50% 

SIZE: M (5IT: 

ALIGNMENT: Neutral good 

WORSHIPER'S ALIGN: Good align- 

men/s 

SYMBOL: Evergreen 

PLANE: Prime Material Plano 

CLERIC/DRUID: 14th level in each 

FIGHTER: 10th level ranger 

MAGIC-USER/ILLUSIONIST: J2!h leve 

in oach 

THIEF/ASSASSIN: Nl 

MONK/BARD: !2fn lovol bard 

PSIONIC ABILITY: I 

S: 15 1:22 W: 25 0: 19 C: 23 

Louhl rulos Iho ovll land of Pohjola wilh an Iron hand. Sho opposes all of 

the good heroes of Kalovnla. and works continuously for their downfall. 

The goddess is always dressed in a green gossamer gown, even In the 

coldost of wintors. and Is always surroundod with summor songbirds. Sho 

watches over rangers and all creatures of the forest (especially dryads). 

Thoro is a 1 % chanco that sho will aid hor dryads whon thoy aro in oxtromo 

danger within tho bounds of the forest. Thoro Is a 5% chanco that sho will 

attack thoso that try to dostroy hor domain, for whatovor reason. Bocauso 

of this, mon like woodcutters must plant Iwo Iroos for ovory ono thal Ihoy 

cut down, or ovontually fnco hor wrath. 

Louhl can summon four invlslblo flghlors (AC //offoctlvoly 3 bocauso In* 

visiblo, LVL 6, hp 27 oach. armod with spoars) at will to defend hor, two 

will guard hor whllo two attack tho onomy. Louhl Is vory adopt at tho croa* 

tion of poison and sleep potions, which sho uses on guests sho wants to 

eliminate. 

Sho automatically nogatos all charm-typo spoils within a 30 yard radius of 

hor body. No croaturo that llvos In tho wilds Is ablo to hurt hor, ovon If con¬ 

trolled. Sho is not affectod by clorical spoils of any typo. Whon magic has 

failed to hurl her enemies, she has boon known to summon huge packs of 

wolves and flights of hawks to attack dospoilors of tho forest. 

LOVIATAR (goddess of hurt) "Maiden of Pain1 

Domlgoddoss 

ARMOR CLASS 2 

MOVE: 24 

HIT POINTS: 227 

NO. OF ATTACKS: I 

DAMAGE/ATTACK: By weapon type 

SPECIAL ATTACKS: See bolow 

SPECIAL DEFENSES: Seo bolow 

MAGIC RESISTANCE: 25% 

SIZE: M (5*) 

ALIGNMENT: Lawful ovll 

WORSHIPER’S ALIGN: Evil align¬ 

ments 

SYMBOL: White dagger held In a 

pallid hand 

PLANE: Gohonna 

CLERIC/DRUID: 12th lovol in oach 

FIGHTER: 5th lovel flghtor 

MAGIC-USER/ILLUSIONIST: 10th lovol 

magic-user/ 15th level Illusionist 

THIEF/ASSASSIN: 10th lovol assassin 

MONK/BARD: 10th level bard 

PSIONIC ABILITY: VI 

5:16(0,♦!.) 1:20 W: 20 D: 16 C: 22 

Loviatar, described as a beautiful cold maiden, is usually dressed in white 

silks, and whon sho speaks a cold wind blows. Her main concern is the in¬ 

flicting of pain. She owns a dagger of ice that makes her immune to all 

magical spoils. Whon sho is attackod or magic is usod against hor. tho at- 

tackor will once again ro-oxporionco tho worst pain he or sho has over suf¬ 

fered. In other words, if the worst thing that ever happened to a character 

was to take 49 hil points of damage from a fireball, then that will happen 

to him or her again (no saving throw). A second attack on the part of this 

character would result In the second most painful thing hurting him. etc. 
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SON OF POHJOLA (evil hero) 

FINNISH MYTHOS 

TUONETAR (goddess of the underworld) 

Greater goddess 

ARMOR CLASS: 6 

MOVE: 9" 

HIT POINTS: 340 

NO. OF ATTACKS: 1 

DAMAGE/ATTACK: 4-40 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES: Fear aura 

MAGIC RESISTANCE: 70% 

SIZE: M 15') 

ALIGNMENT: Chaotic evil 

WORSHIPER'S ALIGN: Chaotic evil 

SYMBOL: Decapitated head 

PLANE: Pandemonium 

CLERIC/DRUID: !5lh level cleric 

FIGHTER: Nil 

MAGIC-USER/ILLUSIONIST: 20th lovol 

in each 

THIEF/ASSASSIN: Nl 

MONK/BARD: 5th lovol bard 

PSIONIC ABILITY II 

S: 15 1:18 W:21 D: 17 C:2S CH: 6 

ARMOR CLASS: 4 

MCVE: 15- 

HIT POINTS. 119 

NO. OF ATTACKS: 312 

DAMAGE/ATTACK: 2-20 ( + 6) 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES; Nl 

MAGIC RESISTANCE: Standard 

SIZE: M (7J 

ALIGNMENT: Lawful evil 

CIERIC/DRUID 5th level druid 

FIGHTER 12th level fighter 

MAGIC-USER/ILLUSIONIST: 10th lovol 

Illusionist 

THIEF/ASSASSIN: Oth level assassin 

MONK/BARD: 5th lovol bard 

PSIONIC ABILITY: NJ 

Attack/Dofonso Modes: Nil 

S: 18 (00; (♦ 3. *6) 1:15 W: 15 D: 19 C: 19 CH: 17 

Tns son of Louhl was a leader of the people of Pohjola and a savage 

onomy to Lomminkainon and tho othor good horoos of Kalovala. His sword 

doos2-20 points of darnago por striko and is a +3 woapon. 

His mother has given him a giant wolf (AC 5, MV 18". HD 6, hp 40. AT 1. 

DM0, linmuno to cold attacks) that oboys his ovory command. 

SURMA (demigod of death; 

Domigod 

ARMOR CLASS: -2 

WOVE: 18- 

HIT POINTS: 224 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 3-30 (+14) 

SPECIAL ATTACKS: Nl 

SPECIAL DEFENSES: ♦ 1 or bottor 

woapon to hit 

MAGIC RESISTANCE: 40% 

SIZE: m 
ALIGNMENT: Neutral ovil 

WORSHIPER'S ALIGN: Evil align¬ 

ments 

SYMBOL Withorod oak branch 

PLANE; Tartorus 

CLERIC/DRUID: 14th level in each 

(harming spells only) 

FIGHTER: 15th level ranger 

MAGIC-USER/ILLUSIONIST: 12th level 

in each (hanning spells only.) 

THIEF/ASSASSIN: 15th lovol assassin 

MONK/BARD: Nl 

PSIONIC ABILITY: VI 

S:25(+ 7. + 14; 1:19 W: 19 D: 23 C: 22 CH: 18 

Surma occasionally travols about the country challenging all he meets to 

combat, and if they refuse, ho lets them go only to follow them and kill 

them in their sleep. He often appears as a slightly aging warrior in leather 

buckskins and red boots. He uses a club in battle that strikes for 3-30 points 

of damage: only Surma can wield this weapon. 

Tho wifo of Tuonl. Tuonotar oppoars to tho world as on incrodibly ugly old 

crone. Any creature that comes within 30' of her must save vs. spoils or bo 

alfoctod by hor foar aura, llooing until oxhnustion sots in. Tuonotar's 

merest touch Inflicts 4-40 points of damage. She is an implacable enemy of 

Vainamoinon. 

This god is usually dressed in dork furs. At will he can constantly shape 

chango and cast doath and prismatic wall spoils. Ho is immuno to all doath 

and charm-type spells. The god will always appear as if in a vision when a 

being who worships tho Finnish pantheon is raised from the dead, and 

there is a 1% chance that ho will actually come in person to reclaim the 

raised person's soul. 

His club (which only he can lift) does 3-30 points of damage, and always 

disenchants ono randomly-determined magic itom on tho boing hit (no 

saving throw). 

Tuoni’s clerics go about the battlefield and aid those that are near death to 

reach the land of the dead. They have been noted for sending the near- 

dead off a bit too soon. After they administer these rites, they take the 

doad person's valuables as recompense for thoir aid in helping tho person 

to go to tho land of the dead. 

TUONI (god of the underworld) 

Greater god 

ARMOR CLASS: -2 

MOVE: 18’7l8'7/48" 

HIT POINTS: 389 . 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 3-30 (+14) 

SPECIAL ATTACKS: Soo bolow 

SPECIAL DEFENSES: Immuno to 

charm/onchantmont and donth 

spells 

MAGIC RESISTANCE: 64% 

SIZE: L (10) 

ALIGNMENT: Chaotic noutrnl (ovil) 

WORSHIPER'S ALIGN: Chaotic align¬ 

ments 

SYMBOL: His club in a clenched fist 

PLANE: Pandomonium 

CLERIC/DRUID: 20th lovol cleric 

FIGHTER: 15th level fighter 

MAGIC-USER/ILL'USIONIST: 15th lovol 

in each 

THIEF/ASSASSIN: Nil 

MONK/BARD: !0th level bard 

PSIONIC ABILITY: Nil 

5:25 (♦ 7. ♦ !4j 1:20 W: 19 D: 18 C: 24 CH: 14 
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UKKO (supreme god of the Kalevala) 

Greater god 

ARMOR CLASS: -2 

MOVE: Infinite 

HIT POINTS: 400 

NO. OF ATTACKS: 2 

DAM AGE/ATTACK: 3*30 (+14) 

SPECIAL ATTACKS: Soo below 

SPECIAL DEFENSES Nil 

MAGIC RESISTANCE: 85% 

SIZE: M (T) 

ALIGNMENT: /.awful good 

WORSHIPER’S ALIGN: Good align¬ 

ments 

SYMBOL: Flaming sword 

PLANE: Twin Paradisos 

CLERIC/DRUID: 20th lovol cleric 

FIGHTER: 20lh lovol paladin 

MAGIC-USER/ILLUSIONIST: 25th level 

magic-user 

THIEF/ASSASSIN Nil 

MONK/BARD: 15th /ovo/bard 

PSIONIC ABILITY V/ 

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

Ukko is roprosontod as an old inan. Ho is vory supportivo of all tho good 

heroes In the mylhos. While ho usually uses n mngic nttnck. when hard 

prossod in balllo ho uses a flaming sword that doos 3-30 points of damage 

nnd lias tho power to slay anything it hits (ns a death spell; saving throw nt 

-6 applicable). 

This god is master of tho sky and air, nnd supports tho world. Ho thus is 

rosponsiblo for all woathor and protocts all avion life. 

Because Ukko is the supreme god he will never directly intervene in 

worldly affairs unloss thoro is a strong possibility of tho world boing 

dostroyod by evil (ospocinlly chaotics). Instond. whon a devout follower of 

his calls his namo ho is likoly (30%) to sond a warrior maidon: first to nd- 

viso, thon to roscuo tho Imporilod boliovor. Thoso powerful warriors will 

bo son! by Ukko only whon his worshlpors faco cortaln death nt tho hands 

of domons, dovils or vory poworful ovil charactors. 

AIR MAIDEN (Ukko's warrior) 

ARMOR CLASS: -5 

MOVE: 48- 

HIT POINTS: 85 

NO OF ATTACKS: 2 

DAMAGE/ATTACK: 1-8 (+7) 

SPECIAL ATTACKS: Sword 

SPECIAL DEFENSES: None 

MAGIC RESISTANCE: 50% 

SIZE: M (6) 

ALIGNMENT: lawful Good 

CLERIC/DRUID: 7th level cleric 

FIGHTER: 16th level fighter 

.MAGIC-USER/ILLUSIONIST: 7lh lovol 

maglc-usor 

THIEF/ASSASSIN: Nil 

MONK/BARD: Ni 

PSIONIC ABILITY: Ml 

Attack/Dofonse Modes: Nil 

S: )9( ♦ 3, +7) 1:19 W: 19 D: 19 C: 19 CH: 19 

An air maiden appoars as a wingod human with a sword, garbod in flow¬ 

ing robes, and glowing with a brilliant light. Only one air maidon will ap¬ 

pear at a time. Each maiden is armed with a ♦ 3 frost brand sword. When 

sent by Ukko, a maiden will first advise the worshiper as to the best course 

of action, using tolopathy; if nocossary. a maidon will ontor combat there¬ 

after. Although having few magical abilities, each maiden is 50% magic 

resistant, and may fly (at up to 48") without tiring. Should an air maiden 

be slain before tier mission is completed, another will immediately ap¬ 

pear. If a maiden is slain, she and all her possessions (including the sword) 

will vanish. 

FINNISH MYTH0S\ 

UNTAMO (god of sleep and dreams) 

Lesser god 

ARMOR CLASS: 0 

MOVE: 18136" 

HIT POINTS: 319 

NO. OF ATTACKS: 3/2 

DAMAGE/ATTACK: 3-30 ( + 7) 

SPECIAL ATTACKS: Sleep aura 

SPECIAL DEFENSES: Sloop aura 

MAGIC RESISTANCE: 25% 

SIZE: M (7) 

ALIGNMENT: Neutral 

WORSHIPER’S ALIGN: Noutral 

SYMBOL: Closed oyos 

PLANE: Concordant Opposition 

CLERIC/DRUID: 15th level cloric 

FIGHTER: 10th level hghler 

MAGIC-USER/ILLUSIONIST: 25th lovol 

illusionist 

THIEF/ASSASSIN: Nl 

MONK/BARD: 10th level bard 

PSIONIC ABILITY: Ni 

S: 10f♦ 3, +7) 1:25 W: 23 D: 24 C: 24 CH: 20 

This god is very mild in all of his actions and dislikes being summoned fort 

any ronson. Ho cannot bo hurt by any boing that has not rocontly slopt forf 

13 hours or rnoro, as thoy will othorwlso go to sloop instantly in his' 

prosonco. Thoso thnl summon him must agree to sorvo his noods for one 

year to rocoivo his holp In any mattor. 

His club strikes for 3-30 points of damage nnd those that do not make their 

saving throw vs. spells will fall instantly asleep. 



The Greek assembly of gods is probably more familiar to most readers 

than others of the groups in this work, because they were woven into a 

literature that has lasted down through the ages. Many of our civil con¬ 

cepts can bo traced from the assumed actions of the gods and their mates. 

Many of the gods of Greece descended from the greater titans, who were 

older boings before the time of mortals and therefore did not need wor¬ 

shipers to make them strong. The worship by man gave power to the sons 

and daughters of the titans of a type that was not known to their elders. 

This enabled them to throw down the titans and gain mastery of the Prime 

Matorial Plane. 

Because of their need for human worship, the Greek gods show all the 

Iraits of the mortals that they claim to be so high above. The gods are high¬ 

ly jealous, onvious, potty, and fly Into blind rages in an instant. 

The first places of worship for the Greek gods were areas of natural 

beauty: a bubbling spring, a grove of oak trees, and the like. As large city 

stales were croatod, largo olaborato tomplos woro built to honor tho gods. 

If clerics of this pantheon livo in a city, they must build or work in temples 

within tho city. If those dories livo in tho country or sparsely populated 

areas, thoy must find a natural sotting for tho worship of thoir doity. 

Only clerics worshiping Poseidon may ride horses; all others must walk or 

rido in wagons or chariots. No cleric may have dealings with the clerics of 

othor socts for any roason (on non-hostilo torms) os this is considorod a 

minor transgression by their deity and punishable by the stripping away of 

tho third and higher lovols of spoils for a lunar month. 

All dories must permanently attach Ihomsolvos to one tomplo. and this 

temple is tho only place whoro thoy will bo ablo to comrnuno and whoro 

they must bo drawn bock to In thoir word of recall spell. Whilo they may 

Irovol from this tomplo (or gladod area if thoy havo choson a moro natural 

setting) they can only receive their sixth and seventh level spells from 

moditntion in thnt area. If that natural aroa or that tomplo gets sacked or 

dospoilod in any way tho cloric losos his or her higher lovol spell abilities 

until tho area is roconsocrntod. 

ZEUS (god of the air) "ruler of the gods" 

Greater god 

ARMOR CLASS: -2 

MOVE: 78724- 

HIT POINTS: 400 

NO OF ATTACKS: 2 

DAMAGE/ATTACK: 6-60 (♦ 14) 

SPECIAL ATTACKS: Lightning bolts 

SPECIAL DEFENSES See below 

MAGIC RESISTANCE: 75% 

SIZE: M(6A) 

ALIGNMENT: Chaotic good 

WORSHIPER S ALIGN: All good align¬ 

ments 

SYMBOL: A fist full of lightning bolts 

on a black background 

PLANE: aympus 

CLERIC/DRUID: 25fh level cleric 

FIGHTER 17th lovol fightor 

MAGIC-USER/ILLUSIONST: 20th level 

in each 

THIEF/ASSASSIN: Nl 

MONK/BARD: 15lh level bard 

PSIONIC ABILITY: II 

S: 25 ( + 7. +14) 1:25 W: 25 D: 25 C: 25 CH: 25 

This god usually appears as a human bearded male of powerful physique. 

Ho ofton shape changos. Ho disdains tho uso of armor, but will uso a *5 

shield, his Aogis. Zous is ablo to simultaneously attack and cast a 30 point 

lightning boll each melee round. He wields a spear that does 6-60 points of 

damage. 

When his wounds spill blood on tho earth, tho blood forms a random sixth 

lovol monstor. This can happen onco por round. Tho monstor will thon fight 

for Zeus until dead or 48 hours elapse. 

AEGIS 
A giant white oaglo is always at tho god's side, arxl one of its typo is oc¬ 

casionally given to those the god favors. 

This magical shiold can throw fear into tho heart of any boings coming 

within 10 yards of it if thoy do not make thoir savo vs. spoils. It is a *5 

shield and the fear ability must be activated by the desire of the holder. 

Tho shiold also has tho power to form itself into a displacer cloak with tho 

same foar powor at a word command. Its primary owner is Zeus, though 

Athena often has custody of it. It is used by Zeus in all of his major battles, 

though very occasionally ho lends it to mortals ho favors. 

Clerics that preach the god's ways uso symbols of an eagle, ram, and an 

oak tree in thoir toachings. Thoso symbols aro also incorporated in tho 

clerics' vestments and holy relics. 

Zeus is the son of the titans Kronos and Rhea. He led the gods in their over¬ 

throw of tho titans, and bocamo thoir gonoral rulor. Ho is tho lord of tho 

upper air and the major ruler of tho piano of Olympus. Howovor, his rulo is 

not always absolute, and tho othor gods and goddesses may arguo his de¬ 

cisions. 

THE WHITE EAGLE OF ZEUS 

FREQUENCY: Unique 

NO. APPEARING: I 

ARMOR CLASS: 2 

MOVE: 6748- 

HIT DICE/POINTS: 100 hp 

% N LAIR. 25% 

TREASURE TYPE: Nd 

NO. OF ATTACKS: 3 

DAMAGE/ATTACK: 1-10/1 -100-30 

SPECIAL ATTACKS: Ni 

SPECIAL DEFENSES: Ni 

MAGC RESISTANCE: 10% 

INTELLIGENCE: Very 

ALIGNMENT: Neutral good 

SIZE: L (50‘wingspan) 

PSIONIC ABILITY: NI 

Attack/Defense Modes: NI 

LEVEL/X.P. VALUE: X/14.100 
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This bird is very special, and though it appears to be a normal giant of its 

breed, it is not. The creature can teleport from plane to plane, it talks to 

Zeus, and is often used to carry large loads of the gods thunder bolts into 

battle. It acts as Zeus' messenger and symbol. In battle, it attacks as a 16 + 

hit dice monster with its two claws and its huge beak. 

ACHILLES (hero) 

ARMOR CLASS 0 

MOVE: 18- 

HIT POINTS: 90 

NO OF ATTACKS: 2 

DAMAGE/ATTACK: 1-10 

SPECIAL ATTACKS: NI 

SPECIAL DEFENSES See below 

MAGIC RESISTANCE: Standard 

SIZE: M(5 7.) 

ALIGNMENT: Neutral good 

CLERIC/DRUID: Nil 

FIGHTER: 15th level fighter 

MAGIC-USER/ILLUSIONIST: Nil 

THIEF/ASSASSIN: Nil 

MONK/BARD: Nil 

PSIONIC ABILITY: Nil 

Attnck/Defense Modes: Ni 

S: 18 (51%; ( + 2. ♦3) I: 12 W: 10 D 18 C 18 CH 18 

Achilles is the son of King Polous and the son nymph Thotis. Ho woars ♦ 2 

chainmail and a +2 shiold into battlo, all gold platod. Ho is a chariotoor 

who usos Immortal horses to pull his chariot at 24" por turn. 

His skin cannot be pierced by edged weapons (except at Ns left heel); 

only bludgoon-typo woapons can harm Nrn in battlo. 

ANTAEUS (g/ant; 

FREQUENCY: Uniquo 

NO. APPEARING: 1 

ARMOR CLASS: 4 

MOVE: 15- 

HIT DICE/POINTS: 100 hp 

% IN LAIR: 50% 

TREASURE TYPE: Q (X 3) 

NO. OF ATTACKS: 1 

DAMAGE/AHACK: 2-16/3-18/4-24/ 

5-30/6-36/7-42/8-48 (see below.) 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: Growlh. 

rogonoration (soo bolow,) 

MAGIC RESISTANCE: Standard 

INTELLIGENCE: Low 

ALIGNMENT: Chaotic evil 

SIZE: L(U'-2T) 

PSIONIC ABILITY Nil 

Attack/Dofonso Modes: Nil 

LEVEL/X.P. VALUE: X/14.000 ♦ 35 

per Ip when killed 

This giant is the offspring of Poseidon and Gaia, the original earlh-deity. 

Ho grows stronger oach round ho fights, as long as he remains on tho 

oarth. Antaeus starts similar to a hill giant in size and appearance, but 

every round ho fights ho grows, gaining tho size and strongth oach round 

of the next largest giant type, until he reaches titan strength and size. Each 

time he grows, all damage ho has taken is healed, and he increases a 

further 25 hit points (up to 250 total). Even after he ceases growing, all 

damage he takes in one round is healed in the next as long as he remains 

on tho oarth. Antaous will remain at titan sizo as long as ho fights, gradual¬ 

ly shrinking when the battle is over. If Antaeus is lifted off the ground, he 

loses strength and size at the same rate he gained it and will no longer 

hoal. Ho always attacks asa 16+ hitdico monster. 

APHRODrTE (goddess of love, beauly and passion) 

Greater goddess 

ARMOR CLASS: 4 

MOVE: 12*724" 

HIT POINTS: 259 

NO. OF ATTACKS: 1 

DAMAGE/ATTACK: MO 

SPECIAL ATTACKS: Charm 

SPECIAL DEFENSES: Nil 

MAGIC RESISTANCE: 50% 

SIZE: M (SA) 

ALIGNMENT: Chaotic good 

WORSHIPER'S ALIGN: Chaotic beings 

SYMBOL: Sea shell 

PLANE: Olympus 

CLERIC/DRUID: 10P level cleric 

FIGHTER: NI 

MAGIC-USER/ILLUSIONIST: 12th level 

magic-usor/?5th level illusionist 

THIEF/ASSASSIN: NI 

MONK/BARD: 10th level bard 

PSIONIC ABILITY: VI 

S:19( + 3, *7) V20 W: 20 D: 23 C:2J CH: 25 

Tho goddess of love and beauty. Aphrodite’s main ability is to gonorato 

strong passion in mortals and gods alike. In ovory ono of her shape 

changed forms she is beautiful. She is able to charm either sex. and once a 

person has viewed hor and not rnado tholr saving throw against her 

charm, thoy can novor attack hor again. 

Tho simple wavo of hor hand causes 1-10 hit points of pain to any who 

would harm her. no saving throw. 

Her clerics sacrifice doves to her every 10 days and objects of art and lovo- 

ly pieces of jowolry aro dostroyod on hor altar ovory now moon. All of hor 

female clerics must have a 15 or greater charisma and her male clerics 

must havo a constitution of 16 or better. 

Aphrodite is an extremely vain and jealous goddess. If any character 

should unfavorably comparo Aphrodito's charm to his or hor own, thoro Is 

a 10% chance that tho goddess will hear and sock vengeance. 

APOLLO (god of the sun. prophecy, music and archoryA 

Groator god 

ARMOR CLASS. 1 

MOVE: IS* 

HIT POINTS: 376 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: By weapon type 

SPECIAL ATTACKS: Bow: also seo 

bolow 

SPECIAL DEFENSES: Protective haze 

MAGIC RESISTANCE: 56% 

SIZE: L(20'J 

ALIGNMENT: Chaotic good 

WORSHIPER'S ALIGN: Chaotic good, 

music lovers, archers, sun worship¬ 

ers 

SYMBOL Lyre 

PLANE: Olympus 

CLERIC/DRUID: 20th lovol cloric/14th 

level druid 

FIGHTER: !5fh level ranger 

MAGIC-USER/ILLUSIONIST: 15th level 

in each 

THIEF/ASSASSIN: 15th level thief 

MONK/BARD: 23rd level bard 

PSIONIC ABILITY: I 

S: 25 ( + 7. +14; 1:24 W: 23 D: 25 C: 24 CH: 25 

Apollo appears as an incredibly handsome young man. At will, he can 

shape change, polymorph others, turn flesh to stone, cause diseases, cure 

diseases, and cure serious wounds (one per round). 
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Tho range ol his +4 bow is that of his lino of sight, and his +3 arrows are 

made of adamantite. Apollo has a lyre that is able to raise a friendly 

being’s strength to that of a storm giant for as long as the god plays, if he 

so desires. It also bostows curses and casts disintegrate/ spoils (ono al a 

time, up to once por round). 

tf Apollo is especially fond of a human (judge’s option), he may indirectly 

aid him or her in a battle or give needed advice. 

In battle, ho casts a purple haze around any single being (usually himself) 

that will act as a +5 ring of protection. 

Apollo has been known to lend his aid in several ways: giving his archery 

skill to mortals for special battles; giving his arrows as gifts; healing horoos 

in tho thick of battlo; and using his prophetic power to adviso. 

Apollo is also the sun god, and it is said that he carries the sun across the 

sky each day in his solar chariot. 

Apollo and his slstor Artemis nro closo companions. If ollhor Is In nood of 

aid. there is a 60% chance that the other will come to help. 

All of Apollo's clerics must wear leaves of laurel on their vestments and 

must uso laurel wood in their dovicos. Tho laurol wreath and tho sun 

chariot ore also Apollo's symbols. 

ARES (god of war) 

Grootor god 

ARMOR CLASS: -2 

MOVE: 26724" 

HIT POINTS: 333 

NO OF ATTACKS: 2 

DAMAGE/ATTACK: 5-50 ( * 9) or 3-30 

( + 9) 

SPECIAL ATTACKS: NH 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 59% 

SIZE: M (6) 

ALIGNMENT: Chaoticevil 

WORSHIPER'S ALIGN: Neutral and 

evil (warriors) 

SYMBOL: Spear 

PLANE: Olympus 

CLERIC/DRUID: NH 

FIGHTER: 20th level ranger 

MAGIC-USER/ILLUSIONIST: lOtlilovol 

illusionist 

THIEF/ASSASSIN: 12th lovolassassin 

MONK/BARD: /2th lovol monk 

PSIONIC ABILITY: V 

5:21 (*4. +9) 1:20 W: 9 D: 25 C: 

Ares appears as a normal man wearing -1-5 chalnmall He often flies into 

bailie, and can shape change at will. 

His +3 spear does 5-50 points of damage and causes fear (as the spell) 

within 10 yards of it; his +5 sword does 3-30 points of damage' per strike 

and creates an anti-magic shell around the god at will. It also makes him 

invulnerable to poison or petrification. No boing in tho Primo Matorial 

Plano but Aros can pick up his spoor, and with tho spoor In hand tho god 

can move as a blink dog. Ares can use either the spear or the sword; never 

bolh at once. 

There is o groat rivalry botwoon Athona and Aros bocauso of tholr conflict¬ 

ing roles in combat. Ares is the god of total battle lust and love of killing 

and fighting, while Athena is a goddess of war and a love of style and 

battle art. Both clerical groups will oppose each other at every opportunity. 

ARTEMIS (goddess of the hunt) 

Lessor goddess 

ARMOR CLASS: 1 

MOVE: 18” 

HIT POINTS: 219 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 1-10 (♦ 5J or2-20 

(+V 
SPECIAL ATTACKS: *3 bow 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: Seebolow 

SIZE: M (5W) 

ALIGNMENT: Neutral 

WORSHIPER'S ALIGN: Neutral 

SYMBOL: Bow of Ivory in front of tho 

moon 

PLANE: Olympus 

CLERIC/DRUID: 14th level druid 

FIGHTER: 16th level ranger 

MAGIC-USER/ILLUSIONIST: 10th lovol 

Illusionist 

THIEF/ASSASSIN: N< 

MONK/BARD: 5lh level bard 

PSIONIC ABILITY: V 

S:2 1 (♦ 4, *9) 1:23 W: 24 D: 24 C: 19 CH: 25 

Artomls appears In tho form of a slim young girl with an obvious mnldonly 

way about her. She shape changes nt will, and any magical spell sent to 

hurt her will reflect bock to tho sondor. Whonovor sho is transformed Into 

animnl shnpo sho is hasted os tho spoil. 

Arrows shot from her *3 bow do 1-10 points of damage, and she only uses 

* 2 arrows. Hor maximum tango is 1,000 yards. Any magical croaturo that 

fights with fang and claw cannot hurl her after seeing her once. She has 

absolute power over all nonmagical animals of the forest. In hnnd-to-hand 

combat sho usos a slim daggor that is a +3 woapon, inflicting 2-20 points 

of darnago whon in hor hands. 

All of tho clerics in hor sect aro druids, and thoy must bo puro of body as 

well as spirit. 

Whilo sho is a huntress and chasos down all typos of animals, this is only 

dono for eating purposes and never for more sport. The animals sho hunts 

are always tho onos that havo gninod a slight uppor hand in the ecological 

balance of nature. 

Artemis is the sister twin of Apollo, daughter of Zeus and Leto. She Is also 

associated with tho moon. 

ATHENA (goddess of wisdom and combafj 

Groator goddoss 

ARMOR CLASS: -2 

MOVE: J5V24" 

HIT POINTS: 329 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 5-50 (+11) 

SPECIAL ATTACKS: Petrification. 

novor misses target 

SPECIAL DEFENSES: Anti-magic shell 

MAGIC RESISTANCE: 80% 

SIZE: M (6) 

ALIGNMENT: Lawful good 

WORSHIPER’S ALIGN: Lawful good, 

fighters 

SYMBOL: An owl 

PLANE: Olympus 

CLERIC/DRUID: 20th level cleric/Uth 

lovol druid 

FIGHTER: 20th level righter 

MAGIC-USER/ILLUSIONIST: 12fh level 

in each 

THIEF/ASSASSIN; Nl 

MONK/BARD: 12th level bard 

PSIONIC ABILITY: VI 

S: 23( +5, + II; 1:25 W: 25 D: 22 C:23 CH:21 
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Athena usually appears as a beautiful woman wearing a war helm and 

carrying a spear and shield. She is often seen with an owl on her shoulder. 

She shape changes at will, moves as a blink dog. and she never misses her 

target. Her weapon does 5-50 points of damage per strike. Her shield has a 

medusa head upon it. and those looking at it may be turned to stone just as 

If it were alive. Her helm creates an anti-magic shell whenever she 

wishes, through which she can cast spells. 

Athena’s clerics are aggressive in their attempts to spread her worship, 

and aro contemptful of all othor clerics. Whonovor possiblo. thoy will act to 

oppose clerics of Aros 

ATLAS (greater titan, "strength personified") 

ARMOR CLASS: -3 

MOVE: 24",-30m 

HIT POINTS: 350 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 10-100/10- 

SPECIAL ATTACKS: See bolow 

SPECIAL DEFENSES Nil 

MAGIC RESISTANCE: 95% 

SIZE: L(SO') 
ALIGNMENT: Chaotic evil 

PLANE: Tarterus 

CLERIC/DRUID: Nil 

FIGHTER: 19th level Tighter 

MAGIC-USER/ILLUSIONIST: Nil 

THIEF/ASSASSIN: Nil 

MONK/BARD: lOth lovol monk 

PSIONIC ABILITY: V 

S:25( + 7, + 14) I: 12 W: 12 

This greater titan is massively built. 3nd his primary attribute is his great 

strength. This strength is drawn from the Prime Material Plane. When the 

titan Is on other planes he only has strength of 25. but when on the Prime 

Material Plane there is nothing he can’t lift, nothing he can’t bend, and 

nothing he can't break! 

Despite his alignment, if he gives his word on a matter, he keep it 

oven unto death! 

ARMOR CLASS: 4 

MOVE: 12- 

HIT POINTS: 60 

NO. OF ATTACKS: 3/2 

DAMAGE/ATTACK: Bywoapontypo 

SPECIAL ATTACKS: NJ 
SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: Standard 

SIZE: M(5'li') 

ALIGNMENT: Lawful good 

CLERIC/DRUID: Nil 

FIGHTER: 10th level ranger 

MAGIC-USER/ILLUSIONIST: Nil 

THIEF/ASSASSIN: Nil 

MONK/BARD: Nil 

PSIONIC ABILITY: Nil 

Attack/Defense Modes: Nil 

S: !8(00;( + 3.+6; 1:17 W: 17 D: 18 C: 17 CH: 18 

Bellerophon is the son of Glaucus, a king. He is credited with defeating the 

king of the chimerae. He rode a pegasus into battle against several other 

enchanted monsters and defeated them all with his javelins and war 

spear. 

There is a 25% chance that at any given time a god or goddess of Olympus 

is watching ovor him. and if so. thore is a 75% chance that ho will bo saved 

by tho watcher if Bollorophon is in mortal dangor. 

CERBERUS (guardian of Hades) 

FREQUENCY: Unique 

NO. APPEARING: 1 

ARMOR CLASS: 1 

MOVE: 24- 

HIT DICE/POINTS: 30 Ip por hoad/ 

100 hit points for tho body 

% N LAIR: 99% 

TREASURE TYPE: Nl 

NO. OF ATTACKS: 3 

DAMAGE/ATTACK: 3-30/3-30/3-30 

SPECIAL ATTACKS: Soo below 

SPECIAL DEFENSES: Regeneration 

MAGIC RESISTANCE: 25% 

INTELLIGENCE: Very 

ALIGNMENT: Neutral evil 

SIZE: L (X) 
PSIONIC ABILITY: NJ 

Attack/Defense Modes: Ml 

LEVEUX.P. VALUE: X/26.240 

This beast is always found guarding the doorway to the House of Hades. It 

is a monstrous dog with 3 mastiff heads and a huge body Ho not only 

keeps beings out. he keeps them in. and cannot be magicked away from 

his post by any force. 

Each head bites for 3-30 points; the middle head spews forth a powerful 

poisonous spittle up to 30 which kills on contact (no saving throw); the col¬ 

lective gaze of all 3 heads turns mortals to stone (one per round, saving 

throw applies). It attacks as a 16+ hit dice monster. Cerberus may only use 

one attack form per head per round. The creature regenerates 5 points per 

melee round. 

CIRCE (the black sorceress) 

ARMOR CLASS: 10 

MOVE: 12- 

HIT POINTS: 51 

NO. OF ATTACKS: 1 

DAMAGE/ATTACK: 1-4 

SPECIAL ATTACKS: NJ 

SPECIAL DEFENSES: NJ 

MAGIC RESISTANCE: Standard 

SIZE: MIS’) 
ALIGNMENT: Chaotic evil 

CLERIC/DRUID: 15th level cleric 

FIGHTER: Nl 

MAGIC-USER/ILLUSIONIST: 12th lovol 

magic-usor/Ofh level Illusionist ' .A*. 

THIEF/ASSASSIN: Nl 

MONK/BARD: 5th level bard 

PSIONIC ABILITY: Ml 

Attack/Dofonso Modos: Nl 

S 10 I: 17 W 9 D: 17 C. 18 CH: 18 

Circe's main magical attacks all deal with polymorphing humans Into ani¬ 

mals of one typo or another. Towards this end she has every magical de¬ 

vice capable of turning creatures into other creatures (polymorph wands, 

polymorph potions, polymorph scrolls, and the like). 

She is the ono who intercepted tho horo Odysseus and his crow, changed 

the crew into pigs, and fell in love with Odysseus. She always wears re¬ 

vealing black gowns to meet mortals. She is almost immortal and does not 

appear to age. Circe also possesses great prophetic powers and can givo 

useful advice if she wishes. 
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COEUS (greater titan of fear) 

GREEK MYTHOS 

ARMOR CLASS: 2 

MOVE: 24” 

HIT POINTS: 344 

NO. OF ATTACKS: 2 

DAMAGE/AHACK: 5-30 (*-12) 

SPECIAL ATTACKS: Fear 

SPECIAL DEFENSES: Foar aura 

MAGIC RESISTANCE 50% 

SIZE: I {2 i) 

ALIGNMENT: Chaotic evil 

PLANE: Tarferus 

CLERIC/DRUID: Ni 

FIGHTER: '$ti level fighter 

MAGIC-USER/ILLUSIONIST: J5th level 

magic-user 

THIEF/ASSASSIN: NI 

MONK/BARD: Ni 

PSIONIC ABILITY: V 

524 (+ 6. «- 12; 120 W: 14 D20 C: 23 CH:-4 

Coeus appears as a horrifying greater titan, and he kills by fear. All those 

that do not moko their saving throw versus magic will bo struck with a loss 

of 25% of their total original hit points every time they see him angry. 

Coeus can shape change at will. 

Whon first coming within 20 yards of him, a saving throw vs. spells must bo 

made or the being will die of fright! After that it is necessary to make a 

saving throw ovory 4 moloo rounds or run in foar for 10 turns. 

Ho usos a *5 sword in battlo that strikes for 5-30 points of damago. Coeus 

travels only at night and never fights during the day. 

CRIUS (greater titan of density and gravity) 

ARMOR CLASS: -3 

MOVE: 24- 

HIT POINTS: 390 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 10-60/1060 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 50% 

SIZE: /.(100V 

ALIGNMENT: Chaotic evil 

PLANE: Tarlerus 

OHHC/DRUID: 15th level cleric 
FIGHTER: *ch lovol fightor * 

MAGIC-USER/ILLUSIONIST: 15thlevel 

magic-usor 

THIEF/ASSASSIN Nil 

MONK/BARD: Ni 

PSIONIC ABILITY: V 

525 ( + 7. +14; 123 W: 19 D: 23 C: 23 CH: 23 

Crius can increase the weight of objects at will, and he can make things 

weightless. He is able to make any one non-living object too heavy to lift 

for a period of 1-4 melee rounds; this power can be increased to perma¬ 

nency if the titan is allowed to work on the object for one full turn (saving 

throw vs. the permanency applicable). 

In battle, the titan creates a field of gravity that causes anything launched 

at him of a physical nature (arrows, spears, etc.) to fall short. All attackers 

will be at —4 on their chances to hit and —1 on their armor classes while in 

this field. Likewise, dexterity bonuses do not apply. 

CYCLOPS, Greater 

FREQUENCY: Very rare 

NO. APPEARING: 1-4 

ARMOR CLASS: -4 

MOVE: 15- 

HIT DICE/POINTS: 15 HD ♦ 1-8 hit 

poinfs 

% N LAIR: 55% 

TREASURE TYPE: E. Q (X 10. S 

NO. OF ATTACKS: 1 

DAMAGE/ATTACK: 7^2 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES: (mmunetofire 

MAGIC RESISTANCE: 25% 

INTELLIGENCE: Exceptional 

ALIGNMENT: Chaotic good 

SIZE: L(2T) 

PSIONIC ABILITY: NI 

Attack/Defense Modes: Nil 

LEVEL/X.P. VALUE: /X/7.800 ♦ 20 

per hp 

Those giants were a gift to Hephaestus by his mother Hera. These are much 

more intelligent than the lesser Cyclopes, and serve the blacksmith god in 

his mountain and in underwater caves near tho shores of somo major city- 

states. 

These Cyclopes are able to live very well on land or in the water, and 

spend most of their time making javelins of lightning, magic armor and 

shields, otc. Thoy are Immune to all fire attacks, accustomed as they aro to 

the great heat of Hephaestus’ forge. If a mortal brings them gifts they can 

use. there is a 20% chance that tlioy will reward tlx> mortal with ono of 

their magic items; thore is an 80% chanco thoy will kill tho gift bringor for 

his presumption. They have no qualms about using their own magic items 

in attack or defense. Each greater cyclops wears a personal sot of magical 

scale mail. 

CYCLOPS, Lesser 

FREQUENCY: Very rare 

NO. APPEARING: 1-2 

ARMOR CLASS: 2 

MOVE: 15- 

HIT DICE/POINTS: 13 HD 

% N LAIR: 85% 

TREASURE TYPE: E. S 

NO OF ATTACKS 1 

DAMAGE/ATTACK: 6-36 

SPECIAL ATTACKS: Hurl rocks 

SPECIAL DEFENSES: NI 

MAGIC RESISTANCE: Standard 

INTELLIGENCE: Low 

ALIGNMENT: Chaotic evil 

SIZE: L(20) 

PSIONIC ABILITY: NI 

Attack/Defense Modes: Nil 

LEVEL/XP. VALUE: VW3.950 ♦ 18 

per hp 

Those brutos appear as extremely ugly and hugo hill giant typos with ono 

eye under a beetling brow. Thoy are usually solitary croatures and react 

violently to any mortal who dares to disturb them. Originally created by 

Poseidon, they usually inhabit islands. 

They always have a supply of huge boulders at hand to hurl for 4-40 points 

of damage, and they can toss these rocks up to 50". 
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DEMETER (goddess of agriculture; 

Lesser goddess 

ARMOR CLASS: 1 

MOVE: 15- 

HIT POINTS: 219 

NO. OF ATTACKS: 3/2 

DAMAGE/ATTACK: 2-20 ( * 9) 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 29% 

SIZE: M (5') 

ALIGNMENT: Neutral good 

WORSHIPER’S ALIGN: Neutral good 

and all farmers 

SYMBOL: Mare's head 

PLANE: Olympus 

CLERIC/DRUID: 14th level druid 

FIGHTER: 12th level ranger 

MAGIC-USER/ILLUSIONIST: 15th level 

Illusionist 

THIEF/ASSASSIN: Nil 

MONK/BARD: lOlh level bard 

PSIONIC ABILITY: VI 

S:2! (+ 4. *9) 1:24 W: 24 D: 25 C:21 CH: 25 

This goddess appears in the form of a beautiful woman. She shape 

changes at will, can croato any typo of woathor for any length of time, can 

summon and control any type of plant or animal she wills, and can 

polymorph othors at will. 

Domotor ridos a chariot pulled by two ancient green dragons. In battle sho 

uses a *2 spear of ash wood tha' strikes for 2-20 points of damage:' 

Domotor is tho goddoss of agriculture, specifically grain, and no grain will 

grow on tho oorth If oho noglocts hor dutlos. 

DIONYSUS (god of wine; 

Groator god 

ARMOR CLASS: 4 

MOVE: 15" 

Hrr POINTS: 380 fg. !»y. 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 4-40 J 

SPECIAL ATTACKS: Seo below « /7r* 

SPECIAL DEFENSES; Immune to lllu- 

slons and magical control VV 

MAGIC RESISTANCE: 45% iV K ^ 

S|ZE: M (T) \tslLCy'') 

ALIGNMENT: Chaotic neutral 

WORSHIPER’S ALIGN: Chaotic (good. KjCl Vfl 

neutral or ovll) yff 

SYMBOL: Thyrsus {*^*>*\ \ 

PLANE: Olympus 

CLERIC/DRUID: 15th level cleric ' j 

FIGHTER: 14 th level Tighter 

MAGIC-USER/ILLUSIONIST: l3thlovol L* 

THIEF/ASSASSIN: Nil fL 

MONK/BARD: 19th level bard ’ 

PSIONIC ABILITY: III 

S:24(-»6, *12) 1:22 W: 20 D: 23 C: 25 CH: 23 

As tho god of wine. Dionysus has a dual nature: on tho one hand, ho repre¬ 

sents joy. pleasure and camaraderie: on the other hand, savage, mindless, 

bloodthirsty violonco. Ho represents tho fact that wine can induce both 

happiness and madnoss. 

While Dionysus most often appears as a young man in a purple robe, he 

also likes to appear in lion, panther, dolphin, and bear shapes. He can 

shape change at will, cast any polymorph spell whenever he wishes, and 

can control any type of feline or ursine creature. He savagely inflicts mad¬ 

ness upon anyone who attacks or discomforts him (save vs. spells at -4). 

He is also protective of his temples and high level clerics, and may. if 

greatly outraged, inflict this same madness upon defilers of his holy 

Dionysus rides a panther-drawn chariot which moves at 24". Panthers: AC 

2. HD 1 1. hp50each. #AT3. D 1 -8/1 -8/3-18 (claw/claw/bite). 

Dionysus uses his thyrsus in battle, which inflicts 4-40 points of damage ala 

touch. A thyrsus is a staff tipped with a pine cone and twined with ivy. It is 

the symbol of Dionysus and all his clerics. The god's thyrsus has the follow¬ 

ing powers: it can restore all dead things to life (as a raise dead), it allows 

the holder to teleport from any plant he or she is touching to any other 

plant and it acts as a mirror of life trapping (at a touch instead of o gaze). 

ENCELADUS (giant; 

FREQUENCY: Unique 

NO. APPEARING: I 

ARMOR CLASS: 1 

MOVE. 15- 

HIT DICE/POINTS: 2l9hp 

% N LAIR: 85% 

TREASURE TYPE: Ml 

NO OF ATTACKS: 2 

DAMAGE/ATTACK: 7-70/7-70 

SPECIAL ATTACKS: Soo below 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: Standard 

INTELLIGENCE: Low 

ALIGN/WENT: Chaotic evil 

SIZE: L (857 

PSIONIC ABILITY: Nil 

Attack/Defonso Modes: Ni 

LEVEL/X.P. VALUE: X/21.175 

This giant has hugo snake bodies and tails for logs. It is known to livo alono 

in a desolate swamp. Enceladus is so horrifying that any who come within 

100 yards of him must savo vs. spoils or floo in foar (ns tho spoil). 

Thoro is a powor in this boing's hands that allows it to grab spoils out of tho 

air and negate them boforo they have timo to function. Enceladus can grab 

up to four spoils diroctod at him por moloo round. If ho doos not grab 

spoils, ho can striko with his fists for 7-70 points of damage oach. Ho can 

grab two spoils with ono hand and striko with tho othor. if ho choosos. Tho 

giant fights as a 16* hit dice monster, and he has been known to fight 

against tho gods of Olympus if given tho chnnco. 

EPIMETHEUS (greater titan; "Afterthought" 

ARMOR CLASS: -3 

MOVE: 24- 

HIT POINTS: 345 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 9-90 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES: NI 

MAGIC RESISTANCE: 50% 

SIZE: L(IOO) 

ALIGNMENT: Chaotic good 

PLANE: Twin Paradisos 

CLERIC/DRUID: 10th level in oach 

FIGHTER: 14th level fighter 

MAGIC-USER/ILLUSIONIST: 15th level 

magic-user 

THIEF/ASSASSIN: NI 

MONK/BARD: Ni 

PSIONIC ABILITY: V 

S: 25 (♦ 7. *14) 1:21 W: 19 D: 23 C: 22 CH: 22 

Tho bumbling brother of Prometheus, this groator titan moans woll but is 

not very careful with his creations. He can create as does Prometheus, 

but there is a 45% chance that the creature he makes will fight him! He is 

fond of mankind, and if ho is paying attention when a person does a 

particularly difficult act (judge's option) there is a 5% chance that the god 

will reward the being with a ball of clay. This ball can be made into any 

4th level creature, but there is a 60% chance that the creature will try to 

kill, rather than obey, its maker. All that is necessary is for the mortal to 

toss the ball to the ground and call on the creature that is desired. If it does 

not attack the person, it will obey him or hor until its death. 

Epimetheus can strike with his fists for 9-90 points of damage each. 
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FURIES (Alecto, Tisiphone, Megarea) 

FREQUENCY: Unique 

NO. APPEARING: 3 

ARMOR CLASS: -1 

MOVE: 18-124- 

HIT DICE/POINTS: 200 hp each 

% IN LAIR: 1% 

TREASURE TYPE: Nil 

NO. OF ATTACKS: ) 

DAMAGE/ATTACK: 5-30 

SPECIAL ATTACKS: 

SPECIAL DEFENSES: Nil 

MAGIC RESISTANCE: 100% 

INTELLIGENCE: High 

ALIGNMENT: Neutral 

SIZE: M (5') 

PSIONIC ABILITY: V 

These 3 spirits are the punishment force of the gods. Mortals who perform 

(In act that the gods determine must be punished will face the wrath of the 

Furies. They appear ns old winged crones carrying metal-barbod whips 

and attack as 16+ HD monstors. Thoir main attribute is the powor to find 

onyono or anything on any plane they aro on (as long as ho. sho, or it is 

not hidden by magical means). 

Thoir punishments cannot bo appealed, and the whips hnvo the powor to 

strip away points in o boing's ability catogorios with ovory hit (intolllgonco 

points, strength points, and tho liko) bosidos doing hit point damago. Tho 

amount and type of ability points lost is always commensurate with the 

victim's crime against the gods. 

HADES (god of the underworld and death) A 

Greater god 

ARMOR CLASS: -1 

MOVE: 29- 

HIT POINTS: 390 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 5-50 (+ 12) 

SPECIAL ATTACKS: Soo bolow 

SPECIAL DEFENSES: Soo bolow 

MAGIC RESISTANCE: 75% 

SIZE: M(6I>) 

ALIGNMENT: Noutral evil 

WORSHIPER'S ALIGN: Neutral ovil 

SYMBOL: Black ram 

PLANE: Hades 

CLERIC/DRUID: 20th lovolcloric 

FIGHTER: 15Ui level fighter 

MAGIC-USER/ILLUSIONIST: 25th lovol 

Illusionist 

THIEF/ASSASSIN: 16fh lovol assassin 

MONK/BARD: 15th lovol monk 

PSIONIC ABILITY: ID 

S:24(,+ 6, + 12) 1:24 W: 20 D: 24 C: 25 CH: 24 (-9) 

forget his or her past and become devoted to Hades when sat in (he often 

tricked powerful mortals and lesser gods and goddesses into the chair, and 

there they remained until freed). His jet black chariot is pulled by night¬ 

mares, and while in this vehicle ho cannot be touched by mortals or gods 

alike. The god also possesses a helm that renders him invisible to all be¬ 

ings. even in battle, though he is only allowed to use this device in service 

against the enemies of the gods of Olympus. There is only one entrance to 

the House of Hades and that one is guarded by Cerberus (cf.). 

Tho god uses a +4 sword in battle that does 5-50 hit points of damago per 

striko. 

HECATE (goddess of magic) 

Lesser goddess 

ARMOR CLASS: -2 

MOVE: 12' 

HIT POINTS: 289 

NO. OF ATTACKS: 1 

DAMAGE/ATTACK: See below 

SPECIAL ATTACKS: Soo bolow 

SPECIAL DEFENSES: Soo bolow 

MAGIC RESISTANCE: 89% 

SIZE: M (5>A') 

ALIGNMENT: Lawful evil 

WORSHIPER'S ALIGN: Anyboing 

working with magic 

SYMBOL: Sotting moon 

PLANE: Nino Hells 

CLERIC/DRUID: 14th level druid 

FIGHTER: Nil 

MAGIC-USER/ILLUSIONIST: Spocial 

THIEF/ASSASSIN: Nl 

MONK/BARD: Nil 

PSIONIC ABILITY: I 

S: 12 1:25 W: 9 D: 20 C: 22 CH:25 

Hocnto appears os a beautiful woman and Is able to uso any magic-usor or 

illusionist spell ns often ns sho likes without restriction ns if she wero 20th 

lovol. From sunset to sunrise, sho is able to enst two spoils por moloo round 

in any combination. During tho day. sho casts ono por round. 

She has twin spheres of annihilation with her at all times that move to at¬ 

tack her onomios. Those dovicos movo by thornsolvos nltor being staitod 

and cannot bo controlled by mortals. 

Sho lias 9 boll hounds as sorvants (with maximum hit points and abilities). 

Those croaturos aro sont out to hunt down all those who would desecrate 

her temples or attack her clerics of greater than 10th level (a 10% chance 

of this happening with ovory such act). All of her dories have a spocial 

rapport with hell hounds. Hell hounds will never attack them in any case, 

and Hecate's dories have a chanco of controlling thorn oqual to thoir 

chance of affecting "spocial" undead. 

Hecate's clerics sacrifice to her on tho night of the full moon. Her images 

olton havo threo faces. 

The plane where Hades resides is known to most mortals by the name of its 

most powerful ruler. Hades appears as a heavily muscled, dark skinned 

man. When in a pleasant mood and talking to mortals, ho appoars hand¬ 

some and kind, but when Fighting, tho god appoars as a hideous human¬ 

oid with fangs and flame for oyos! Hades shape changes at will, and his 

eyes can cast 2 death spells every melee round, up to a range of 120'. if he 

is not engaged in hand-to-hand combat. 

To touch his body with any nonmetal object will causo an explosion of 

death rays to striko all those in a 30' radius (saving throw applicable). 

He has complete control over all things made of the earth and can alter the 

form of any amount of earth with a word. With this power, the god can 

make a sword turn into dust or a suit of armor turn into gold (saving throw 

applicable). 

The house of Hades is a dark underground place with eternal fires of lava 

burning in pools. The dead move to the god's command and mortals do 

not see them unless Hades wills it so. In this place are several items of note 

such as his chair oMorgotfulnoss which was designed to causo a being to 

HECATONCHEIRE (hundred handed one) 

FREQUENCY: Very rare 

NO. APPEARING: 1 

ARMOR CLASS: 5 

MOVE: 15- 

HIT DICE/POINTS: 300 hp 

% IN LAIR: 89% 

TREASURE TYPE: H 

NO OF ATTACKS: 10 

DAMAGE/ATTACK: 3-30 each 

SPECIAL ATTACKS: Hurlod boulders 

SPECIAL DEFENSES: Nil 

MAGIC RESISTANCE: 25% 

INTELLIGENCE: Low 

ALIGNMENT: Chaotic noutral 

SIZE: L(IOO') 

PSIONIC ABILITY: NI 

Attack/Defense Modes: Nil 

LEVEL/X.P. VALUE: >029,300 
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These beings are giants that have ICO arms and 50 heads each, with an un¬ 

usually high manual dexterity. All are bitter enemies of the gods of 

Olympus. If a hecatoncheire decides to grab a being, a strength of 18 

(50%) will give the grabbed being a 10% chance of pulling free, with a 1% 

increase for every percentage point of strength over 50. 

These creatures hurl groups of boulders at their enemies which act as the 

motoor swarm spell for damaging offocts. Their maximum range is 30”. 

Opponents who gel close to a hecatoncheire may be struck by up to ten 

fists simultaneously. Huge opponents (20‘ or greater) can be struck by an 

additional 3-30 more. They strike as 16* hit dice monsters. 

HEPHAESTUS (god of blacksmiths) 

Lesser god 

ARMOR CLASS: -5 

MOVE: 9" 

HIT POINTS: 312 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 20-80 (* 14) 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: Nil 

MAGIC RESISTANCE: 50% 

SIZE: L (20) 

ALIGNMENT: Neutral 

WORSHIPER’S ALIGN: All workers of 

metal, including dwarves 

SYMBOL: Hammer and anvil 

PLANE: The Prime Motor/a/ Plane 

CLERIC/DRUID: Nil 

FIGHTER: 18th level fighter 

MAGIC-USER/ILLUSIONIST: 18th level 

magic-user 

THIEF/ASSASSIN: Nil 

MONK/BARD: Nil 

PSIONIC ABILITY: IV 

S: 25 ( + 7. +14) 1:25 W:20 0:22 C: 23 CH: 9 

Hophaostus looks like a tall hill giant with a humped back and a club foot. 

Ho is tho only being able to easily work the extremely hard metal 

adamant. This god has so fow worshipors that any being doing a groat 

service (Judge's option) for his sect, on a 5% chance, will be given a *5 

shield especially made to be useable by any class and not hamper him in 

battlo. 

He uses a nine foot long hammer in battle that strikes for 20-80 points of 

damage. 

Tho god works in a volcanic mountain with his holpors: groator Cyclopes, 

firo olomontals, efroet. and some of the lessor types of intelligent demons. 

Tho god is friond to tho dwarves and has boon known to personally teach 

their most talontod smiths. A rod dragon guards tho tunnol entrance to his 

mountain. This ancient creature will always talk to those who sook on- 

trance to discover if they are merely curious (and therefore edible) or 

have actual business with the god. His clerics above 10th level are allowed 

to commune with him in tho caves for advice and tho like. 

HERA (goddess of marriage and intrigue) 

Greater goddess 

ARMOR CLASS: 2 

MOVE: 12” 

HfT POINTS: 300 

NO. OF ATTACKS: 3/2 

DAMAGE/ATTACK: 2-20 (+1) 

SPECIAL ATTACKS: Voice (see below) 

SPECIAL DEFENSES: Nl 

MAGIC RESISTANCE: 50% 

SIZE. M (SA) 

ALIGNMENT: Neutral 

WORSHIPERS ALIGN: Variable 

(wives and intriguers* 

SYMBOL: Peacock 

PLANE: Olympus 

CLERIC/DRUID: 15(h level deric 

FIGHTER: !0th level fighter 

MAGIC-USER/ILLUSIONIST: 12th level 

in each 

THIEF/ASSASSIN: Nil 

MONK/BARD: Nl 

PSIONIC ABILITY: VI 

S: 17 (♦ /. ♦ 1) 1 20 W: 25 D: 23 C: 23 CH: 23 

Hera looks like a very tall woman, but she shape changes at will. The 

wife of Zeus, she is the patron of all married women. If a woman prays to 

the goddess about husband problems while tho goddess is listening (n 5% 

chance) tho goddess may react with a curse thrown nl tho offonding molo 

(save vs. spoils negates). 

As the wife of Zeus, she is constantly killing or attacking his paramours. At¬ 

tempting to koop track of thorn has causod her to dovolop mothods of spy¬ 

ing and watching that aro unporallolod. 

Because of her very strong dosiro for vengeance, her clerics havo a re- 

vongo drive of their own. For tho slightest imagined or rool wrong doing to 

hor or thorn, the dories will work to tho utmost to causo tho death of tho of¬ 

fender. sometimes taking years to plan tho defeat of tho more powerful 

boings. 

While Hera can strike with her rod for 2-20 points of damage, she some¬ 

times uses hor special voice for attacking. When she is angry Iror voico 

does 20 points of damage to all within 50 yards of her because of its harsh¬ 

ness (no saving throw). Those who do not make their saving throw vs. 

spells will be forced to flee in terror from the sound of her screaming (as 

tho fear spell). 

HERACLES (demigod; 

ARMOR CLASS: -2 

MOVE: 15” 

HIT POINTS: 187 

NO OF ATTACKS: 2 

DAMAGE/AHACK: 5-50 (♦ 14) 

SPECIAL ATTACKS: Bow 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: Standard 

SIZE: U (6) 

ALIGNMENT: Chaotic neutral 

PLANE: The Prime Material Plane 

CLERIC/DRUID: NU 

FIGHTER: 15th level ratrger 

MAGIC-USER/ILLUSIONIST: Nil 

THIEF/ASSASSIN: Nl 

MONK/BARD: 3rd level bard 

PSIONIC ABILITY: Nl 

S:25(+7. +14) 1:11 W: 9 D: 19 0:20 CH: 17 

The son of Zeus, this demigod is strength personified. He appears as a 

normal, very muscular man with a large beard. Heracles is quite naive, 

and will have nothing to do with magic-users or clerics, whom ho does not 

trust. 
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He uses a special bow at the beginning of every battle, a bow which only 

he can use effectively. It has a range of 1 mile, and it cannot miss at 



distances of up to Vi mile. When he battles giants and other enchanted 

monsters, he uses poisoned arrows. He also wields a huge club which does 

5-50 points of damage on a hit. Heracles wears the skin of the magical 

Nemean lion, and it cannot be pierced by anything. Thrusting weapons do 

but one point of damage (plus bonuses, if any), slashing weapons do half 

damage, but crushing or bludgeoning weapons do full damage. When he 

suiters more than half his hit points in damage. Heracles flies into a blind 

borserkor's rage, and this causes him to attack all who are within striking 

distance of him. friend and foe alike. When in this state, his damage bonus 

from strength is *25 points. 

winged sandals that allow him to fly. has a holm of Invisibility (as tho ring 

of the same name), and he carries a white caducous, a winged rod with 

two entwined serpents. This device was given to him by the god Apollo 

and became Hermes' symbol. It gives tho god complete control over all 

non-magical creatures other than man (no saving throw). 

One of Hermes' functions is that of messenger of the gods to mortals, and 

in this capacity he will occasionally be seen by high level clerics of the 

various Olympian sects, bringing messages from their deities. He also acts 

as arbiter of disputes between the gods. 

It is dangerous to have dealings with this hero, as tho slightest insult or af¬ 

front is liable to cause him to lose his temper. At such times, he will act in 

the most direct and aggressive manner. If he is tricked by double-dealing, 

lies, or ingratitude, he will certainly exact vengeance, although it might be 

years before he has the chance. 

HERMES (god of thieves, liars, gamblers and arbitrators) 

Greater god 

ARMOR CLASS: 2 

MOVE: 10748" 

HIT POINTS: 340 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 5-30 

SPECIAL ATTACKS: Soo bolow 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 35% 

SIZE: M(6%) 

ALIGNMENT: Noulral 

WORSHIPERS ALIGN: Neutral and 

thieves 

SYMBOL: Caducous 

PLANE: Olympus 

CLERIC/DRUID: 14th level druid 

FIGHTER: 15th level ranger 

MAGIC-USER/ILLUSIONIST: !5th level 

illusionist 

THIEF/ASSASSIN: 25thlovolthief 

MONK/BARD: !5th level bard * 

PSIONIC ABILITY: IV 

S: 22 ( + 4, * 10) 1:25 W: 19 D: 2! 

Appearing as a handsome teenager, this god has maximum thieving abili¬ 

ties. He moves as a blink dog. is always hasted. Hermes wears a pair of 

All of Hermes' clerics must keep physically fit and be able to run long 

distances, no matter how Important their position. They must also carry a 

white rod as a symbol of their devotion. Clerics of Hermes often act as pro¬ 

fessional arbitrators. Their reputation for fair settlement of disputes keeps 

them busy in this line of work. Hermetic arbiters who accept bribes or other 

graft may (15% chance per offense) be punished by the god. 

JASON (hero; 

ARMOR CLASS: 3 

MOVE: 12“ 

HfT POINTS: 129 

NO OF ATTACKS: 2 

DAMAGE/ATTACK: By weapon typo 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES: Ni 

MAGIC RESISTANCE: Standard 

SIZE: M (69 

ALIGNMENT: Noutrnl good 

CLERIC/DRUID: Nil 

FIGHTER: 16th level ranger 

MAGIC-USER/ILLUSIONIST: Ni 

THIEF/ASSASSIN: 4th level thief 

MONK/BARD: 7th level bard 

PSIONIC ABILITY: Nil 

Attack/Defonse Modes: Ni 

S: 18(00) ( + 3. *6) 1:16 W: 14 0:18 C: 18 CH: 19 

Jason is noted for his leadership ability and his strength. He roamed over 

the seas in his ship, the Argo, and succeeded in the quest for the golden 

fleece. This item is able to heal any wound instantly and raise tho rocontly 

deceased (less than 3 days) by placing the fleece on the body overnight. 

However, after each time it is used, there is a 10% chance that it will disap¬ 

pear forever. 

1 
i C: 24 CH:24 
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KRONOS (former ruler of the gods and greater titans) 

ARMOR CLASS: 2 

MOVE: 24- 

HIT POINTS: 400 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 5-50 (+14; 

SPECIAL ATTACKS: Lava balls 

SPECIAL DEFENSES: Nl 

MAGIC RESISTANCE: 50% 

SIZE: L(IOO) 

ALIGNMENT: Chaotic evil 

PLANE: Tarlerus 

CLERIC/DRUID: 25th level cleric 

FIGHTER: 17th level fightor 

MAGIC-USER/ILLUSIONIST: Ni 

THIEF/ASSASSIN: Nil 

MONK/BARD: NJ 

PSIONIC ABILITY: V 

S:25(*7. -*-14: 1:25 W: 14 D: 25 C: 25 CH: 25 

Kronos appears as a handsome giant. Ho shape changes at will, and at the 

beginning ol any battle, he hurls lava balls (created out o( thin air) up to a 

maximum range of 200 yards, each doing 4-40 points of damage per strike. 

His sickle of adamant strikes as a *5 weapon for 5-50 points of damage. 

NIKE (goddess of victory) 

Lossor goddess 

ARMOR CLASS: -4 

MOVE: 24-/36“ 

HIT POINTS: 357 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 5-50 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: Cancellation 

MAGIC RESISTANCE: 85% 

SIZE: M (T) 

ALIGNMENT: Lawful neutral 

WORSHIPER’S ALIGN: Lawful neutral. 

and thoso wishing victory 

SYMBOL: Wingod woman 

PLANE: Olympus 

CLERIC/DRUID Nil 

FIGHTER: 20th lovol fightor 

MAGIC-USER/ILLUSIONIST: Soo 

below 

THIEF/ASSASSIN: Ni 

MONK/BARD: Ni 

PSIONIC ABILITY: VI 

S:23( + 5.+li: 1:23 W: 23 D: 23 C: 24 CH: 25 

This unusually stubborn goddess appears as a very tall woman with wings. 

She always uses her divine awe power to stun lesser creatures, not caring 

what happons to tho poor mortals that see her. At will, she shape changes. 

In close combat, she uses a rod of power that inflicts 5-50 points of damage 

at a touch (no saving throw). 

She is able to destroy any device used against her (saving throw ap¬ 

plicable) with a touch of her hand. 

The goddess has a very stern way of looking at things and her clerics are 

not allowed to transgress against their alignments or sect even once. If 

thoy do. they suffer doath from a lightning bolt largo enough to destroy 

them totally. 

OCEANUS (greater titan of the sea and wafer areas.) 

ARMOR CLASS -3 

AA0VE: 24- 

HIT POINTS: 390 

NO OF ATTACKS: 2 

DAMAGE/ATTACK: 7-70/7-70 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 50% 

SIZE: 1(100‘; 

ALIGNMENT: Chaotic evil 

PLANE: Tarlerus 

CLERIC/DRUID: 10th level in each 

FIGHTER: 15fh level fighter 

AAAGIC-USER/ILLUSIONIST: Nil 

THIEF/ASSASSIN: Ni 

MONK/BARD: Nil 

PSIONIC ABILITY: V 

S:25( ♦ 7. ♦ 14) 1:24 W: 10 D: 24 C: 25 CH:20 

This groator titan always has a groen shimmer around his body. He is ablo 

to raiso hurricane winds with a motion of his hand and create wnvos 

great forco whore thoro is wator. All croaturos of water of loss than divino 

status must obey his commands, though Poseidon outranks him on tho 

Prime Material Plane since the greater titans were defeated. 

ODYSSEUS (hero) 

ARMOR CLASS: 2 

MOVE: 12“ 

HfT POINTS: 83 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 1-8 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES: Nil 

MAGIC RESISTANCE: Standard 

SIZE: M(5'4~) 

ALIGNMENT: Chaotic good 

CLERIC/DRUID: Ni 

FIGHTER: 13th lovol fightor 

MAGIC-USER/ILLUSIONIST: Ni 

THIEF/ASSASSIN: 9th lovol thief 

MONK/BARD: Ni 

PSIONIC ABILITY: Nil 

Attack/Defense Modes: Ni 

S: 18 (00%J ( ♦ 3. *6) I: 18 W: 10 

Odysseus, while below average hoight. is an oxlromoly muscular man. Ho 

is a ronownod bowman and wiolds a bow which has such a poworful pull 

that only ho can string it. Odysseus gains his strength bonuses "to hit" and 

damage when using this bow. Though possessing great strength. Odysseus 

prefers to use his wit and cunning to .extricate himsolf from sticky situa¬ 

tions. as he has found intelligence more universally useful than strength. 

During the Trojan War. Odysseus added to his reputation of craftiness and 

cunning with various strategems. He is credited with the idea, of the 

wooden horse ruse used to take the city. Whsn returning home from Troy, 

Odysseus was blown off course and landed on an island of the lesser 

Cyclopes. To escape from the human-eating Polyphemus. Odysseus had to 

blind the giant. As Polyphemus was Poseidon's child, this act brought 

about Poseidon’s curse and forced Odysseus to wander for 10 years, never 

quite able to return home. 

Some of the dangers Odysseus overcame were: the land of the lotus 

eaters. Circe the sorceress, a journey to Hades, the Sirens, stealing the 

cattle of the sun-titan Hyperion, sailing between the monsters Scylla and 

Charybdis. and enchantment by the nymph Calypso. Eventually Odysseus 

reached his homo of the island of Ithaca, only to find his faithful wifo bo- 

seiged by suitors who were convinced that Odysseus was dead. In a fit of 

rage. Odysseus slew all tho suitors almost single-handedly. 
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PAN (god of nature and wild passion) 

Lesser god 

ARMOR CLASS: -2 

MOVE: IS*' 

HIT POINTS: 359 

NO OF ATTACKS: 3/2 

DAMAGE/ATTACK: 3-30 

SPECIAL ATTACKS: Fear and beguil¬ 

ing 

SPECIAL DEFENSES: Nil 

MAGIC RESISTANCE: 89% 

SIZE: M (5) 

ALIGNMENT: Chaotic neutral 

WORSHIPER’S ALIGN: Chaotic neu¬ 

tral 

’SYMBOL: Syrinx 

PLANE: The Prime Material Plane 

CLERIC/DRUID: 14th level druid 

FIGHTER: 13th level ranger 

MAGIC-USER/ILLUSIONIST: 15th level 

illusionist 

THIEF/ASSASSIN: 15th level thief 

MONK/BARD: /5th level bard 

PSIONIC ABILITY: / 

S: 25 (♦ 7, ♦ 14) 1:18 W: 18 D: 25 C: 25 CH: 22 

As god of nature, Pan has two aspects. On the one hand he represents the 

bonoficonco and fertility of naturo, and on the other the foarsomo indiffor- 

ont dostructivonoss of natural forces. Depending upon his mood, an en¬ 

counter with Pan can be terrifying or delightful. 

In appoaranco. Pan has tho trunk of a human with small goat horns on his 

head and his, legs and hooves are like those of a large goat. His main 

powor comos from tho sound of his voice. Ho has an intense dislike for 

Apollo and is constantly playing practical jokes on the god of music. 

vorpal blade, and Athena lent him the bright Aegis shield (cf.), though all 

of these were later returned. 

POSEIDON (god of seas, oceans, streams, and earth- 

quakes) 

Greater god 

ARMOR CLASS: 3 

MOVE: \r 

HIT POINTS: 390 

NO. OF ATTACKS: 2 

DAMAGE/AHACK: 4-40 (* 14)14-40 

(+14) 
SPECIAL ATTACKS: See below 

SPECIAL DEFENSES See below 

MAGIC RESISTANCE: 75% 

SIZE: L (30V 

ALIGNMENT: Chaotic neutral 

WORSHIPERS ALIGN: Chaotic neu¬ 

tral. and a/I who depend on the 

sea 

SYMBOL: Trident 

PLANE: Olympus 

CLERIC/DRUID: /2th level in each 

FIGHTER: !3th level fightor 

MAGIC-USER/ILLUSIONIST: 17th level 

in each 

THIEF/ASSASSIN: Ni 

MONK/BARD: 10th level bard 

PSIONIC ABILITY: VI 

S:25( ♦7. ♦ 14J 1:20 W: 22 D: 24 C: 25 CH: 22 

This god appears as a huge human and may command any 

croature of tho wator. At will, ho shapo changos, summons water bolngs, 

and creates life in any form (often originating new life forms at a whim). 

His fist strikes for 3-30 points of damage: his voice is able to cause fear as 

tho spoil within a rango of 50 yards (saving throw applicable). 

His syrinx is a sot of rood pipos that ho plays as a rod of boguiling. This in- 

atiumont Is nblo to causo any bolngs who fall Iholr saving throw to bocomo 

tho blindly loving friends of tho god. In times of danger and when he has 

sulforod tho loss of moro than 25% of his hit points, lie is ablo to shout so 

that all beings within 100 must run in fear for 4 melee rounds (no saving 

His anger at coastal towns who fail to sacrifice to him monthly may causo 

him to react in one of three ways: he may take all of the young males of 

the town in blood sacrifice, he may reduce the town to rubble in an earth¬ 

quake. or he may flood the town and the surrounding countryside. 

Poseidon is responsible for the creation of all horses and ho rewards his 

high priosts and high priostossos for exceptional sorvicos with a paladin- 

quality horse for their use. 

throw) Posoidon fights with a *5 tridont that hits for 4-40 points twico por moloo 

round: this weapon can absorb any single spell in any given rneloo round 

and return a like spell at tho desire of tho god. In battlo, tho god ofton puts 

a watery hazo around his body that acts like a ♦5 ring of protection. 

Pan and Apollo are enemies because Apollo replaced Pan in several areas 

(particularly music), and this caused Pan to lose somo worshipers to 

Apollo. Thoir rivalry oxtonds to tho Prime Matorial Plano, where their 

clerics are often at cross purposes. This god rewards the prayers of his clerics with material things like springs 

in dry lands, wator when noodod in tho form of rain, or too much wator to 

his clerics’ enemies. Ho has also boon known to plaguo tho worshipers of 

his sect with enchanted monsters of random typos when they have trans¬ 

gressed in some way. 

Poseidon is the son of Kronos and Rhea and brother of Zeus and Hades ARMOR CLASS: 3 

MOVE: 12124" CS/V/ 

HIT POINTS: 112 

NO. OF ATTACKS: 2 ^ 

DAMAGE/ATTACK: By weapon type 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: Standard 

SIZE: M (67 

ALIGNMENT: Lawful good 

CLERIC/DRUID Nil 

FIGHTER 15th lovolpaladin 

.MAGIC-USER/ILLUSIONIST: NI s 

YweFfAsSAsaiN: ,cMi Lt 
MONK/BARD: 5th level bard 

PSIONIC ABILITY: Nil 

Attack/Defonse Modos: Ni 

S: 18 <89%; (*2. *4) 1:14 W: 12 

This hero was responsible for taking the head of the first and most power¬ 

ful medusa, and was favored by many of the gods. Hades loaned him his 

helm of inyisibi/ity. Hermes gave him a pair of winged sandals and a 
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PROMETHEUS (greater titan) "Forethoughtr 

Lesser god 

ARMOR CLASS: -2 

MOVE: 15"! 24“ 

HIT POINTS: 388 

NO. OF ATTACKS: 2 (Lists) 

DAMAGE/ATTACK 5-50/5-50 

SPECIAL ATTACKS: Soo bolow 

SPECIAL DEFENSES: Nd 

MAGIC RESISTANCE: 50% 

SIZE: L(IOO) 

ALIGNMENT: Noutral good 

WORSHIPER’S ALIGN: Good (hurran.) 

SYMBOL: Torch 

PLANE: Olympus 

CLERIC/DRUID: 13th in each 

FIGHTER: 16th lovol rangor 

MAGIC-USER/ILLUSIONIST: 15thlovol 

magic-usor 

THIEF/ASSASSIN: 10th level thief 

MONK/BARD: 10th lovol bard 

PSIONIC ABILITY: V 

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

Prometheus is the son of lapotus and Clymono. and tho brother of Atlas 

and Epimetheus. When the gods revolted against the titans. Prometheus 

sidod with tho gods since ho corroctly deduced tho outcomo of tho 

struggle. Prometheus is credited with making the first man and woman 

from clay, and ho has made it his task to help mankind whenever possible. 

Prometheus taught humans many of tho civilized arts, including the medic¬ 

inal use of plants, cultivation of grains, and domestication of wild animals. 

Promothous stole firo from tho sun and gave it to humankind. For this af¬ 

front. Zeus ordered Prometheus chained to a mountain top where his 

perpetually-regenerating liver was torn out afresh each day by a griffon- 

vulture. Zeus repented after 30 years and allowed Heracles to free Prom¬ 

etheus. After he was freed. Prometheus was invited to Olympus to join the 

gods. 

Prometheus is the only titan worshiped as a god. As a token of his punish- 

mont, Zeus ordorod Promotheus to wear a ring made from his chains. 

Prometheus’ clerics also wear an iron ring set with a chip of stone 

supposedly from tho- mountain .where-Prometheus was chained. 

Prometheus expects his clerics to be self-reliant, but not self-centered. 

Trickery and cunning are fair weapons but only if the end serves the 

human race as a whole. Prometheus will side with faithful clerics against 

any force, oven tho most powerful god. but ho takes a dim view of clerics 

calling upon him unless they have absolutely no chance of survival other¬ 

wise. 

Tho dories of Prometheus will take any available opportunity to kill a 

griffon. They will also do all in their power to prevent humans from attack¬ 

ing any titan, and will actually side with Atlas or Epimetheus if they see 

either titan under attack. 

Promothous can croato any mortal croaturo from clay in 2 moloo rounds. 

This croaturo will serve him until it dies, though Prometheus usually sets it 

froo altor a spocific sorvico. In rolurn for extraordinary sorvico by ono of 

his dories, Promotheus may roward tho cloric with a companion croaturo 

suitable to the cleric's level of experience. 

THESEUS (hero; 

ARMOR CLASS: 4 

MOVE. 12" 

HIT POINTS: 103 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: By weapon typo 

SPECIAL ATTACKS: N4 

SPECIAL DEFENSES Ni 

MAGIC RESISTANCE: Standard 

SIZE: M(6) 

ALIGNMENT: Lawful good 

CLERIC/DRUID: Nil 

FIGHTER: 13th lovol paladin 

MAGIC-USER/ILLUSIONIST: Nil 

THIEF/ASSASSIN: Nil 

MONK/BARD: 9th lovol bard 

PSIONIC ABILITY: NH 

Attack/Defenso Modes: Nil 

5: 18 (76) ( + 2. ♦4) 1:18 W: 17 D: 18 C: 18 CH: 18 

This horo was croditod with defeating tho first and most poworful 

minotaur. Ho was notod for his bravory and foarlossnoss, but often lost 

struggles for power bocauso of his refusal to deal on anything but an 

honest and open level with his enemies. He can be counted on to know 

the habits and weaknesses of all enemies ho faces, both magical and non¬ 

mag ical. 

TYC H E (goddess of good fortune) 

Lesser goddess 

ARMOR CLASS: -3 

MOVE: 12'736- 

HIT POINTS: 200 

NO. OF ATTACKS: 1 

DAMAGE/ATTACK: See bolow 

SPECIAL ATTACKS: Nd 

SPECIAL DEFENSES: See bolow 

MAGIC RESISTANCE: 100% 

SIZE: Af (5’J 

ALIGNMENT: Neutral 

WORSHIPER S ALIGN: Noutral. or 

those wishing luck 

SYMBOL: Rodponlogram 

PLANE: Olympus 

CLERIC/DRUID: Nil 

FIGHTER: Ni 

MAGIC-USER/ILLUSIONIST: ISUr lovol 

in each 

THIEF/ASSASSIN: NI 

MONK/BARD: lOfh (eve) bard 

PSIONIC ABILITY: / 

S:20( ♦ 3. «8; 1:25 W: 25 D: 25 C: 22 CH:25 

Tycho appoars as a rather small, slim, olfin human. Sho is able to cost 

"good luck" as a spell. The recipient of this spell will always win any 

singlo contost. no mattor what tho odds. Sho can also shapo chango at will 

and speak with anything. If threatened, her touch drains one-half the total 

original hit points of her attacker (no saving throw). 

She has a small blue sphere that is able to absorb any one singlo attack in 

any given melee round and reflect the total damage that the attack would 

have done back at any being within touching distance of her person. This 

dovico is a function of her luck, and will not work for anyono olso. 

The goddess is not treated very well in the pantheon, as the other deities 

think of her as a poor relative and not really of divine caliber. Sho is there¬ 

fore not often willing to aid them in their struggles against giants, titans, 

and the like. 
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The translation of these beings Into AD&O terms was one of the more diffi¬ 

cult tasks of this work. They were very hard to categorize In the lawful or 

chaotic sonso bocauso of tho dlvorslty of tholr worldly actions. The pan- 

tlioon that rosultod Is a mlxturo of Vedic and Hindu concopts, usually loan¬ 

ing toward tho Vodlc. These gods and goddosses maintain an aloofness 

greater than normal when compared with some of the other pantheons. 

Thoro oro sovornl concopts that aro original with this soctlon that must bo 

dealt with for gaming purposes. The culture that created this mythos also 

created one of the most rigid caste systems ever known, where one Is born 

to tils or hor station In lifo and loarns to live with It. In a campaign under 

tho Influonco of theso gods, a character may bo bom a clorlc, magic-usor 

or a fighter. One does not switch from class to class or overlap Into other 

areas (which usually prevents any characters from having two classes). 

Tho casto systom also modifies tho bohavlor of playors toward ono anothor 

and toward non-player characters. Persons of higher status are to bo 

treated with respect and honor and either obeyed or left strictly alone. 

Those of tho magic-user caste ore deemed superior to all other castes, 

including tho warriors. AH of this is followed strictly by those who obey any 

sort of lawful code. 

There is also a belief that all prayers will bo answered if tho proper sacri¬ 

fices are made to the gods. If the prayer Is not Immediately answered, 

then some impropriety was made and the prayers must bo done again 

(and again) until the desired result Is achieved. 

Worshipers aro identified by marks they wear. For example, tho followers 

of Vishnu have two parallel lines of a special while earth drawn from the 

hair-line to the bridge of the nose, with a perpendicular line connecting 

them at the bottom. All worshipers have marks of this type somewhere on 

their persons. 

Probably tho most difficult concept this mythos presents, at least In AD&D 

terms. Is that of the "avatar". An avatar Is a physical manifestation of a 

deity upon tho Prime Material Plane. An avatar usually has lesser powers 

and a different appearance than the deity It has sprung from. Avatars 

often represent one particular aspect or side of a deity, and may have 

been created to perform a specific function. A deity may have several 

avatars simultaneously co-oxlslont, each ono difforont and uninvolvod 

with tho othors. Vistinu, in particular, has many avatars. 

Temples and cultural trappings within this pantheon vary from one ex¬ 

treme to another. On one hand, there are awesomely huge shrines to 

slnglo gods that are many stories high, and In the same area thoro are tiny 

shrines dedicated to all of the gods that a single worshiper can use. 

Tho doltlos of this mythos aro ofton doscrlbod as having many heads 

and/or arms. This multiplicity Is somewhat representative of the powers of 

tho deity. For example. If a deity has sovon important abilities, ho or she 

will probably have seven arms. This number may vary from one account to 

anothor. Glvon most of tho doltlos' ability to shape chango. It Is only 

logical that Ihoy hove ns many arms (or bonds) as thoy nood. 

INDRA (god oHhe atmosphere, storms and rain) 

Greater god 

ARMOR CLASS: -12 

MOVE: 18124- 

HIT POINTS: 400 

NO OF ATTACKS: 2 

DAMAGE/AnACK: 3-30 (♦ 14) 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES. *3 or better 

weapon fo hit 

MAGIC RESISTANCE: 80% 

SIZE: M (6") 

ALIGNMENT: Chaotic neutral 

WORSHIPERS ALIGN: Chaotic 

neutral and farmers 

SYMBOL: White elephant 

PLANE: Limbo 

CLERIC/DRUID: 25th level cleric 

FIGHTER: 14th level fighter 

MAGIC-USER/ILLUSIONIST: 20th level 

In each 

THIEF/ASSASSIN: Nl 

MONK/BARD: 10th level bard 

PSIONIC ABILITY: II 

S:25(+ 7. ♦ 14.) 1:25 W:25 D: 25 C:25 CH:25 

Indra, the first ruler of the gods, appears as a heavily muscled man. His 

main attribute Is the ability to create and control any form of weather at 

will. He can also influence humans, animals, and plants as a staff of com¬ 

mand. He can shape change at will. 

Indra wears *4 plate mall and a *4 shield In battle. He plies a bow made 

out of rainbows which shoots lightning bolts at the rate of two per melee 

round, each doing 3-30 points of damage, with a 1,000 yard range (all of 

which Is treated as short range). For hand-to-hand combat, ho uses a +3 

flaming sword that does 3-30 points of damage per hit. 

•S>-8& 

Indra's Elephant 

FREQUENCY. Unique 

NO. APPEARING: 1 

ARMOR CLASS: 0 

MOVE: !8*724" 

HIT DICE/POINTS: 150 hp 

% N LAIR: Nl 

TREASURE TYPE: Nl 

NO OF ATTACKS: 5 

DAMAGE/ATTACK: 2-20 (X 5) 

SPECIAL ATTACKS: Nl 

SPECIAL DEFENSES: Nl 

MAGIC RESISTANCE: 25% 

INTELLIGENCE: Low 

ALIGNMENT: Neutral 

SIZE I (20' tall; 

PSIONIC ABILITY: Nl 

Attack/Defense Modes: Ni 

LEVEUX.P. VALUE: X/21.450 

This huge white beast is able to carry any weight his master wishes 

through the air. through the planes, or on the ground. It attacks as a 16 + 

HD monster, stabbing with Its tusks, constricting with Its trunk, and tramp¬ 

ling with its great columnar forelegs. Each of these attacks does 2-20 points 

of damage. 
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AGNI (god of fire and lightning) 

Greater god 

ARMOR CLASS: -2 
MOVE: 18118" 
HIT POINTS: 378 
NO. OF ATTACKS: 1 
DAMAGE/ATTACK: 3-30 (+ 12) 
SPECIAL ATTACKS: Soe below 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 75% 
SIZE: L (10’) 
ALIGNMENT: Chaotic neutral 
WORSHIPER'S ALIGN: Chaotic 

neutral 
SYMBOL: Flames 
PLANE: Umbo 
CLERIC/DRUID: 20th level cleric 
FIGHTER: 15fh lovol fighter 
MAGIC-USER/ILLUSIONIST: Soo 

below 
THIEF/ASSASSIN: Nil 
MONK/BARD: Ml 
PSIONIC ABILITY / 
5:24 (+6. + 12) \:21 W:20 D; 25 C: 24 CH: 20 

Agni has 3 legs. 7 arms, and as many as 3 heads. He Is completely red. His 
main attribute is tho control of all forms of fire. Ho is able to control any 
number of fire beings that are within 1 mile of his presence and cast all 
fire spells as if he were n 50th level spell-caster. He is able to cure or cause 
any disease. 

Ho fights with an axe of flame that hits for 3-30 points of damage nndtlnys 
lessor domons and dovils if it hits thorn (no saving throw). His fire aura 
brightly illuminates his body and causes 25 points of Home damage to any 
who attack him In hand-to-hand combat, This aura will molt weapons of 
loss than a *4 bonus when thoy striko tho god (Agni will bo damugod by 
such attacks, but tho wonpon will bo destroyed). Agni has a breath 
woapon usablo 3 timos por day that shoots a rod stream of flamo up to 30 
yards and doos 6-50 points of dnrnago (succossful saving throw versus 
breath wonpons negates). His voice charms ns tho charm person or charm 
monster spell. He can sliape change at will. 

He disdains the use of armor and attacks the strongest of any enemy group 
from his fire chariot. This Is a ono-whoolod dovico mado out of tho sovon 
winds which nppoars to bo mado of red gold. It is pulled by 2 giant horses 
which aro immune to all forms of hoot. On tho ground, It travols at a rate of 

36". and in tho air it travols at a rnto of 48\ (Rod horsos: AC 2, HD 10. hp 
90.WAT3. D 2-20/2-20/1-12.) 

KALI (black earth mother) 

Lessor goddoss 

ARMOR CLASS: -9 
MOVE: 27" 
HIT POINTS: 279 
NO. OF ATTACKS: 4 
DAMAGE/ATTACK: 4-40 
SPECIAL ATTACKS: Soo bolow 
SPECIAL DEFENSES: Fear 
MAGIC RESISTANCE: 39% 
SIZE: L (20'J 
ALIGNMENT: Chaotic evil 
WORSHIPER'S ALIGN: Chaotic evil 

SYMBOL: Skull 
PLANE: Abyss 
CLERIC/DRUID: 10th lovol h each 
FIGHTER: 20rh lovol fighter 
MAGIC-USERVILLUSIONIST: 15thlevel 

in each 
THIEF/ASSASSIN: 15tli level assassin 
MONK/BARD: !3th level monlc 
PSIONIC ABILITY: m 
S:25(+ 7, + 14) 1:18 W: 5 D:25 C:24 CH:-7 

Kali has night black skin, tusks, 3 eyes, and 4 arms ending in talons. She i 
can shape change at will and her visage causes fear as the spell to any 
who look upon it (save vs. spells negates). 

This goddess is destruction incarnate, the ruthless mother who can give life 
and then take it away. She eats her own children for sustenance. The other I 
deities of this pantheon will allow her to lead them in battle against the ! 
most powerful of their enemies, because she is so awesome in herdestruc- I 
tivenoss that sho is able to inspire fear in even tho most gruesome domons 
and devils. Each of her taloned hands can strike for 4-40 points of damage. 
Sometimes sho wields a sword in one hand that Inflicts 2-24 points of 
damage (plus strength bonus) on a hit. 

Her worship roquiros sacrifices of blood, and ovon an occasional human 
sacrifice. Her cult includes many assassins. Those sworn to defend her cult 
will often do so in a sort of berserk, suicidal manner, slaying all who 
opposo thorn until thoy thornsolvos aro slain. 

KARTTIKEYA (demigod of war) 

Demigod 

ARMOR CLASS: -8 
MOVE: 18- 
HIT POINTS: 222 
NO. OF ATTACKS: JO 
DAMAGE/ATTACK: 2-12 (* 14) oach 
SPECIAL ATTACKS: Soo bolow 

SPECIAL DEFENSES: Nl 
MAGIC RESISTANCE: 50% 
SIZE. L (20V 
ALIGNMENT: Chaotic good 
WORSHIPER'S ALIGN: Chaotic good 

and warriors 
SYMBOL: Peacock 
PLANE: Glndohoim 
CLERIC/DRUID. Nil 
FIGHTER: !8fh lovol flghtor 
MAGIC-USER/ILLUSIONIST: Ml 
THIEF/ASSASSIN: lOlh lovolthlof 
MONK/BARD: Nd 
PSIONIC ABILITY VI 
S:25( + 7, -*-14) 1:20 W: 16 D:25 C:20 CH 18 

Knrttikoya has 6 heads and 12 arms (with swords in 10 of them). Each of his 
swords strikos for 2-12 points of damage. This domigod was croatod to 
fight devils wherever they are found, and his clerics have a 2% chance of 
successfully requesting aid from him in battlos against dovils and Ihoir 

allies (e.g. rakshasas). 

Karttikoya rides a giant poacock into battlo. and this bird is his symbol to 
his worshipers and enemies alike. 

Peacock of Karttikeya 

FREQUENCY: Unique 
NO. APPEARING: 1 
ARMOR CLASS: 2 
MOVE: 2413b" 
HIT DICE/POINTS: 120 Ip 
% IN LAIR: Nl 

TREASURE TYPE: Nl 
NO. OF ATTACKS: 1 
DAMAGE/ATTACK: 3-36 
SPECIAL ATTACKS: NJ 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: Standard 
INTELLIGENCE: Exceptional 
ALIGNMENT: Lawful good 
SIZE: L (20' tall) 
PSIONIC ABILITY: Nil 

Attack/Dofonso Modes: Nil 
LEVEL/X.P. VALUE: IX/12.200 

This huge bird is said to have feathers made of metal, while its beak is said 
to strike with the swiftness of lightning at the god's enemies. The creature 
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attacks as a 16+ HD monster, striking with its beak for 3-36 points of RATRI (goddess of the night, thieves, & robbers) 
damage, and whilo it does not speak, it obeys the commands of the god 

perfectly and can act independently of its master. Demigoddess 

LAKSHMI (goddess of fortune; 

lossor goddoss 

ARMOR CLASS: -3 

MOVE: 18775“ 

HIT POINTS: 300 

NO. OF ATTACKS: 0 

DAMAGE/ATTACK: Nil 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 100% 

SIZE: M (6) 

ALIGNMENT: Chaotic good 

WORSHIPER'S ALIGN: Chaotic good. 

thoso seeking luck 

SYMBOL: Lotus 

PLANE: Gladsheim 

CLERIC/DRUID: 20th lovol cleric 

FIGHTER: Nil 

MAGIC-USER/ILLUSIONIST: 20th level 

in oach 

THIEF/ASSASSIN: Nl 

MONK/BARD: 10th level bard 

PStONIC ABILITY: VI 

S: 10 1:25 W: 25 D: 20 C:23 CH: 24 

Lnkshml is the wife of Vishnu. She appears as a golden-skinned woman 

and always sits on a giant floating lotus when traveling about on the Prime 

Mnterial Plano. This device will carry only her and can travel at great 

spood (75"). 

Whon the goddoss looks at beings with only her right eye, they will always 

make their saving throws in the next hour and always hit targets that are 

physically possible to hit In that time. The loft eye has just tho opposite 

offoct, for tho samo amount of timo (saving throw vs. spoils nogatos oithor 

of thoso offocls). 

ARMOR CLASS -2 

MOVE: 18" 

HIT POINTS: 250 

NO. Cf ATTACKS: 1 

DAMAGE/ATTACK: 1-10 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: See bolow 

MAGIC RESISTANCE: 25% 

SIZE: Af (5) 

ALIGNMENT: Neutral evil 

WORSHIPER'S ALIGN: Neutral evil 

and thieves 

SYMBOL: Image of a female in dark 

robes 

PLANE. Hades 

CLERIC/DRUID: 10th level cleric 

FIGHTER: Nl 

MAGIC-USER/ILLUSIONIST: 5th lovol 

magic-user/!5th lovol illusionist 

THIEF/ASSASSIN: 15(h lovol assassin 

MONK/BARD: Nil 

PSIONIC ABILITY: V 

S: 19( ♦ 3. +7) 1:22 W: 20 D: 19 C:21 CH: 23 

Ratri appears as a woll-proportioned woman. She has tho ability to cast an 

area of darkness 15" (as tho spoil) upon any opponent, with no saving 

throw. She also has the powor to permanently blind any being that crosses 

her shadow (saving throw vs. spells). 

Ratri wears a magical cloak that causos any objects or porsons that touch it 

to bo cast into the Ethereal Plano (no saving throw). Her attack of a 

physical naturo takos tho form of an angry look from hor oyos that auto¬ 

matically doos 1-10 points of damage — sho can do this onco por round. 

RUDRA (storm god, god of the dead) "Lord of Animals" 

Lakshmi always makes her saving throws. She is immune to attacks from 

cronturos that aro flying. 

MARUT (wind spirit) 

FREQUENCY: Vory raro 

NO. APPEARING: 1-10 f 10-100 h 

bafllos.) 

ARMOR CLASS: -2 

MOVE: 0"724- 

HIT DICE/POINTS: 100 hp 

% IN LAIR: 25% 

TREASURE TYPE Nl 

NO. OF ATTACKS: 1 

DAMAGE/ATTACK: By weapon typo 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES: See bolow 

MAGIC RESISTANCE: 50% 

INTELLIGENCE: Average 

ALIGNMENT: Neutral 

SIZE: M (6) 

PSIONIC ABILITY NJ 

Attack/Dofonso Modes: Nil 

LEVEL/X.P. VALUE: X/16.700 

These humanoids are creatures created-out of the wind. They serve as 

troops for tho gods, particularly Vishnu and Rudra. and aro often led by 

ono of tho demigods of air whon they enter battlo. Maruts live In tho 

clouds and help create weather for the gods. They are not subject to the 

will of any but divine beings (i.e. cannot be charmed or enchanted), and 

they are invisible unless attacking the enemies of the gods. They attack as 

16* HD monsters with thoir weapons, which aro usually broadswords. As 

wind creatures, they naturally have the ability to fly. 

Groator god 

ARMOR CLASS -2 

MOVE: 18724- 

HIT POINTS: 344 

NO OF ATTACKS: 2 

DAMAGE/AHACK: 2-20 ( + 9) 

SPECIAL ATTACKS: Soo bolow 

SPECIAL DEFENSES Illusions 

MAGIC RESISTANCE: 25% 

SIZE: M (&) 

ALIGNMENT: Lawful neutral 

WORSHIPER’S ALIGN: Lawful neutral 

SYMBOL: Black bow 

PLANE: Nirvana 

CLERIC/DRUID: 14th lovol druid 

FIGHTER: J4rh level Tighter 

MAGIC-USER/ILLUSIONIST: 25th level 

illusionist 

THIEF/ASSASSIN: 15th lovol thief 

MONK/BARD: Nil 

PSIONIC ABILITY: V 

S:21 (+ 4. -+9.) 1:23 W.20 D:25 C:24 CH:20 

Rudra appears as a man with a red complexion and blue nock. Ho govorns 

both the spread of disease and its remedies. He can also create and con¬ 

trol storms. All of his treasure is kept in a special portable hole that opens 

into an extra-dimensional area approximately the same size as the Grand 

Canyon. 

Rudra possesses a magical black bow from which he shoots his arrows of 

disease. These inflict 2-20 points of damage on a hit. and infect the victim 

with a rotting disease like that resulting from a mummy’s touch. (Save vs. 

death at a -6 negates this effect.) With these arrows, he spreads disease 

among those whose time of death has come. 
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SURYA (sun god; 

Greater god 

ARMOR CLASS: -3 

MOVE: 18" 

HrT POINTS: 3G0 

NO OF ATTACKS: 2 

DAMAGE/ATTACK: 4-40 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: Soo bolow 

MAGIC RESISTANCE: 50% 

SIZE L (W) 

ALIGNMENT: Lawful good 

WORSHIPER'S ALIGN: Lawful good 

SYMBOL: Sun disc 

PLANE: Seven Heavens 

CLERIC/DRUID: 20th level cleiic 

FIGHTER: 16th level paladin 

MAGIC-USER/ILLUSIONIST: 15th level 

magic-user 

THIEF/ASSASSIN: Nil 

MONK/BARD: 8th lovol bard 

PSIONIC ABILITY: VI 

S:24(«-6. +12) 1:24 W: 24 D: 24 C:24 CH:20 

Surya has dark red skin, long golden hair. 3 eyes in his semi-human head, 

and 4 arms on his humanoid trunk. His main attribute is the ability to sleep 

any number of 20th lovol or losser beings (non-divino) with no saving 

throw; he can also affect any number of higher level creatures though 

they are givon a savo vs. spoils. This ability has a tango of 15". Ho can soo 

anything In Iho Prlrno Malorlnl Plano that has tho sun shining on It. Ho dis¬ 

dains the uso of armor, and will attack demons first In any givon batllo 

whoro they appear. ^ 

In battle lie uses a shaft of light that no one else can grasp. Ills a +4 

swordliko woapon and does 4-40 points of dainago por strike. It also auto¬ 

matically dispels all illusions and darkness within 1,000 yards of it. and acts 

as a non-nogatablo continual light spell. 

SURYA'S CHARIOT: This one-wheeled device is made of a piece of tho 

sun. and is pullod by 7 magical horses, oach a difforont color of tho rain¬ 

bow. Tho vehicle is not corporoal unloss Surya ridos in it. Tho chariot 

travels with no limit to tho speed it can attain. Tho horses are always in¬ 

corporeal and are never affected by magic. 

Whon in battlo against demons. Iho chariot shines with inlonso light that 

causes 30 points of heat damage per round, with this heat only hurling 

demonic creatures (no saving throw). 

TVASHTRI (demigod of artifice and science) 

Demigod 

ARMOR CLASS: -3 

MOVE: 15" 

HIT POINTS: 227 

NO. Cf ATTACKS: ) 

DAMAGE/ATTACK: 4-40 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 65% 

SIZE Af (6) 

ALIGNMENT: Neutral 

WORSHIPER'S ALIGN: Neutral 

SYMBOL: A plnwhool fan held on a 

jade rod 

PLANE: Concordant Opposition 

CLERIC/DRUID: 15th lovol cleric 

FIGHTER: ////» lovol fighter 

MAGIC-USER/ILLUSIONIST: 20thlevel 

magic-user 

THIEF/ASSASSIN: Ntf 

MONK/BARD: Nil 

PSIONIC ABILITY: I 

S: !9( + 3, *-7) 1:25 W: 22 D:21 C: 23 CH: 19 

Tvashtri appears as a normal man. His is the ability to design objects of 

great utility and weapons of awesome power. Because of this, none of the 

weapons that the gods use that he designed (virtually all of them) have 

the power to hurt him. He carries a pinwheel device with him at all times, 

and when activated it is able to permanently nullify all magical devices in 

a 200 yard radius around it. This thing can also cast black beams of power 

(one per round) that do 4-40 points of damage and never miss their target, 

up to a range of 30" 

Tvashtri can regenerate 20 lost hit points per melee round by grabbing 

parts of the air and applying them to his (or anyone elso's) wounds. This [ 

hoaling ability requires all of his attention; ho cannot attack or defend 

while doing this. 

Tvashtri is the patron of artisans and inventors. His clerics are expected to 

be resourceful and original in solving their problems. 

USHAS (goddess of the dawrtj 

Lesser goddess 

ARMOR CLASS: -2 

MOVE: 18124" 

HIT POINTS: 300 

NO. OF ATTACKS: 0 

DAMAGE/ATTACK: Nil 

SPECIAL ATTACKS: Blindness, gazo 

SPECIAL DEFENSES Soo bolow 

MAGIC RESISTANCE: 60% 

SIZE: M (5Vi) 

ALIGNMENT: Neutral good 

WORSHIPER'S ALIGN: Neutral good 

SYMBOL: Rising sun 

PLANE: Elysium 

CLERIC/DRUID: 20th level cleric 

FIGHTER: N i 

MAGIC-USER/ILLUSIONIST: 15th lovol 

Illusionist 

THIEF/ASSASSIN: Nil 

MONK/BARD: Nil 

PSIONIC ABILITY: VI 

S:17(-H,«-J; 1:2? W:23 D:25 C:22 CH:23 

Ushas, who appoars os a woman wearing rod and gold robes, isablo to ro- 

Incornato any living thing into any other non-divino living form. This is be¬ 

cause she is responsible (ns goddess of tho dawn) for the endless rein¬ 

carnation of tho daytime. She is able to send a brilliant light from her body 

that will blind all those looking at her for 1-4 turns (no saving throw). Sho 

can regenerate 30 hit points per round while the sun shines on her and sho 

uses her gaze to inflict 1-10 points of damage upon any who offend her 

(she can do this once per round). 

Sho fights tho forcos of darknoss. as this is tho only substanco that rosists 

her light. In this battle she rides a chariot like that of Surya's (q.v.), except 

that all of tho horsos that pull it aro rod. Whon fighting forcos of darknoss 

and ovil, sho uses hor ability of instant awakoning. This enables her to 

awakon all donnant or slooping good croaturos (so that they may come to 

her aid). It also enables her to automatically dispel all charm/enchant- 

mont-typo spoils or influoncos, and provonts her onomios from using those 

types of spells or abilities. 
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VARUNA (god of order & protector of oaths) 

Greater god 

ARMOR CLASS: -2 

MOVE: 16724" 

HIT POINTS: 329 

NO OF ATTACKS: 3/2 

DAMAGE/ATTACK: 5-50 (+11) 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 80% 

SIZE: M (611) 

ALIGNMENT: Lawlul neutral 

WORSHIPER’S ALIGN: Lawful neutral 

SYMBOL: Moon 

PLANE: Nirvana 

CLERIC/DRUID: 15lh level cbiic 

FIGHTER: 14th lovol paladin 

MAGIC-USER/ILLUSIONIST: 20th level 

magic-user 

THIEF/ASSASSIN: Nil 

MONK/BARD: 4rh lovol bard 

PSIONIC ABILITY VI 

S:23 (♦ 5. ♦ M; 1:25 W: 25 0:23 C: 22 CH: 18 

Varuna is tho god of physical and moral order, the porsonlficalion of law¬ 

fulness. Ho is tho protoclor of all oaths, nnd oathbroakors of tho lawful 

alignments havo roason to foar his wrath — thoro is a 1 % chanco por lovol 

of tho oathbroakor that Varuna will causo him or hor to bo punished. 

Varuna appears as a tall but ordinary man. He has Ihe ability to become 

othoroal at will. His aura of lawfulnoss is so strong that no non-divino croa- 

turo of tho chaotic alignment can approach within 5” of his form. Varuna 

wields a jot black sponr that strikes for 5-50 points of damage. 

VISHNU (god of mercy and l/ghtj 

Grnntor god 

ARMOR CLASS: -5 

MOVE: 18727" 

HIT POINTS: 389 

NO. OF ATTACKS: 2 

DAMAGC/ATTACK: 1-10 (+11) 

SPECIAL ATTACKS: See bolow 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 85% 

SIZE: 1,1 (6') 

ALIGNMENT: Lawful good 

WORSHIPER’S ALIGN: All good 

allgnrnonts 

SYMBOL: Sun-disc, soasholl, lotus & 

nwco 

PLANE: Sovon Hoavons 

CLERIC/DRUID: 15th lovol cleric 

FIGHTER: 17th lovol paladin 

MAGIC-USER/ILLUSIONIST:25fh/eve/ 

magic-userl 18th level illusionist 

THIEF/ASSASSIN: Nil 

MONK/BARD: Nil 

PSIONIC ABILITY: I 

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

Vishnu most commonly appoars as a normal man with four arms, but ho Is 

capable of shape changing at will Into almost any form. His primary power 

is the ability to make any creature of intelligence (low or greater) unable 

to commit violence of any typo within 30 yards of him (no saving throw). 

When exercising this ability, the god cannot do harm. He can also cast 

doublo strongth prismatic wall spoils at will, and undoad turn to dust at his 

glance. 

In battlo ho wields a maco that disintegrates anything It hits (saving throw 

vs. spoils applicable) and doos 1-10 points of damage por striko plus his 

strength bonus. He also has a disc weapon that is capable of shooting a 

stream of fire for 5-50 points of damage to a maximum range of 40 yards, 

and this can be discharged once per round. He is able to use both of these 

weapons simultaneously, striking twice per round with the mace and blast¬ 

ing with Ihe sun disc. 

Vishnu’s magical sea sholl automatically sends him into tho Ethereal Plano 

when he Is about to bo killed, and his lotus flower can heal all of his lost 

hit points at a touch (up to three times per day). He ridos Garuda. the king 

of all birds, into battle, and while on this creature he is not affected by 

charm spoils of any typo. 

Vishnu is very helpful towards his worshipers, and there is a chance that he 

will aid thorn if they aro in sorious troublo. This is a porcont chanco equal 

to tho number of worGhipors in mortal dangor, to a maximum of 20%. 

Vishnu may send one or more of his minions (tho maruts) to aid them, or 

ho may send pait of himself in tho form of an avatar. An avatar will 

probably have only one or two of Vishnu’s character class levels plus the 

appropriate divine ability scores. For example, a clerical avatar would bo 

15th level, havo a wisdom of 25, maximum hit points, nnd probably a 

special magic item or two. 

Vishnu’s clerics ore expected to combat the forces of evil with determina¬ 

tion and persistence, but to show mercy to those defeated opponents who 

aro rodoomablo. 

Garuda "King 

FREQUENCY: Unique 

NO. APPEARING: 1 

ARMOR CLASS: -I 

MOVE: 18740” 

HIT DICE/POINTS: 100 hp 

% IN LAIR 10% 

TREASURE TYPE: Z (X 3) 

NO OF ATTACKS: 2 

DAMAGE/ATTACK: 2-24/2-24 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES: Sense evU 

creatures 

MAGIC RESISTANCE: 75% 

INTELLIGENCE: High 

ALIGNMENT: Lawful good 

SIZE: L (60) 

PSIONIC ABILITY: M 

Attack/Dofonse Modes: Nil 

LEVEL/X.P VALUE X/17.100 

This half-man/half-bird hates all things evil with a mad passion. Garuda is 

said to be able to carry 5 gods in full battle armor and not be slowed in 

flight. Ho can sonso any evil creatures or things within a 1 milo radius of 

himself. Ho can also summon 1-10 of any type of avion creature ho 

chooses, even over the commands of other gods, and all avians will follow 

tho commands of Garuda when they moot him. Garuda can perform this, 

summons once per day. 
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He attacks by battering with his wings for 2-24 points of damage per wing 

and fights as a 16+ HD monster. 
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YAM A (demigod of death) 

Demigod 

ARMOR CLASS: -i 
MOVE: 15" 

HIT POINTS: 229 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 2-12 ( + 9) 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES See below 

MAGIC RESISTANCE: 25% (100% in 

his robes.) 

SIZE. M (T) 

ALIGNMENT: Lawful neutral 

WORSHIPER'S ALIGN: Neutral 

alignments 

SYMBOL: Rod mace 

PLANE: Nirvana 

CLERIC/DRUID: 10th level cleric 

FIGHTER: 14tli level Oghter 

MAGIC-USER/ILLUSIONIST: See 

below 

THIEF/ASSASSIN: Nil 

MONK/BARD: Nil 

PSIONIC ABILITY V 

S: 21 (♦ 4. *9; 1:24 W: 18 D: 18 C: 18 CH: 18 

Yamn slarted life as Ihe first mortal, but so impressed the gods with his 

ability to cause destruction that they made him an Immortal. He appears to 

the world with green skin, copper-colored eyes, and wearing red robes. 

His rod robes are an artifact in themsolves and have the following powers: 

they give him -100% magic resistance: they negate all damage from heat, 

cold, and light sources; they prevent him from being surprised from any 

source by flashing red 2 melee rounds before any attack; and they allow 

him to fly and travel in the water as fast as he can move on land (15"). 

Yama is the judge of the dead: based on the record of a man's deeds in 

life. Yama decides which plane he will go to after death (in the case of 

those who worship a member of this pantheon). 

Yama's Water Buffalo 

FREQUENCY: Unique 

NO. APPEARING: 1 

ARAAOR CLASS: 3 

MOVE: 24- 

HIT DICE/POINTS: 100 hp 

% N LAIR; 0% 

TREASURE TYPE: Ni 

NO OF ATTACKS: 1 

DAMAGE/ATTACK: 4-40 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES Ni 

MAGIC RESISTANCE: Standard 

INTELLIGENCE: Avorago 

ALIGNMENT: Lawful neutral 

SIZE: L( 12* tall at tho shouldors) 

PSIONIC ABILITY: Nil 

Attack/Dofenso Modes: Nil 

LEVEL/X.P. VALUE: 1X111.500 

Ho entors battlo wearing armor of othoroalnoss. His *3 maco his for 2-12 

points of damage per strike. He uses a +5 magical noose as a weapon 

when he rides his giant water buffalo, which strangles those ho catches in 

3 moloo rounds, no mattor how many hit points they have. Ho has ac¬ 

quired tho ability to cast any magic-user’s spell ns if ho wore 20th lovel as 

long os it doos damage to his onomios. 

This beast can carry 2 gods dressed in full armor without strain, and il 

moves over land. air. water, or space with ease. This creature can pull any 

woight not attachod to tho earth. It is slavishly loyal to its mnstor, Yama. 

and because of this will not allow itsolf to be used by others. It fights as a 

16*- HO monstor. goring for 440 points of damage, and can oboy 

complicated ordors from Yama. 



Tho beings of this mythos present "ideal typos" who give their worshipers AMA-TSU-MARA (god of blacksmiths) 
models to live and grow by. As with one or two othor mythol, this allows 

the true believer to become as one of the gods with enough faith and 

natural ability (see DIVINE ASCENSION). 
Lessor god 

ARMOR CLASS: 4 

MOVE: 12'/12" 

HIT POINTS: 299 

NO OF ATTACKS: 312 

DAMAGE/ATTACK: 45 points 

SPECIAL ATTACKS: Seo below 

SPECIAL DEFENSES: Immune to heat 

and cold 

MAGIC RESISTANCE: 50% 

SIZE M (b‘ll) 

ALIGNMENT: Neutral 

WORSHIPER'S ALIGN: Workors of 

metal 

SYMBOL: Doublo-odgod axo 

PLANE: Prlmo Matorlol Plano 

CLERIC/DRUID: 10th lovol cloric 

FIGHTER: 12th lovol fighter 

MAGIC-USER/ILLUSIONIST: 20th lovol 

mnglc-UBor 

THIEF/ASSASSIN: Nil 

MONK/BARD: 8lh lovol bnrd 

PSIONIC ABILITY: V 

S:25(*7. *-14) 1:24 W: 23 D: 25 C: 22 CH: 20 

Tho first religion of Japan was Shintoism, and this faith centers around a 

deep lovo and affoction for nature. Tomplos are arranged around treos 

and gardens. All temples have male and female clerics. There are also 8 

million "Kami", or divine spirits, but none of these have images In the 

temples (see below). Shrines usually face the south and sometimes the 

oast, but novor tho north or wost as thoy nro regarded os unlucky direc¬ 

tions. Thoro Is always a gatoway (Torll) to ovory shrlno and somotlmos 

thoro nro wholo clustors of thoso boforo tho shrlno. 

Holy symbols do not abound In this religion, but thoro nro three universal 

onos: tho mirror (associated with Amatorasu Omlkami), tho sword, and a 

clustor of porfect gomstonos. 

Punlshmont for transgressions of any typo 13 ofton through tho stripping 

away of poisonnl ability. A cloric who transgresses against tho gods may 

lose points from abilities (like strength or dexterity) for slight sins and spoil 

ability for grontor sins, always with tho provision that such things can bo 

oarnod back with groator sorvlco. 

Tho concept of "Kami" is one that prevails In all of Japanoso thought 

throughout tho sevoral faiths of tho island. It is somotlmos translated to 

mean "divinity" or "spirit", but is a much more universal idea that is 

usually loft untranslated by thoso that understand it. All things dosorvo to 

bo revered and/or dreaded for tholr own snkos. Tho concopt is nppllod to 

ovorythlng: all animals, nil plants, sons, mountains, or any natural 

phonomonn. Each of thoso has Its own dlvlno spirit — tho largor (or more 

important) the place, the greater the Kami, If their "place" is threatened, 

tho Komi may actually matorlolizo os n person with druid or illusionist 

abilities. 

This masslvo humnn-apponrlng god Is ablo to make any typo of magical 

weapon in a week. Ho especially likes to make swords and spears that 

fight for thomsolvos (as a sword of dancing). Tho god con croato raw ma¬ 

terials out of thin.air, uso any woapon known on any piano, and bocomo 

astral or olhoronl at will. 

He favors blacksmiths, and there is a 2% chance that any weapon a black 

smith makes with oxtromoly special care that is dedicated to Ama-Tsu 

Mora (at roforoo's option), will bo mode into a *4 woapon by tho god. 
AMATERASU OMIKAftAI (goddess of fhe sun 

Groator goddoss 
He uses a *4 double-edged axe that is 12 feet long and does 45 points of 

damngo on a hit. It Instantly slays any flro-typo cronturo It strikes (saving 

throw vs. death opplicablo). 
ARMOR CLASS: -7 

MOVE: Infinito 

HIT POINTS: 400 

NO. OF ATTACKS: 1 

DAMAGE/ATTACK: 1-100 

SPECIAL ATTACKS Polymorphing [M 

SPECIAL DEFENSES: Immune to hoot 

nnd flro vV 

MAGIC RESISTANCE: 75% i . jfflS 

SIZE: M (S'J fc' )H 

ALIGNMENT: Lawful good JP? Af jvW 

WORSHIPER'S ALIGN: Lawful good /o 

SYMBOL: Octagonal mirror ralDl 

PLANE: Prime Material Plane 

CLERIC/DRUID: 20th lovol cloric/ 14th , jlLl 

lovol druid /JjB 

FIGHTER: Nil 2A 

MAGIC-USER/ILLUSIONIST: 20th lovol APBT 

In each 1- 

THIEF/ASSASSIN: Nil 

MONK/BARD: 15th level in each 

PSIONIC ABILITY: B 

5:25 (+ 7. -*-1*1) 1:25 W:25 D:25 C:25 CH:25 

DAIKOKU (god of wea/th and luck) 

Lossor gad 

ARMOR CLASS: 2 

MOVE: 9712" 

HIT POINTS: 350 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 20 points 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: Ethoroalnoss, 

also soo below 

MAGIC RESISTANCE: 20% 

SIZE: M (5V)) 

ALIGNMENT: Lawful good 

WORSHIPER S ALIGN: Those wishing 

luck and riches 

SYMBOL: Three coins 

PLANE: Prime Material Plane 

CLERIC/DRUID: 10th lovol cloric/14rh 

level druid 

FIGHTER: 12th level fighter 

MAGIC-USER/ILLUSIONIST: 12th level 

in each 

THIEF/ASSASSIN: Nil 

MONK/BARD: 10th level bard 

PSIONIC ABILITY VI 

S:22( +4. +IOJ 1:23 W: 25 D: 24 

One of a trinity (with Susanowo and Tsukiyomi) of the most powerful of 

this group of deities, this human-seeming goddess was the mother of her 

pantheon. Amaterasu Omikami is able to touch anything and turn it into 

anything else (saving throw only applicable to divine beings, and then at a 

-8). One of her favorite tactics is to change weapons or monsters attacking 

her into small birds. Her fist does 1-100 points of damage per strike if she 

doesn't feel like polymorphing a being. She radiates a continual light like 

the spell. 



JAPANESE MYTHOS JAPANESE MYTHOS 

This god looks like a portly balding male with an easy grace about him. He 

is also known as the patron of all farmers, and in this aspect can be prayed 

to for weather of any type and hope for a good harvest. The god is noted 

for his good-natured outlook on all things and often uses his powers for the 

benefit of his clerics and worshipers. Besides being able to control all types 

of woathor, ho has complete control over the growth of plants and natural 

animal life (making them grow huge or shrink at will). Ho wanders the 

Prime Material Plane In ethereal form, observing Ns worshipers. Those 

who sacrifice groat amounts of wealth to him at his temples will eventual¬ 

ly bo rowardod by tho god (ovon if it is given to tho descendants of the 

giver). 

ARMOR CLASS: -I 

MOVE: 28V21” 

HIT POINTS: 300 

NO. OF ATTACKS: 2 (3 open hand) 

DAM AGE/ATTACK: 4-40 ( * 8) (5-20 

open hand) 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 35% (plus see 

below) 

SIZE: M (VA) 

ALIGNMENT: Chaotic good 

WORSHIPER S ALIGN: Warriors 

SYMBOL: Throwing dagger 

PLANE: G/adsheim 

CLERIC/DRUID: Ml 

FIGHTER: 20th lovol ranger 

MAGIC-USER/ILLUSIONIST: Nil 

THIEF/ASSASSIN: 15fh level assassin 

MONK/BARD: 14rh level monk 

PSIONIC ABILITY: / 

S:20( *3. *0) 1:21 W: 17 D: 25 

He fights with a wooden mallet that hits for 20 points of damage. R also 

shrinks any boings it hits (that do not make their magic saving throw) to 

half size. It will permanently negate any miscellaneous magic Horn used 

against its master (no saving throw), and will transport its master to a place 

of safety if the god is in mortal danger or becomes magically enspelled 

(charm, hold, etc.). 

EBISU (god of luck through hard work) 

Lessor god 

ARMOR CLASS: 5 

MOVE: 9"/12“ 

HIT POINTS: 313 

NO. OF ATTACKS 2 

DAMAGE/ATTACK: 3-30 (*11) 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES See below 

MAGIC RESISTANCE: 50% 

SIZE: Af I5<r) 

ALIGNMENT: Lawful good 

WORSHIPER’S ALIGN: Lawful good 

SYMBOL: F/shlng rod or cano staff 

PLANE: Sovon Hoavons 

CLERIC/DRUID: 30th lovol done 

FIGHTER: lOfh lovol pnlndln 

MAGIC-USER/ILLUSIONIST: 25th/ovo/ 

mnglc-usor 

THIEF/ASSASSIN: Nil 

MONK/BARD: lOfh lovol bard 

PSIONIC ABILITY I 

S:23(♦ 5, + 11) 1:25 W: 25 D: 22 

Hachiman has the following abilities: he shape changes at will. Is not af- 

foctod by any spoil of tho 7th lovol or loss, and Is novor nffoctod by any 

type of illusion. 

Tho god has a throwing knife that turns into an ancient rod dragon when 

cast in anger at an immortal. If the dragon dies in battle, it returns to 

daggor form, otherwise being forcod to chnngo back into daggor form for 

a 48 hour period after fighting up to 100 moleo rounds. 

In hand-to-hand combat, ho usos his two-handod sword which only ho can 

lift. This is a *3 weapon that acts ns a sword of sharpness and also does 4- 

40 points of damage. 

KISHIJOTEN (goddess of luck) 

ARMOR CLASS: -10 

MOVE: 12-/121/12" 

HIT POINTS: 3)1 

NO. OF ATTACKS: 1 

DAMAGE/ATTACK: 2-20 

SPECIAL ATTACKS: Soo below 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 100% 

SIZE: M (57 

ALIGNMENT: Neutral good 

WORSHIPER’S ALIGN: Any bolng 

wishing luck 

SYMBOL: While diamond 

PLANE: Primo Material Plane 

CLERIC/DRUID: 25fh level cleric 

FIGHTER Ni 

MAGIC-USER/ILLUSIONIST: 20th level 

in each 

THIEF/ASSASSIN: Ni 

MONK/BARD: 15th level bard 

PSIONIC ABILITY: D 

S: 15 1:25 W: 25 D: 20 C: 24 CH: 25 

Tho dolty nppoars ns an oldorly mnlo. and is occasionally found floating 

ovor tho earth rewarding thoso who work hard with bountiful harvests of 

foodstuffs or extra money for sale of goods. 

Ho uses a staff of striking in battle that hits for 3-30 points of damage. Ho 

always makes his saving throw. His luck attribute affects all beings in the 

samo way. Boings attacking tho god will only bo ablo to do half damago 

with any given hit and they will hit only one-half of tho times they 

normally might have (l.o., every other hit will miss). 

The goddess always appears as a human in any situation where she aids in 

a struggle. At will, she shape changes, always makes her saving throw, 

and can summon one of any good creature type to her presence once a 

month. With this last power she can summon, among other beings, a good 

dragon, a paladin, or a ranger to help her at any time she wills. These 

summoned beings are taken at random from the Prime Material Plane; she 

doesn't know who will come, and when arriving they are not under her 

dominance (they have free will). 

She never physically takes pari in battle, but observes and gives special 

luck to those she favors (at her whim and judge’s option). This takes tho 
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form of that favored being making his or her saving throws and striking 

their enemies with every try. She also occasionally favors beings (not just 

humans) that take unusual chances (judge's option) in those situations 

where random chance plays a hand. There is a 2% chance of this happen¬ 

ing in any given situation of great risk, if she is watching. 

While the goddess prefers to use magic to attack her personal enemies, if 

ptessed liaid enough she will stiike them with her gem. doing 2-20 points 

of damage. 

OH-KUNI-NUSHI (patron of heroes; The Great Land 

Master" 

Demigod 

ARMOR CLASS: -4 

MOVE: 75772- 

HIT POINTS: 200 

NO. OF A1IACKS: 2 

DAMAGE/ATTACK: 3-30 ( + 8; 

SPECIAL AIIACKS: Nil 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 20% 

SIZE: M (67 

ALIGNMbN I: Chaotic good 

WORSHIPER'S ALIGN: Chaotic and 

good horoos 

SYMBOL: Rod sword 

PLANE: G/odsho/m 

CLERIC/DRUID: Nf 

FIGHTER: 18th level lighter 

MAGIC-USER/ILLUSIONIST: W 

IHIEF/ASSASSIN: Nil 

MONK/BARD: 10th lovol In onch 

PSIONIC ABILITY: V 

S:20( *3. +8; 1:20 W: 10 D: 20 

This god always appears human, and in his aspect as Land Master he is 

ablo to convorse with all "natural" croaturos, hoal Ihom and make thorn 

grow young or old at will. The very ground speaks to him and tolls him 

who has passed or what Is hiddon undomoath. 

Oh-Kuni-Nushl wields a great red two-handed sword that strikes for 3-30 

points of damngo. Ho oncouragos his worshipors to nctivoly seek heroic 

quosls which thoy may attompt. 

Clerics of Oh-Kuni-Nushi must attempt a heroic existence. These mortals 

travol tho earth proaching a doctrine of tho usefulness of bravery and 

courage to all walks of life. They may only rise to the next level if they 

have committed a heroic act on their own initiative (DM*s discretion). 

C: 20 CH: 20 

RAIDEN (god of thunder & patron of ft etchers) 

Greater god 

Raidon has dark, roughened, scaled skin, with- hands that ond in talons 

that are capablo of striking for 2-24 points of domago. Tho god also has a 

beard, pointed eyebrows ond ears, heavily muscled arms and legs, and a 

large round belly. At will, he can shape change, cast 25 point lightning 

bolts as far as he can see. and create any typo of woothor. On rare oc¬ 

casions ho will aid his mortal worshipors with their undertakings. 

In battlo ho usos a *3 jot black maco that strikos for 2-20 points of damago 

every time it hits and disenchants other magical weapons and armor It 

comos in contact with (no saving throw). Ho wears -*3 black splint mail 

and usos a *4 onchantod shiold that prevonts tho succoss of any singto 

weapon's attack in any given melee round (with the most powerful 

weapon boing stopped in tho caso of more than ono strike attompt against 

tho dotty). Whon Raidon bnttlos. a wind storm nlwnys ragoo around him 

that does not allow missilo weapons of any typo to touch him. Tho god also 

has a shadowy aura about his body (at times whon ho is not woaring 

armor or using his shield) that negates tho affects of any 8th or lower levol 

magic-users' spell. 

Besides his maco. Raidon usos a sot of doublo-strongth drums of panic. 

Those will only affect tho enomios of tho god’s allios. 

ARMOR CLASS: -8 

MOVE: 72724“ 

HIT POINTS: 337 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 2-20 (*12) or 2- 

24/2-24 

SPECIAL ATTACKS: See bolow 

SPECIAL DEFENSES See below 

MAGIC RESISTANCE: 80% (plus see 

bolow 

SIZE U (T) 

ALIGNMENT: Neutral 

WORSHIPER S ALIGN: Neutral 

SYMBOL: Black spiked mace with a 

crossed lightning bolt 

PLANE: Elemontal Plano of Air 

CLERIC/DRUID: 15th lovol doric 

FIGHTER: 13th level fighter 

MAGIC-USER/ILLUSIONIST: 15th level 

in oach 

THIEF/ASSASSIN: W 

MONK/BARL): NJ 

PSIONIC ABILITY: V 

5:24 ( + 5. -*-12) 1:22 W: 19 D: 24 

In his aspect as patron of flotchors. tho god will grant, to ovory worshipor 

who designs arrows, the obility in his or her lifetime to make ton arrows of 

slaying mortals. Those shafts will not display their power or bo dotoctablo 

as magical. This may occur when a fletcher takes extremely special care 

with the crofting of an arrow; even the creator will not know these arrows 

for what they are The maker will only prize them for tho effort ho or sho 

put into them (the referee will know, however). 
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RAIKO (heroj 

JAPANESE MYTH OS 

ARMOR CLASS: -1 

MOVE: 29- 

HIT POINTS: 180 

NO. OF ATTACKS: 2 (or 3 with open 

hand) 

DAMAGE/ATTACK: By weapon type 

(or 6-24 with open hand) 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES: Ni1 

MAGIC RESISTANCE: Standard 

SIZE: M (6’J 

ALIGNMENT: Neutral good 

CLERIC/DRUID: Ni 

FIGHTER: 18th lovol ranger 

MAGIC-USER/ILLUSIONIST: Ni 

THIEF/ASSASSIN: 12th lovol assassin 

MONK/BARD: 15th level monk 

PSIONIC ABILITY: Nil 

Attack/Defense Modes: Ni 

S: 18(00)( + 3. *6) 1:18 W: 11 D: 19 

Raiko, favored of tho gods, is a fighter of onchanted monsters, and for his 

many victories over giants, demons, tho undoad, and other ghastly things 

he has been given greater endurance (thus his increased hit points) and 

has achieved a speed of movement that is quite unhuman (thus his greater 

doxtority). His woapons aro tho longbow and sword: with his arrows ho 

can nchlovo twlco tho dlstanco and damago of normal longbowmon, and 

his sword is said to bo swiftor than tho striking sorpont. Raiko b known to 

somoas Yorimitsu. 

SUSANOWO (storm god and lord of the seas) 

Groator god 

ARMOR CLASS: -4 

MOVE: ;2'736‘7/48M 

HIT POINTS: 400 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 3-30 (♦ 14) 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES See bolow 

MAGIC RESISTANCE: 30% or 100% 

(soobelowj 

SIZE: M (6W) 

ALIGNMENT: Chaotic neutral 

WORSHIPER’S ALIGN: Chaotic 

SYMBOL: Katana (sword; 

PUNE: Umbo 

CLERIC/DRUID: 10th lovol in oach 

FIGHTER: 13fh level ranger 

MAGIC-USER/ILLUSIONIST:20thlovel 

magic-usor 

THIEF/ASSASSIN: Nil 

MONK/BARD: Ni 

PSIONIC ABILITY: V 

TSUKIYOMI (moongodj 

Greater god 

ARMOR CUSS: -7 

MOVE: 72721- 

HIT POINTS. 400 
NO. OF ATTACKS: 312 

DAMAGE/ATTACK: 40 points 

SPECIAL ATTACKS: NI 

SPECIAL DEFENSES: See bolow 

MAGIC RESISTANCE: 30% 

SIZE: M (T) 

ALIGNMENT: Neutral good 

WORSHIPER’S ALIGN: Good align 

S:25( + 7, + 14) 1:24 W: 20 0:25 C:25 CH:22 ments 

SYMBOL: White disk 

A large bearded oriental with long flowing black hair, this deity can often PUNE: Elysium 

bo found riding a thunder cloud. He casts lightning bolts (doing 30 points CLERIC/DRUID: 20th level cleric 

of damago per strike) any time ho wills. He shape changes at will, can FIGHTER: 12th level rangor 

summon any time 1-10 air or water olomontals to do his bidding, and ho MAGIC-USER/ILLUSIONIST: 15thlevel 

can take away the power of flight from any being for up to 1 week (no sav- h Gach 

Ing throw). Ho woars yollow -f-4 splint mall Into battlo that omits blasts of THIEF/ASSASSIN: 15th level assassin 

boat once per round (doing 20 points of damage to all within 10 foot of the MONK/BARD: 10th level bard 

god. no saving throw). PSIONIC ABILITY: VI 

S:25( ■* 7. ♦ 14j 1:23 W: 23 D: 25 C:25 CH:25 

He uses a +4 yellow sword that strikes for 3-30 points of damage with 

every hit, and if the weapon misses his enemy in any given melee round, 

tho noxt closost onomy will be hit. While the god is in the water, ho is 100% 

magic resistant, and all the nearby creatures of the sea will throw them¬ 

selves in front of him so that they are hit instead of the god. 

This god has light blue skin, but otherwise appears to be a massively bu It 

human male. At will the god can shape change, and summon one of onA 

type of flying creature (up to 5 times per day). He also has the ability tor 

summon any object ho sees to his hand (magic saving throw applicablo 

so that enemies’ weapons and the like can be taken away from them. 

He uses a *4 pike in battle that strikes for 40 points of damage with every 

hit and cannot be broken by any force on the Prime Material Plane. The 

weapon also makes the god immune to poison, petrification, and magic 

/ar attacks. 
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YOSHMYE (heroj 

ARMOR CLASS: 2 V 

MOVE: 12" NS 

HIT POINTS: 189 

NO. OF ATTACKS: 2 

DAMAGE/AnACK: 3-18 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES: NH 

MAGIC RESISTANCE: Standard -A. > 

SIZh. A# i»\ \ y • • i 

ALIGNMENT: Lawful good ' \Aa< 

CLERIC/DRUID: Nil \^ \\ 

FIGHTER: 15th level paladin \\ £.i 

MAGIC-USER/ILLUSIONIST: Nil ',C«v 

THIEF/ASSASSIN: Nil <r—(fi 

MONK/BARD: Nil 

PSIONC ABILITY: Nil 

Attack/Defense Modes: Nil s *— M 

S: 17(+ 1, ♦ 1) I: 17 W: 11 D: 19 C 18 CH 17 

This hero, son of an emperor, is renowned for his ability as a fighter and 

loyalty to his emperor father. Many talos exist of his cunning and skill at 

disguise. Ho has tho disguise skill of an 11 th level assassin. 

Yamamoto Date is known for his owosomo speed and ability with any 

blade. Ho has a magic sword that is both a dragon slaying blade and 

sword of sharpness. 

ARMOR CLASS: 2 

MOVE: 19“ 

HfT POINTS: 109 

NO. OF ATTACKS: 212 

DAMAGE/ATTACK: 2-24 wirh arrow. 

otherwise by weapon typo 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES Nil 

MAGIC RESISTANCE: Standard 

SIZE: M 

ALIGNMENT: Neutral good 

CLERIC/DRUID: Nil 

FIGHTER: 13th level ranger 

MAGIC-USER/ILLUSIONIST: Nil 

THIEF/ASSASSIN: Nil 

MONK/BARD: 5th level in each 

PSIONIC ABILITY: Nil 

Attack/Defense Modes: Nil 

5: 18(89) (+2 +4) 1:17 W: f5 D: 19 C: 19 CH: 18 

This warrior holds tho war god Hachlman as his patron, and his prayors for 

aid are occasionally answered personally by the god! He Is a mighty 

fightor with any woapon, but his bow skills aro logondary. His arrows nro 

so powerfully launched that they can reputedly pierce rocks and so skill¬ 

fully aimed that they do greater than normal damage with every hit. 

YAMAMOTO DATE (hero) 



British author Mlchaol Moorcock croatod a race of magicians on tho Islo of 

Molnibone who grew strong and then waned weak with the passing of 

oons. Tho stories revolvo around tho last king of tho Islo. Elrlc. an albino. 

This being is forced to leave hls home and his adventures present the 

roador with an amazing number of deities, monsters, and heroic beings of 

many different types. 

The gods of this mythos are different from others in that they occupy many 

planes of existence at the same time in thousands of different bodies (thus 

their plane is listed as special). Every avatar is connected in some way and 

tho deities are aware of all of them simultaneously. Tho deities are 

constantly trying to gain control of one plane or another for the forces of 

Law or Chaos. When a god takes physical form In a specific plane. It may 

take only one of its character class attributes Into that plane to work with. 

In other words, if a god has 20th level abilities in magic use, clerical, and 

fighting abilities, that god can tako only one class of abilities when ma¬ 

terializing on a particular plane. In their piano of origin, theso gods 

possess their full powers and are able to use them to control a largo part of 

that plane of existence. 

Asldo from Arloch, there aro othor gods of Chaos mentioned, but those are 

not donlt with In detail in tho stories. Thoso wishing to havo those gods in 

their game must specify their powers. Among those mentioned are: 

Haborym. Balan, Moluk, Stortor tho Old. Baloan, Morthlm, Aosma. Alastor. 

Soobas, Vordolot. Mlzllfkm. Balo tho Jostor, and Chockalakh of tho Flame 

Body, * 

Tho gods of chaos uso a symbol of oight rod arrows radiating from a small 

circle. Tho law faction uses a single amber-colored arrow pointing 

upward. 

The lawful gods are described even less than tho chaotic ones, with 

Donblas tho Justlco Maker tho only ono montlonod. Thoy all appoar (on 

tho Prime Matorlal Plano) as slim, porfoctly formed humans drossod In 

bonutiful silks and wearing foathor-llke armor, using slendor woapons of 

Incrodiblo power in battle. 

MASTER TYPES 

Thoso boings llvo In othor dimensions called half-worlds (domi-planos). In 

thoso "worlds" ovory animal of tho oarth has a ruler which Is tho most 

portoct spoclmon of Its typo. Thoy aro all dangerous if dealt with from a 

position of woaknoss. It sooms that ovory spoclos Is aware of tho need for 

some sort of dolly; thoroforo In tho cases of dogs (for example), all dogs 

worship tholr own Imago, which In turn bocomos Roofdrak. "Mastor of all 

Dogs'*. 

ARROWS OF LAW 

There aro 20 arrows of law in a quiver, each of which will always hit and 

kill ono chaotic creature (savo vs. death applicable) at normal longbow 

ranges. 

BLACK CRYSTAL DOOR 

Made of interdlmenslonal metal that will not break and cannot be affected 

by magic, a black crystal door will only open with the proper word. It has 

tho powor to drain all of tho magical spells from any magic-user that trios 

to magically open it. It will also permanently drain the power of any 

devico that is usod against it. 

NANORION STONES 

These gems are sometimes (5%) found as the hearts of demons that had 

more than 80 hit points. Their function is to awaken a sleeper no matter 

what put them to sleep, or raise the dead no matter how long dead. They 

will function only 1-4 times, and only 15th or higher level clerics can ef¬ 

fectively use them. 

Michael Moorcock's Elrlc series consists of the following volumes, all. pub¬ 

lished by DAW Books (New York) in paperback: Elrio of Molnibono, Tho 

Bane of the Black Sword, The Sailor on the Seas of Fate, The Vanishing 

Tower, The Weird of the White Wolf, and Stormbringer This popular 

series Is highly recommended for all AD&D players. 

ELRIC (heroj 

ARMOR CLASS: 6 or -6 (see be/ow; 

MOVE: 6" or 15" (see belowj 

HIT POINTS: 45 (variable) 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: See be/ow 

SPECIAL ATTACKS: See be/ow 

SPECIAL DEFENSES: Ni/ 

MAGIC RESISTANCE: Standard or 

85% (see below) 

SIZE: M (6) 

ALIGNMENT: Chaotic ovil 

CLERIODRUID: 70th level c/er/c/5th 

level druid 

FIGHTER 15th level fighter 

MAGIC-USER/ILLUSIONIST: 19th level 

maglc-userl lOth level Illusionist 

THIEF/ASSASSIN: 10th lovol assassin 

MONK/BARD: Nil 

PSIONIC ABILITY: NH 

Attack/Dofonso Modos: Nil 

5:6(15) 1:18 W: 17 D: 17 C:3(15) CH: 18 

Tho fact that Elrlc Is an albino causes him to bo vory woak. and ho must uso 

artificial moans to supplement hls strength and constitution. Ho makes 

strength potions for his own uso out of rare materials. As he travels about, 

thoro Is a chanco that tho materials ho noods to glvo him groator strongth 

are not available. At any given lime, there is an 85% chance that ho has 

hls needed materials, and hls strongth and constitution will bo up to 15. 

Thoso may bo allorod by hls magic sword, Stonnbr/ngor (soo bolow). Ho 

employs a groat many spoils of an unusual nature, as ho has tho magical 

studies of all his ancestors to draw upon. 

Elrlc has a conscience of a sort, and sometimes tries to do the "honorable 

thing", but ho Is responsible for much ovil also. Ho often rationalizes that 

the end justifies the means. He is very arrogant towards most humans and 

extremely vengeful, and though ho views tho powor of stoallng souls 

through Sformbr/nger with great distaste, he does it anyway to survive. 

Elrlc and hls raco aro familiar with tho othor pianos of oxistonco and havo 

traveled them In the distant past to visit gods in their home pianos. Such 

knowledge has made this race the most powerful magic-users of the Prime 

Material Plane. It also gives Elrlc a largo advantage In that ho can call on 

forcos of groat powor to aid him In dangerous situations. 

He possesses two magical artifacts of great power that enable him to 

survive in a world very hard for his sort to live in: 

The Ring of Kings 

This large ring, made out of a single rare Melnibonean Actorlos gem. has 

three main functions: It acts as a ring of many spell storings into which Elrlc 

can place any spell or spells he wishes; the ring aids him, as the royal heir, 

in summoning creatures from othor planes to help him. and the ring also 

resembles a rod of tutorship In that, after calling on these, lie can de¬ 

mand their assistance and expect to got It. Long ago Elrlc's royal ancostcjjs 

forged pacts with the Elemental Lords and many of the Master Types. With 

the Ring of Kings. Elric has a 70% chance of summoning any one of them 

(and their lesser minions), and an 80% chance of controlling them when 

thoy arrive. Without tho ring, ho has only a 20% chanco to summon, and a 

30% chance to make thesummoned ones obey him. 
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Stormbringor 

This hugo black rune-carved blade Is actually a chaotic evil sentient being 

from another plane which takes the form of a sword on the Prime Material 

Plane. Stormbringer is possibly the most powerful magic weapon 

possossod by a mortal anywhere. It has an intolligonco of ]8 and an ego of 

20. It is *5 to hit and damage, and every time it hits, it drains energy 

levels from its opponents. On a successful hit it will either drain all or one- 

half of lls opponent’s remaining levels (50% chance of either). Any crea¬ 

ture killed by Stormbringer has its soul or spirit as well as its energy levels 

suckod out and dovourod. No creature so killed can be raised, resurrected, 

roincarnatod, or brought back In any mannor whatsoovor. 

Stormbringor transfers its stolon levels to Elric in the form of strongth and 

hit points. For ovory two lovols stolen, Elric gains 5 hit points and 1 strongth 

point. Elric’s strength can be increased to a maximum of 23. but the only 

limit to the amount of hit points ho can acquire is that the sword will only 

drain 200 levels before it becomes sated (this satiety lasts 8 hours). The 

strength and hit points added last 10 turns, and then Elric reverts to normal. 

When wielding Stormbringer. Elric's movement is ly and his effective 

armor class is 6. It also confers to Elric an 85% magic resistance. 

In battle, Stormbringer makes an evil, eager moaning, and gives off a 

wolrd black rndlnnco. Croaturos with loss than 5 hit dice confrontod with 

the black blade must savo vs. doath or floo in panic. It has boon known to 

act as a dancing sword at Elric’s command, but thoro is only a 15% chance 

of this. 

If Elric Is soparatod from Stormbringor. thoro is a G0% chance that ho will 

bo nblo to summon it to him, ovon from another piano. 

Stormbringor is In all ways ovll. Its purposo is to oat souls, thoroby damn¬ 

ing thorn to a horribl.o otornal doath. Somotimos, in battlo, Elric and tho 

sword go Into n killing fronzy. and slay ovorythlng within rango, including 

Elric’s frionds. whoso souls tho sword particularly onjoys stoaling. 

MOONGLUM (heroj 

ARMOR CLASS: 2 

MOVE: 12" 

HIT POINTS: 98 

NO. OF ATTACKS: 4 

DAMAGE/ATTACK: By woapon typo 

SPECIAL ATTACKS: Hi 

SPECIAL DEFENSES: Nil 

MAGIC RESISTANCE: Standard 

SIZE: M (57.7 

ALIGNMENT: Neutral 

CLERIC/DRUID: Nil 

FIGHTER: 14th level fighter 

MAGIC-USER/ILLUSIONIST: Nil 

THIEF/ASSASSIN: 13th level thiof 

MONK/BARD: 5th lovol bard 

PSIONIC ABILITY: Nil 

Attack/Defense Modes: Nil 

S: 17(+ 1. * 1) I: 11 W:9 D: 19 

Bom to be a companion to heroes, Moonglum came from the distant 

east. Ambidextrous, he fights with a sword in either hand at no penalty, 

duo to his high doxtority. Ho Is tho friond. holpor. procuror. and sorvant to 

Elric in many of his travels. Always dapper and looking for his next meal 

and bed. this mortal deals with the earthly matters that his companion Elric 

has notlmo for. 

ARIOCH The Knighl of Ihe Swords 

Greater god 

ARMOR CLASS: -2 

MOVE: 18718’’ 

HIT POINTS: 379 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 7-42 ( ♦ 14) 

SPECIAL ATTACKS: Sword (see below) 

SPECIAL DEFENSES: Etherealness 

MAGIC RESISTANCE: 90% 

SIZE: Variable 

ALIGNMENT: Chaotic evil 

WORSHIPER’S ALIGN: Chaotic evil 

SYMBOL: Circle with red arrows 

radiating from it In all directions 

PLANE: Special 

CLERIC/DRUID: 20fh level cleric (no 

healing spells) 

FIGHTER: 15th level fighter 

MAGIC-USER/ILLUSIONIST: 20th level 

In each 

THIEF/ASSASSIN: 15th level assassin 

MONK/BARD: 10th lovol bard 

PSIONIC ABILITY: I 

S:25( ♦ 7. +14) 1:25 W:21 D: 25 C:25 CH: Variable 

Tho god Arioch usually takes his magical or fighting abilities into tho Primo 

Material Plano. This god of Chaos Is Elric's patron. Ho always disdains tho 

use of armor in battlo and fights with a sword that also acts as a rod of can¬ 

cellation. This sword appears in any plane where the god takes on his 

fighting attribute. Thoso bolngs who know tho propor rituals may attempt 

to summon Arioch from his home dimension. Would-be summoners who 

plodgo themsolves to him and offor him human sacrifices may roquost aid 

or advico from Arioch. and if it suits his mood and incroasos his powor on 

tho Primo Matorlnl Plano, ho may grant tholr roquost. 

Arioch is arrogant and short of tompor. Ho oxponds a groat deal of offort to 

appear incredibly handsome to whatever kind of creature ho is dealing 

with. 

ASSASSINATOR OF THE GODS 

FREQUENCY: Unlquo 

NO. APPEARING: 1 

ARMOR CLASS: 2 

MOVE: 12724" 

HrT DICE/POINTS: 100 hp 

•% IN LAIR: 5% 

TREASURE TYPE: Nl 

NO OF ATTACKS: 2 

DAMAGE/ATTACK: 2-20/2-20 

SPECIAL ATTACKS: Nl 

SPECIAL DEFENSES: Wings (soo bolow.) 

MAGIC RESISTANCE: 90% 

INTELLIGENCE: Average 

ALIGNMENT: Chaotic evil 

SIZE: L (9) 

PSIONIC ABILITY: Ni 

Attack/Defense Modes: Ni 

LEVEL/X P. VALUE: VIII/6.200 

This terrible creature has the form of a humanoid with 50-foot wings. It is 

covered with peacock-type feathers. It is sometimes sent by the gods of 

Chaos to kill their special enemies. 

Fear of Stormbringer makes most enemies attack Elric. giving Moonglum 

many openings at their unguarded foes. He cheerfully slays any who 

would attack Elric. though his friend's evil tendencies worry him at times. 
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It attacks with its talons as an 11 HD monster. Its wings have a 50% chance 

of fouling any weapon used against it so that tho. weapon will not hurt the 

creature that round. 
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CLAKAR 

FREQUENCY: Very rare 

NO. APPEARING: 1-4 

ARMOR CLASS: 4 

MOVE: 6"/18" 

HIT DICE/POINTS: 8 HD 

% IN LAIR: 85% 

TREASURE TYPE: G 

NO OF ATTACKS: 2 

DAMAGE/ATTACK: 1-12/1-12 

SPECIAL ATTACKS Rending 

SPECIAL DEFENSES: Immune to fear. 

never surprised 

MAGIC RESISTANCE: 25% 

INTELLIGENCE Low 

ALIGNMENT: Chaotic ovil 

SIZE: L (8) 

PSIONIC ABILITY: Nil 

Attack/Defense Modes: Nil 

LEVEL/X.P. VALUE: VII650 * 10 per 

bp 

Resembling winged apes, these creatures are perfect guards and are often 

used as such. They cannot be affected by magical fear, and are never 

surprised. They attack with their powerful clawed hands. If both hands hit 

a single opponent, a clakar will do an additional 1-8 points of darnago by 

rending. 

DARNIZHAAN 

Lossor god 

ARMOR CLASS: 8 

MOVE: IS’724'* 

HIT POINTS: 300 

NO OF ATTACKS: 2 

DAMAGE/ATTACK: 6-60/6-60 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 95% 

SIZE L 120) 

ALIGNMENT: Neutral Evil 

WORSHIPER S ALIGN: Noulrol o 

SYMBOL: Dirty clenched fist 

PLANE: Prime Material Plane 

CLERIC/DRUID: 14lh level druid 

FIGHTER 20fh lovol fightor 

MAGIC-USER/ILLUSIONIST: 15th level 

In each 

THIEF/ASSASSIN Nil 

MONK/BARD: Ml 

PSIONIC ABILITY: II 

S:25(+7. + 14; 1:25 W: 13 D:25 C:25 CH: 16 

DHARZI HUNTING DOG 

FREQUENCY: Very rare 

NO. APPEARING: 3-12 

ARMOR CLASS: 4 

MOVE: 15- 

HIT DICE/POINTS: 5 K3 

% N LAIR: 25% 

TREASURE TYPE: Nl 

NO. OF ATTACKS: 3 

DAMAGE/ATTACK: 1-4/1-4/2-12 

SPECIAL ATTACKS: Nl 

SPECIAL DEFENSES: Nl 

MAGIC RESISTANCE: Standard 

INTELLIGENCE Animal 

ALIGNMENT: Neutral 

SIZE: L (5’ at the shoulder) 

PSIONIC ABILITY: Ml 

Attack/Dofense Modes: Ni 

LEVEL/XP VALUE: HI/90 ♦ 5 per hp 

Created by a long-dead race of wizards, those beasts aro half bird and half 

dog. They have the logs and body of a wolfhound and tho talons and head 

of a giant hawk. These things are faultless trackers, able to follow a seen! 

up to a week old. They hunt in packs and attack with a claw/claw/bito 

routine. 

DRAGONS OF MELNIBONE 

Though they come In many colors, these dragons aro similar In noarly all 

ways to rod dragons. Thoy are usod In war by tho Molnlbonoans os stoods, 

and they are feared by all the enemies of this race. Their breath weapon 

differs slightly from that of the standard rod dragon In that it Is a blnst of 

highly volatilo liquid, much llko Grook Flro (though tho rango, cono and 

damage ore the some as for red dragons). Tho dragon-riders are reluctant 

to use their dragons in battle except in extreme emergency, ns the dragons 

always roturn to tholr caves and bocomo dormant for long porlods nflor 

groat exertion. A Molnlbonoan dragon will sloop a numbor of yoors oqunl 

to its age level after any prolonged activity. 

DONBLAS THE JUSTICE MAKER 

. Greater god 

ARMOR CLASS: -6 

MOVE: 15-/24" 

HIT POINTS: 400 

NO OF ATTACKS: 2 

DAMAGE/ATTACK: 3-30 (*14; 

SPECIAL ATTACKS: /Magic ability 

SPECIAL DEFENSES: Displacement 

MAGIC RESISTANCE: 50% 

SIZE: M (T) 

ALIGNMENT: Lawful good 

WORSHIPER S ALIGN: Lawful good 

SYMBOL: Amber arrow pointing 

upward 

PLANE: Special 

CLERIC/DRUID: 20th level cleric 

FIGHTER: 25th level fighter 

MAGIC-USER/ILLUSIONIST: 30th level 

in each 

THIEF/ASSASSIN: Nl 

MONK/BARD: 15th level in each 

PSIONIC ABILITY: I 

S :25( ♦ 7. +14) 1:25 W: 25 D: 25 C:25 CH:25 

Among the “Dead Gods". Darnizhaan was the greatest. Those beings with 

godly attributes ruled over all before the day of the gods of law and chaos. 

He was the god of the earth, but now fears all Ihe new gods that roam the 

planes. He will not come near a new god or one of their creatures. 

Darnizhaan cannot be hurt by manufactured items of any type. There is a 

5% chanco that ho will attack thoso that dig deeply into tho oarth (more 

than 100 feet) if they are not associated with law or chaos. 

This god fights with his fists, doing 6-60 points of damage with each. 

The god is incredibly beautiful, so much so that beings of less than tho 12th 

lovol fall down and worship him no mattor what tholr allgnmont. Ho was 

driven off Ihe Prime Material Plane by the forces of Chaos and waits to bo 

summoned back (for he Is called Ihe Juslice Maker, and Inlands lo do Jusl 

that if given the chance). 

His weapon Is a rod that Incorporates a group of several weapons: a mace 

of disruption, a hammer of thunderbolts, and a rod of lordly might. It does 

3-30 points of damage on a hit. This weapon comes with the deity to any 

piano whoro ho takos his fighting attribute. 
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ELENOIN 

FREQUENCY: Very rare 

NO. APPEARING: 20-200 

ARMOR CLASS: 6 

MOVE: 1 2“ 

HIT DICE/POINTS: 55 hp 

% IN LAIR; 95% 

TREASURE TYPE: A 

NO. OF ATTACKS: 3/2 

DAMAGE/ATTACKS -JO 

SPECIAL ATTACKS NI 

SPECIAL DEFENSES: NI 

MAGIC RESISTANCE: 25% 

INTELLIGENCE: Avorage 

ALIGNMENT: Noutral 

SIZE: hi (61) 

PSIONIC ABILITY: Nil 

Attack/Dofonso Modos: NI 

LEVEL/X.P. VALUE VII/J.670 

When summoned, the Elonoin appear as tall women with llaming rod hair 

and shark-liko tooth. They whirl two-handed swords to deadly elfoct. They 

fight as 10th lovol fightors and foar no onomy savo tho Grahluks. who 

come from the same plane as the Elenoin. If the Elenoin are summoned to 

fight on tho Prime Material Plane, there is a 5% chance that tho Grahluks 

will appear at the same time to combat them, even if none of the op¬ 

ponents of the Elenoin know the spell to summon them. If these ape-like 

enemies appear, tho Elonoin will break off whatever they are doing and 

start fighting their hereditary enemies. 

FILEET (lady of the birds) 

Demigoddcss 

ARMOR CLASS: -2 

MOVE: 18V96" 

HIT POINTS: 176 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 1(^60 (wings)l5- 

50 (beak) 

SPECIAL ATTACKS: NI 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 50% 

SIZE: L 

ALIGNMENT: Chaotic neutral 

WORSHIPER'S ALIGN: Chaotic 

neutral (birds) 

SYMBOL: Any bird image 

PLANE: Demi-plane of birds 

CLERIC/DRUID: NI 

FIGHTER: 15th level Tighter 

MAGIC-USER/ILLUSIONIST: Ni 

THIEF/ASSASSIN NI 

MONK/BARD: 15fh lovol bard 

PSIONIC ABILITY Nil 

S:23 1:23' W: 23 D: 25 C: 20 CH:23 

Flloot is a 40 foot tall goldon onglo with a wing span of 1 20 foot. Sho has 

tho ability to oonso anything soon by any avion typo. Hor wings and boak 

are torriblo weapons, but sho usually calls upon 1-100 of any typo of 

predatory bird to do hor attacking for her. 

MELNIBONEAN MYTHOS 

GRAHLUK 

FREQUENCY: Very rare 

NO. APPEARING: 20-200 

ARMOR CLASS: -2 

MOVE: 15- 

HIT DICE/POINTS: 70 l*> 

% N LAIR 50% 

TREASURE TYPE: Hi 

HO OF ATTACKS: 1 

DAMAGE/ATTACK: 3-18 

SPECIAL ATTACKS: Ni 

SPECIAL DEFENSES: Nil 

MAGIC RESISTANCE: 95% 

INTELLIGENCE: Low 

ALIGNMENT: Noutral 

SIZE: L (10' ♦ very broad.) 

PSIONIC ABILITY: Ni 

Attack/Dofonso Modos: Nil 

LEVEL/X.P. VALUE: Vlll/6.650 

Grahluks are mortal enemies of tho Elenoin and will only travel from their 

homo piano to combat them. Thoy appoar as giant apo-liko humanoids 

and have a strength of 22. They attack as 15 HD monsters, using nets, 

shields, and ropes of tremendous strength and mass in battle, as woll ns 

bludgeoning with their fists. Their only goal in life is tho doath of Iho 

Elonoin raco, and aftor dofontlng thorn in any battlo, tho Grahluks will 

then kill themselves as woll. 

GROME (lord of the earth, king of the land below the 

roots) 

Lessor god 

ARMOR CLASS: -5 

MOVE: 18“ (48') 

HfT POINTS: 335 

NO OF ATTACKS: 1 

DAMAGE/ATTACK: 8-80 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: NI 

MAGIC RESISTANCE: 50% 

SIZE: L (20V 

ALIGNMENT: Neutral 

WORSHIPER'S ALIGN: Neutral 

SYMBOL: Petrified oak 

PLANE: Elemental Plane of Earth 

CLERIC/DRUID: See below 

FIGHTER: 18th lovol rangor 

MAGIC-USER/ILLUSIONIST: See 

below 

THIEF/ASSASSIN Nil 

MONK/BARD: hil 

PSIONIC ABILITY: VI 

S:25<*7. +14) I:JO W: 10 D:15 C:25 CH: 13 

The king of the earth elementals, Grome can cross any body of water with¬ 

out penalty, can use any spell involving plants, animals, tho earth, or 

things affocting tho earth as a 50th lovol spoil castor, and can summon 1 -20 

16 HD earth elementals to fight by his side at any time, 

Grome looks like a huge gnarled and oarth-colorod oak, though ho seems 

much more dense and powerful than any plant could bo. No barrier, 

magical or otherwise, can withstand the force of his fist. 

As with tho othor Master typos, sho does not have a largo human follow- Grome has few mortal worshipors, but earth olomontals and cronturos 

ing, but all avion kind do her homage. living under the ground pay him homage. 
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ARMOR CLASS: -3 

MOVE: 21- 

HIT POINTS: 197 

NO. OF ATTACKS: 1 

DAMAGE/ATTACK: 7-70 

SPECIAL ATTACKS: Novor mlssos 

SPECIAL DEFENSES: Nil 

MAGIC RESISTANCE: 75% 

SIZE: I. (60' tall) 

ALIGNMENT: Neutral 

WORSHIPER'S ALIGN: Neutral 

(reptiles) 

SYMBOL: lizard head 

PLANE: Demi-plane of reptiles 

CLERIC/DRUID: Nil 

FIGHTER: 20tlt level nghter 

MAGIC-USER/ILLUSIONIST: Nil 

THIEF/ASSASSIN Nil 

MONK/BARD: Nil 

PSIONIC ABILITY: VI 

5:25 I: M W: 3 D: 19 C: 24 CH: 4 

Haanshastnak appears much like a giant lyrannosaurus rox. If, after sum¬ 

moning him, the caller lacks the proper means to send him back, ho will 

oat the caller and thon dlsnpponr. Returning him roqulroa tho powor of a 

wish. Tho croaturo doos 7-70 points of damogo with oach bito and novor 

misses. 

While ho has no human worshipers, he Is revorod by all reptilian typos. He 

Is aware of anything within tho sensing range of any lizard. 

KAKATAL (tho tiro lord) 

Lossor god 

ARMOR CLASS: -2 

MOVE: 24" 

HIT POINTS: 289 

NO. OF ATTACKS: 1 

DAMAGE/ATTACK: 6-48 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: *4 or belter 

weapon to hit. plus soo below 

MAGIC RESISTANCE: 50% 

SIZE: L (20‘ tall) 

ALIGNMENT: Chaotic neutral 

WORSHIPER'S ALIGN: See below 

SYMBOL: Throe flames 

PLANE: Elomontal Plano of Fire 

CLERIC/DRUID: Nil 

FIGHTER: 18lh lovol fighter 

MAGIC-USER/ILLUSIONIST: See 

bo low 

THIEF/ASSASSIN: Nil 

MONK/BARD: Nil 

PSIONIC ABILITY: Nil 

S:25( + 7, + 14J 1:20 W:8 D:20C:25CH:7 

KELMAIN 

FREQUENCY: Vory rnro 

NO. APPEARING: See Mow 

ARMOR CLASS: 2 

MOVE: 12- 

HIT DICE/POINTS: Soo bdow 

% IN LAIR: 85% 

TREASURE TYPE: H 

NO. OF ATTACKS: 1 

DAMAGE/ATTACK: By weapon type 

SPECIAL ATTACKS: NJ 

SPECIAL DEFENSES: Immune to pofrl- 

flcaflon and paralysis 

MAGIC RESISTANCE: Standard 

INTELLIGENCE: Vory 

ALIGNMENT: Chaotic neutral 

SIZE: M (6‘) 

PSIONIC ABILITY: 

Attack/Dofonso Modos: Ni 

LEVEL/X.P. VALUE: Variable 

Thoso croaturos aro a savago raco from tho dlmonslon of Limbo. Thoy havo 

goldon skin that appoars to bo carvod out of rock. Thoy aro humanoid in 

shape and havo square oyos. Tho Kolmain fight in goldon-colorod armor 

and usually wiold gold-colorod broadswords. Whon summoned, they will 

fight on tho summonor's piano until tho bottlo is won. and thon koop tho 

land thoy havo fought ovor. Thoy appoar In fighting forcos of 10-10,000do- 

pendlng on the power and desires of the summoner (and the referee's dis¬ 

cretion). 

HAAASHASTAAK (master of all Uzardkind) 

Domigod 

A lord of tho fire olomentals, Kakatal is able to use all firo spells as a 30th 

lovol spell caster. Tho boat of his body doos 4-40 points of damogo to any 

who come within 20 feet of it. He strikes with his flaming ''fist*' for 6-48 

points of damage. No amount of water or fire can affect this being, and he 

can summon 1-10 16 HD fire elementals whenever he wishes. 

While ho has no human worshipers, all fire creatures pay Kakatal homage. 

The bulk of the army are 1st level fighters. Additional leaders are as fol¬ 

lows: 

Number of Troops Additional Leader 

5 1st lovol 2nd lovol . 

10 

50 

250 

1,000 
5,000 

10.000 

3rd level 

4 th level 

5th level 

6th level 

7th level 

8th level 

Thus, if 10,000 Kelrnain troops appear, thoy will be led by one 8th level 

leader, two 7th level leaders, ten 6th level, forty 5th level, two hundred 4th 

level, one thousand third level, and two thousand 2nd level leaders for a 

total of 13,253 Kelrnain. If 10 troops arrived, there would be one 3rd level 

and two 2nd level leaders. 
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MEERCLAR (mistress of catkind) 

Dem (goddess 

ARMOR CLASS: -2 

MOVE: 30’ 

HIT POINTS: 152 

NO OF ATTACKS: 3 

DAMAGE/ATTACK: 6-72/6-72 

(claws)l 10-100 (bile) 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 50% 

SIZE: L (20’ at the shoulder) 

ALIGNMENT: Chaotic neutral 

WORSHIPER S ALIGN: Chaotic 

neutral (cats) 

SYMBOL: Cat’s claws 

PLANE: Doml-plano of cots 

CLERIC/DRUID: 14th lovol druid 

FIGHTER 15th level fighter 

MAGIC-USER/ILLUSIONIST Nil 

THIEF/ASSASSIN: Nil 

MONK/BARD: Nl 

PSIONIC ABILITY: I 

S:25(*7, *14) 1:22 W: 13 D: 25 C: 20 CH:21 

A giant sabre-tooth tigress Is the usual form of this being. When 

summoned, she will rarely choose to appear In person, but will work 

through a cat In or near the area. She Is able to see from the eyes of any 

follno at any tlmo. If sho Is forcod to como horsolf. sho will attompt to kill 

Ihecallor. 

Whllo there aro not many human worshipers of this being, all felines pay 

her homage. 

MISHA (lord of the wind giants) 

lessor god 

ARMOR CLASS: -2 

MOVE: 72- 

HIT POINTS: 189 

NO. OF ATTACKS: 1 

DAMAGE/AHACK: 8-64 

SPECIAL ATTACKS Whirlwind 

SPECIAL DEFENSES *4 or bottor 

weapon to hit. plus soo bolow 

MAGIC RESISTANCE: 50% 

SIZE I. (30‘ tall) 

ALIGNMENT: Noutral 

WORSHIPER’S ALIGN: Noutral (air 

olemontals) 

SYMBOL: Tornado 

PLANE: Elomonlal Plano of Air 

CLERIC/DRUID: Nil 

FIGHTER: 18th level fighter 

MAGIC-USER/ILLUSIONIST: See 

below 

THIEF/ASSASSIN Nd 

MONK/BARD: Ni 

PSIONIC ABILITY: VI 

S: 25 (♦ 7. *14) 1:19 W: 13 D. 22 C: 25 CH: 10 

Misha Is a lord of the air elementals and as such has control over many 

beings on tho Elemental Plano of Air. In 3 melee rounds the being can 

form Into a 30“ high whirlwind that does 6-60 points of damage to all It 

touches This force has a bottom diameter of 6" and an upper span of 18“. 

Misha can also strike normally for 8-64 points of damage. 

Misha is not affoctod by any physical woaponry launched Into tho air at 

him, and can summon 1 -20 16HOalrolemontalstoaid him in any battle. 

Misha Is able to use all spells Involving woather and wind as a 20th level 

magic-user, druid, or cleric. 

MIST GIANT 

FREQUENCY: Very rare 

NO. APPEARING: 1 

ARMOR CLASS: -6 

MOVE: <T 

HIT DICE/POINTS: 12 HD 

% N LAIR: 25% 

TREASURE TYPE: H 

NO OF ATTACKS: 4 

DAMAGE/ATTACK: 3-18 (X 4) 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: *2 or better 

weapon needed to hit 

MAGIC RESISTANCE: Standard 

NTELLIGENCE: Low 

ALIGNMENT: Chaotic evil 

SIZE: 1 (8V 

PSIONIC ABILITY: Ni 

Attack/Dofonse Modes: Ni 

LEVEUXP VALUE: VIII/4.950 - 16 

per hp 

Mist giants are strange and evil denizens of tho swamps with whllo fog- 

llke bodies. They have a shapeless head with yellow eyes atop of their 

form. They have 4 arms onding In long talons, and their lowor body portion 

forms a giant snaky mass that can slither ovor tho lops of bogs and water, 

easily supporting the more massive upper body. 

This creature is rarely seen in a fog or mist (90% invisible) nnd cannot bo 

heard in such places. It surprises Its prey on a 1-5 (d6) chance in fog. 

MORDAGZ 

FREQUENCY: Unique 

NO APPEARING: 1 

ARMOR CLASS: -4 

MOVE: is- 

HIT DICE/POINTS: 80 Ip 

% IN LAIR; 95% 

TREASURE TYPE: H 

NO OF ATTACKS: 1 

DAMAGE/ATTACK: 7-42 

SPECIAL ATTACKS: NI 

SPECIAL DEFENSES: Shield 

MAGIC RESISTANCE: Standard 

INTELLIGENCE: Very 

ALIGNMENT: Chaotic neutral 

SIZE: L (2!’ taB) 

PSIONIC ABILITY: Nil 

Attack/Oefonso Modos: NI 

LEVEUX P. VALUE: VIII/6.391 

This being, once one of tho Lords of Chaos, now appoars to bo a storm 

giant. Ho defied tho other more powerful lords and was demoted to mortal 

status. It is his responsibility to guard tho Shield of Chaos, a dovlco which 

protects against all the forces of Chaos. When using this device, no blow, 

arrow, spell, or other magic item used by agents of Chaos will hurt the 

holdor of tho shield, but only if tho attack is from tho front. This hoavy 

round shield Is 5 feet in diameter and Is emblazoned with the eight- 

arrowed symbol of Chaos. 

Mordagz fights as a 15 HD monster. He wi II guard the Shield of Chaos to 

the death. 

MELNIBONEAN MYTHOS 

The god is not worshiped by humans, but many air elementals pay 

homage to the being. 
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MYYRRIIN 

MELNIBONEAN M YTHOS 

FREQUENCY: Rare 

NO. APPEARING: 3-30 

ARMOR CLASS: 8 

MOVE: 12-/24’ 

HIT DICE/POINTS: 4 HD 

% IN LAIR: 50% 

TREASURE TYPE: D 

NO. OF ATTACKS: 1 

DAMAGE/ATTACK: By weapon type 

SPECIAL ATTACKS: Nl 

SPECIAL DEFENSES: Ni 

MAGIC RESISTANCE: 5% 

INTELLIGENCE: Average to very 

ALIGNMENT: Neutral good 

SIZE: M (6) 

PSIONIC ABILITY: W 

Atlack/Dofonso Modos: Ni 

LEVEL/X.P. VALUE: HI/125 ♦ 4 por 

lip 

Winged humanoids wilh hawkish faces and a wing span of Ion feel, the 

Myyrrhn are very fond of fighting in the air and try to avoid combat on the 

ground. When thoy are reduced to less than 5 hit points they will fly away, 

loaving their comrades to continue the battle. They generally use swords 

In bottle. Their hereditary enemies are n race of giant owls (see AD8D 

MONSTER MANUAL). 

NIHRAIN HORSE 

FREQUENCY: Very raro 

NO. APPEARING: 1 

ARMOR CLASS: -2 

MOVE: 24- 

HIT DICE/POINTS: 10 FO 

% IN LAIR: 5% 

TREASURE TYPE: Ni 

NO. OF ATTACKS: 3 

DAMAGE/ATTACK: 1-10/1-10/2-8 

SPECIAL ATTACKS: Nl 

SPECIAL DEFENSES: See below 

•MAGIC RESISTANCE: 25% 

INTELLIGENCE: Avorngo 

ALIGNMENT: Noutral 

SIZE: L (8‘ at the shoulder) 

PSIONIC ABILITY: Nil 

Attack/Dofonso Modos: Ni 

LEVEL/XP. VALUE: VI//1.950 * 14 

per Ip 

A horse of this type appears to be a great black stallion. It can shift into the 

Ethoroal Plano at random timos and thus there is a 25% chance that any 

successful hit will not inflict damage on a Nihrain horse. Those creatures 

can gallop continuously for up to 48 hours, passing wilh equal ease over 

both water and land, and flying over chasms or other impediments when 

necessary. Mombors of this magical race of horses will only be lent to 

mortals who are in the direct service of the primary forces of neutrality. 

NNUUURRRR'C'C (master of the insect swarm; 
"King with Wings” 

Demigod 

ARMOR CLASS: -2 

MOVE: 12'748- 

HIT POINTS: 300 

NO OF ATTACKS: 2 

DAMAGE/ATTACK: 4-40 

SPECIAL ATTACKS: Poison 

SPECIAL DEFENSES: Fear aura 

MAGIC RESISTANCE: 15% 

SIZE: L (40' tall) 

ALIGNMENT: Neutral 

WORSHIPERS ALIGN: Neutral 

(insects) 

SYMBOL: Mosquito 

F>LANE: Demi-plane of insects 

CLERIC/DRUID: Ni 

FIGHTER: 18th level Tighter 

MAGIC-USER/ILLUSIONIST: Nil 

THIEF/ASSASSIN: Nil 

MONK/BARD: Nil 

PSIONIC ABILITY: Nl 

S.25 1:10 W:3 D:20 C:25 CH:-6 

This giant mosquito with a wing span of 140 foot would fill any bolng wilh 

horror. It hates to be summoned: there is a 55% chance that it will do what 

tho summonor asks and thon attompt to kill him or her. Beings of loss than 

8th lovol will run in foar from it as if affoctod by a foar spell (no saving 

throw). 

Any croaturo hit by Its proboscis must savo vs. poison at -4 or dlo Instantly. 

Evon if tho victim snvos. it will suffer 4-40 points of dnmngo (blood drain). 

Whilo this being has fow human worshipors, all insoct races do it homago. 

NURU-AH (master of cattle) 

Demigod 

ARMOR CLASS: -2 

MOVE: 15- 

HIT POINTS: 200 

NO. OF ATTACKS: 0 

DAMAGE/ATTACK: Nil 

SPECIAL ATTACKS: Ni 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 100% 

SIZE: L (20* at shoulder.) 

ALIGNMENT: Neutral 

WORSHIPER'S ALIGN: Noutral 

(bovinos) 

SYMBOL: Two cow horns 

PLANE: Demi-plane of cattle 

CLERIC/DRUID: See below 

FIGHTER: Nl 

MAGIC-USER/1 LLUSIONIST: Ni 

THIEF/ASSASSIN: Nl 

MONK/BARD: Ni 

PSIONIC ABILITY: I 

S:25 1:15 W:25 D: 15 C:25 CH:9 

Nuru-ah looks like a giant cow. It is totally pacifistic and its only function is 

to cure the sick and wounded. It can cure or raise any creature once per 

summoning. Any being with a wound or loss of hit points will not be able 

to attack this deity. 

While Nuru-ah has few human worshipers, it is worshiped by all bovlnes. 
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OONAI 

FREQUENCY: Very rare 

NO. APPEARING: 1-4 

ARMOR CLASS: -2 

MOVE: 12’ 

HIT DICE/POINTS: 10 HD 

MELNIBONEAN MYTHOS 

QUAOLNARGN 

FREQUENCY: Unique 

NO. APPEARING: 1 

ARMOR CLASS: -4 

MOVE: 12* 

HIT DICE/POINTS: 150 hp 

% IN LAIR: 40% 

TREASURE TYPE: F 

NO. OF ATTACKS: Variablo 

DAMAGE/ATTACK: Variable 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: Standard 

INTELLIGENCE: Average 

ALIGNMENT: Chaotic neutral 

SIZE: L (5* at shoulder) 

PSIONIC ABILITY: Nl 

Attack/Defense Modes: Nil 

LEVEL/X.P. VALUE: Vlt/1.950 ♦ 
por hp 

14 

Theso beings aro natural shapo changers and are fully capablo of using all 

ihe chosen shape's non-magical powers. They will change only into 

monster or beast types and will only attack one at a time, with the most 

powerful Oonai attacking first. Though they cannot chango into monstors 

of greater than 10 HD, they always retain their AC of -2 and their original 

hit points, rogardloss of form. No ono knows what their actual form looks 

like. 

PYARAY "Whisperer of Impossible Secrefs' 

lesser god 

ARMOR CLASS: -2 , * £ ■ ? 

MOVE: 12* f 

HIT POINTS: 250 / 

NO. OF ATTACKS: 6 / 

DAMAGE/ATTACK: 5-40 oach \ 

SPECIAL ATTACKS: Nl ' V 

SPECIAL DEFENSES Soo bolow \\ i / / 

MAGIC RESISTANCE: 50% I ^ / , 

SIZE: 1. (10' tall) £ / I t 

ALIGNMENT: Chaotic evil X ; 

WORSHIPER'S ALIGN: Chaotic ovll + m,. * /^\ 

SYMBOL: Bluo gorn with 8 rays I \rf\ir / At 

emanating from it » A \ \ 

PLANE: Priino Mntorial Plano A ™ TVr ibZ / \ 

CLERIC/DRUID: Ni J\ 

FIGHTER: 15th lovol fighter ^ 

MAGIC-USER/ILLUSIONIST: 10th level 

thIefmssassin ni 

MONK/BARD: Nl 

PSIONIC ABILITY II 

5:25 1:23 W:9 D: 18 C:24 CH:-6 

This torriblo boing is the Lord of tho Ocoan Abyssos. Ho appoars as a huge 

blood red octopus with a pulsing blue gem fixed atop his head. He attacks 

with his six tontaclos for 5-40 points of damage oach. Ho will not loso his 

Iasi 10 hit points until his gem is crushed; this gom has all tho hardness of 

any high quality diamond. 

Pyaray commands the Chaos fleet, a flotilla of sunken ships manned by 

lundead sailors. 

% IN LAIR: 75% 

TREASURE TYPE: H 

NO OF ATTACKS: 1 

DAMAGE7ATTACK: 1-10 

SPECIAL ATTACKS: Energy drain 

SPECIAL DEFENSES: *2 or bettor 

weapon noodod to hit. plus soo 

be/ow 

MAGIC RESISTANCE: 85% 

INTELLIGENCE: Average 

ALIGNMENT: Chaotic ovil 

SIZE L (8‘ tall and wide) 

PSIONIC ABILITY: Ni 

Attack/Defense Modes: Nil 

LEVEL/X.P. VALUE: X/21.450 

A giant toad-shapod dornon from tho Abyss, Quaolnargn is Immune to 

petrification and po/ymorph and has a saving throw of 3 for anything else. 

It must bito its proy (attacking ns a 16* HD monster) to affect them. Whon 

striking any creature this way. it drains 4 energy levels (no saving throw) 

por moloo round, plus 1-10 points normal damago. 

If it is killed before completely draining a victim, the victim will rogain his 

or hor lost lovols (at a rato of ono turn por lovol lost). 

ROOFDRAK (master of all dogs) 

Demigod 

ARMOR CLASS: -2 

MOVE: 18" 

HIT POINTS: 97 

NO. OF ATTACKS: 1 

DAMAGE/ATTACK: 9-90 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 10% 

SIZE: L (13’ tall) 

ALIGNMENT: Noutral 

WORSHIPER'S ALIGN: Noutral 

(canin os) 

SYMBOL: Wolfhound's head 

PLANE: Doml-plano of dogs 

CLERIC/DRUID: Ni 

FIGHTER: 15th lovol ranger 

MAGIC-USER/ILLUSIONIST: Nil 

THIEF/ASSASSIN: Nl 

MONK/BARD: 10th lovol bard 

PSIONIC ABILITY: VI 

S:23 (+5.-11) 1:20 W: 20 D: 2! C: 22 CH: 19 

Roofdrak appoars as a giant wolfhound with an upright slanco and 

manipulative paws. Ho usos a hugo load maco in battlo and is ablo to 

sense anything within the sensory range of any canine. In battle, he can 

summon 1-100 dire wolves to fight by his side. 

While ho has fow human worshipors, all canines aro awaro of him and 

pay him homage. 
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STRAASHA (lord of the water elementals) 

Lesser god 

ARMOR CLASS: -2 

MOVE: 727/36" 

HIT POINTS: 189 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 8-48/8-48 

SPECIAL ATTACKS: See be/ow 

SPECIAL DEFENSES: *4 or better 

weapon to hit, Immune to hoot 

attacks 

MAGIC RESISTANCE: 50% 

SIZE: L (W) 

ALIGNMENT: Noutral 

WORSHIPER’S ALIGN: Noutral (water 

olomontals) 

SYMBOL: Wavo of wntor 

PLANE: Elemental Plane of Water 

CLERIC/DRUID: Nil 

FIGHTER: 10th lovol fighter 

MAGIC-USER/ILLUSIONIST: See 

bo/ow 

THIEF/ASSASSIN: Nl 

MONK/BARD: Nil 

PSIONIC ABILITY VI 

S:25 1:15 W: 15 D: 20 C:25 CH:22 

This creature appears ns a huge humanoid with green skin and turquoise 

hair and board. 

VAMPIRE TREES 

FREQUENCY: Very rare 

NO. APPEARING: 1-20 

ARMOR CLASS: 0 

MOVE: 12“ (loaves only) 

HfT DICE/POINTS: 12 HD 

% IN LAIR: 100% 

TREASURE TYPE: Q (X 5). S 

NO. OF ATTACKS: 1-10 

DAMAGE/ATTACK: 2-8 

SPECIAL ATTACKS: See be/ow 

SPECIAL DEFENSES: Never surprised 

MAGIC RESISTANCE: Standard 

INTELLIGENCE: Low 

ALIGNMENT: Noutral ovil 

SIZE: L ( * 25‘toll) 

PSIONIC ABILITY: Nil 

Attack/Defense Modes: Nil 

LEVEL/X.P. VALUE VIIII3.B50 ♦ 16 

per hp 

These creatures use their leaves ns attacking weapons. They are released 

from Iho branches to float downward and attompt to attach themselves 

(attacking as 12 HD monsters) to a body. When attached, thoy suck blood, 

doing 2-8 points of damago por attached loaf. Darnago is automatic aftor 

the first successful attack, each attached leaf continuing to drain 2-8 hit 

points por round. Tho loavos are AC 9. and onch has only 2 hit points, plus 

any hit points drolnod from tho victim. Tho lonvos will roturn to Iho tree 

when any being travels more than 1 20 yards from the parent tree or when 

tho croaturo has no blood loft. Tho troo can only control 10 loavos at a 

timo. 

As a rulor of tho wntor olomontals. Straosha has double tho powor of nor¬ 

mal water olomontals. plus tho nbility to cast all wntor spoils at tho 20th 

lovol of maglc-U8o. Ho Is tho only ono of his typo not affoctod by boat- 

basod attacks. Ho can summon 3-18 of his klndrod to aid hlrn In batllo. 

Vnmpiro troos savo vs. firo at a —2 ponalty, and tako *1 oxtra point of 

damage for every die of damago done by flame. They fear fire, and will 

novor sond tholr loavos nonr llamo. 

Straasha can strlko with two wavos of wator por round that hit for 8-48 

points each; those are crontod by tho bolng out of thin air. 

Whllo ho has fow (If any) human worshlporo, many wator olomontalo and 

wntor cronluros nro awnro of Straasha and pay him homngo. 

THELEB K'AARNA (evil wizard) 

ARMOR CLASS: 10 

MOVE: 12- 

HIT POINTS: 44 

NO. OF ATTACKS: 1 

DAMAGE/ATTACK: 1-4 

SPECIAL ATTACKS: Soo bolow 

SPECIAL DEFENSES: Ni 

MAGIC RESISTANCE: Standard 

SIZE: M (5V) 

ALIGNMENT: Lawful ovil 

CLERIC/DRUID: NJ 

FIGHTER: Nl 

MAGIC-USER/ILLUSIONIST: 15thlevel 

maglc-usor/8th lovol Illusionist 

THIEF/ASSASSIN: Nil 

MONK/BARD: Nil 

PSIONIC ABILITY: Nl 

Attack/Dofenso Modes: Ni 

S: 12 I: 18 W: 11 D: 15 C: 17 CH: 7 

An ovil Pan Tanglan wizard, this man was able to call upon domons, 

elomentals of unusual power, and dornigods from other planes to aid him. 

Ho uses a special 7th level spell bequested to him by his ancestors for all of 

these summonings. It is said that the spell will only work for those of Pan 

Tang blood. 

Theleb K'aarna is a powerful enemy who often fights Elric. and has tried to 

kill him on several occasions. 
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VULTURE LION XIOMBARG 

Xiombarg craves blood and souls (much os Arioch doos), and may respond 

favorably lo proper sacrifices. 

FREQUENCY: Very rare 

NO. APPEARING 3-12 

ARMOR CLASS: 2 

MOVE: 15- 

HIT DICE/POINTS: 15 HD 

% IN LAIR: 0% 

TREASURE TYPE: NJ 

NO. OF ATTACKS: 3 

DAMAGE/ATTACK: 4-2414-2413-1B 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES: Immune lo (oar 

MAGIC RESISTANCE: 25% 

INTELLIGENCE: Low 

ALIGNMENT: Chaotic neutral 

SIZE: L (10' of the shoulder.) 

PSIONIC ABILITY: Nil 

Attack/Defense Modes: Nil 

LEVEL/XP, VALUE: /X/5.600 ♦ 20 

per hp 

Greater god 

ARMOR CLASS: -2 

MOVE: 18- 

HIT POINTS: 376 

NO OF ATTACKS: 2 

DAMAGE/ATTACK: 7-42 (♦ 14) 

SPECIAL ATTACKS: Shape change 

SPECIAL DEFENSES: *3 or better 

weapon to hit 

MAGIC RESISTANCE: 50% 

SIZE: A# (5) 

ALIGNMENT: Chaotic evil 

WORSHIPER S ALIGN: Chaofic evil 

SYMBOL: Imago of a slim young girl 

PLANE: Special 

CLERIC/DRUID; Nl 

FIGHTER: 15th lovol flghtor 

MAGIC-USER/ILLUSIONIST: 25th level 

magic-user 

THIEF/ASSASSIN: 15fh level assassin 

MONK/BARD: Ml 

PSIONIC ABILITY: I 

S: 25 f ♦ 7. *14) 1:23 W: 22 D: 25 C:24 CH:25 

Xiombarg appoars on Iho Primo Matoilal Plano as a slim young girl, and 

wields a great double-edged battle axe in battle. This Is a *4 weapon 

that glows with a light-blue radianco and inflicts 7-42 points of damage on 

a hit (plus strength bonus), paralyzing any being hit who does not save vs. 

this effect. 

ARMOR CLASS: -4 

MOVE: 12“ 

HIT POINTS: 84 

NO OF AIJACKS: 2 

DAMAGE/ATTACK: By wonpon typo 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: Ni 

MAGIC RESISTANCE: Standard 

SIZE: M (610 

ALIGNMENT: Chaotic evil 

CLERIC/DRUID: Ni 

FIGHTER: 15th level fighter 

MAGIC-USER/ILLUSIONIST: 17thlevel-.~. 

magic-user 

THIEF/ASSASSIN: Ml 

MONK/BARD: 5th level bard V 

PSIONIC ABILITY: NJ 

Attack/Defense Modes: Nil 

S: 16 I: 18 W 8 D: 15 C: 17 CH: 18 

This ovil prince of Melnibone is Elric’s cousin, and an implacable enemy of 

his. Yyrkoon can also use many unusual spells which his (and Elrlc's) an¬ 

cestors developed. Ho has been known to fight with Mournblade. twin to 

Elric’s enchanted blade Stormbringer (q.v.). This weapon’s abilities are 

similar in all respects to those of Sformbringer. 

Created by Elric’s ancestors from the fiber of Chaos, these beasts havo tho 

body of a lion and tho head and talons of a vulture. When summoned from 

their home plane of Limbo by one with the power to command them, they 

will fight fiorcoly, novor nooding to chock moralo. If improperly sum¬ 

moned (hoy will altompt to slay tho summoner. returning to Limbo after¬ 

wards. 

YYRKOON (ovil hero) 



j>r BfaWoifmPis 
The world of Nehwon Is the creation of the famous fantasy author. Fritz 

Lolber. In it aro a vast variety of gods, goddesses, and heroes of the best 

and worst sort. It is a world whore magic is mixed with advonturo to form a 

land that Is vory onjoyable to road about. 

Striding through the pages of Leiber’s books are two extraordinary charac¬ 

ters: Fafhrd and Iho Gray Mouser. Tho first Is a huge barbarian from the 

cold north, and the second is a swarthy man from the decadent depths of 

the city. These two combine to create a set of stories that delight and thrill 

all thoso who road them. 

These characters live and play in the city of Lankhmar. the oldest center of 

civilization on tho planot. Within tho walls of the city lie everything an 

AD&D player could ask for. 

This matorial includos tho concopt of Godsland. This is an aroa on tho 

astral plane where most of the gods reside (irrespective of their align¬ 

ment). From this area they keep an eye on. and are often called to help, 

tho rospoctlvo cults, 

NOTE: Boforo dovoloplng tho croaluros and doitlos of this sorlos. somo at¬ 

tention should bo glvon to a fow of tho organizations of tho world of 

Nohwon. 

GEMS 

In Fritz Leiber's works, some gems havo vory special powors. A caso in 

point are the jeweled skulls and hands of the dead mastors of tho Thieves 

Guild. The gems give the power of life and locomotion to these dead body 

parts. In tho case of Urgaans of Angarngi's towor. for oxamplo, tho goms 

placed at its center animated tho structure, giving it the power to movo it¬ 

self intornally and kill Intruders. Goms aro ofton magical containers of 

souls and life, or sources of strange powers. 

CULTS OF THE BEAST 

On tho world of Nohwon there is a belief hold in common by all of tho 

mortals of tho planot that Ihore oxlst 13 porfoct spoclmons of onch of tho 

animal croaluros of tho world. Thoso 13 aro fully Intolllgonl and aro tho 

modols for all tho individual mombors of tho spocios to look up to. Thoy 

exist to aid either a pivotal member or a largo group of a spocios that Is 

throatonod. 

Belief in these perfect groups of 13 has caused some mortals to develop a 

worship of thorn in ordor to take advantago of tho chnnco to sometimes 

use thorn to furthor mortal concerns. 

THIEVES’ GUILD OF LANKHMAR 

This group Is tho porfectlon of tho gangster's dronm. It actively sooks to 

olimlnnto any thieves not of Its momborshlp and has tho tacit support of 

tho pooplo of tho city, who foar to report mombors of tho Guild to law 

onlorcomont authorities. Tho mombors all study intonsivo training courses 

In all aspects of the thieving art, which means that instructors are always 

available for thoso studying to advanco a lovol. Tho Guild is lod by a 12th 

level Master Thief ond he attempts to prevent other members from becom¬ 

ing as skilled ns he Is. At any given time, there are 3-24 members who are 

about tho fifth lovol of ability (this doos not Includo tho many lossor 

thloves who are members). Their Guild Hall appears to bo an old mansion, 

but has actually bocomo a woll-disguisod fortress with many lovols under¬ 

ground with oscape tunnols which load to exits all over Lankhmar. 

SLAYERS’ BROTHERHOOD 

Tho Brothorhood passos as Iho bodyguard division of Lankhmar. Any typo 

of fighter from tho 1st level to the 10th can bo hired for a price. All types of 

classes of pooplo in Lankhmar use tho Brothorhood for jobs. While openly 

it displays an uninspired. Ignorant facade. In reality it Is a subtle, powerful 

force In the city. Its leader and all the most powerful members are Expert 

or better assassins. Tho Guildmaster Assassin is also watchful of his sub¬ 

ordinates and tries to kill thoso that advanco to Primo Assassin lovol. 

SNOW WITCHES 

Many of tho northern tribes havo a group of women that have a measure 

of magical powor. Thoso women, aftor somo preparation and working to¬ 

gether. can control all forms of cold and ice spells. They also possess, 

among the strongest members, a limited telepathy when in direct eye con¬ 

tact with a human. Given a group of 5 women and 24 hours of time, 

limited woathor control (chilling) is possible; this effect has a range of 5 

miles. 

FIRE SORCERERS OF THE EAST 

These men come from the always uncertain East, and while never attain¬ 

ing high lovols In tho magical arts, thoy aro still ablo to mastor fire spoils 

and illusions of this type to a high level of excellence. They can use all 

fire-oriented spells at twice their level of ability, i.e. a 9th level spell caster 

of this type can use fire spells as an 18th level magic-user. To compensate 

for this specialization, they are limited to half their level of ability in all 

other spell areas. 

It is said that to capture and control one of these 13 will result in tho control 

of the whole species. 

This Northern red-haired barbarian is the strong arm of the two-hero team. 

Taking special interest in languages, he can road and writo all tho major 

ones of Nehwon and there is an 80% chance that ho will understand any 

obscure one he is exposed to. He always carries a bastard sword (which Ire 

always names Graywand) and a dirk (more short sword or poniard than 

anything else) ho calls Heartsookor. Ho somotimos fights with a hand axo, 

balanced for throwing, in his left hand. He Is also adept with a long bow. 

Fafhrd is able to climb walls and hide in shadows with a ♦20% over his 

usual thiefly base. 

Conning from the frigid planes of the cold north, this barbarian hero is a 

hardy soul who withstands hardships with a grim smile. He loves sailing, 

as he went on many vlklng-like raids as a youth. It was In Lankhmar that ho 

met the Gray Mouser. This hero is very emotional and willing to believe in 

wild tales and schemes far more readily than this shorter partnor. Fafhrd 

has even gone so far as to take up religion upon one occasion, which was 

short lived but epic in the telling. 

FAFHRD (hero; 

ARMOR CLASS 3 

MOVE: 12' 

HIT POINTS: 120 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: By weapon type 

SPECIAL ATTACKS. Ntl 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: Standard 

SIZE: M (6 feet. 1 I inches; 

ALIGNMENT: Noutral good 

CLERIC/DRUID Ntl 

FIGHTER: I5fh level ranger 

MAGIC-USER/ILLUSIONIST: Nil 

THIEF/ASSASSIN: 13th level thief 

MONK/BARD: 5!h level bard 

PSIONIC ABILITY: Ni 

Attack/Defense Modes: Nil 

5: 18(00) (* 3, *6) 1:17 W: 14 0:18 C: 18 CH: 17 
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GRAY MOUSER (hero; 

ARMOR CLASS: 2 

MOVE: 12" 

HIT POINTS: 96 

NO. OF ATTACKS: 3/2 (or 3; see 

bolow) 

DAMAGE/ATTACK: By weapon type 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES Nil 

MAGIC RESISTANCE: Standard 

SIZE: M (5VJ 

ALIGNMENT: Noutral 

CLERIC/DRUID: Nil 

FIGHTER: IIrh level fighter 

MAGIC-USER/ILLUSIONIST: 3rd level 

magic-user 

THIEF/ASSASSIN: 15th level thief 

MONK/BARD: Nil 

PSIONIC ABILITY: Nil 

Attack/Dofonso Modes: Nil 

S: 16(0. *• 1) I: 18 W: 14 D: 19 C: 17 CR 18 

This short man of the western cities supplies the refinement and delicacy 

his brawny partner lacks. Ho calls his rapier Scalpel and the dagger he 

usos (balanced for throwing) Cat’s Claw. The Gray Mouser is very fond of 

studying things arcane, but has not the magical skills to master his studies. 

Ho has a groat aversion to anything sharp boing pointod at him. an 

aversion that has saved his life many times. He generally fights with 

Scalpol In his right hand and Cat's Claw In his loft. Incurring no ponaltlos to 

hit duo to his phonomonal dextority. Whon so armod, ho strikos 3 times por 

moloo round, with a 50% chonco that the third striko will bo with either 

weapon. 

Whilo the Mousor grow up on the stroots (with all that that implios), his 

toon yoars wore spont with an old hodgo magician who taught him tho 

ways of law and a littlo magic. It was those days spont in tho forosts with 

hls montor that gnvo Mousor his streak of morality. It was shortly attor this 

tlmo that tho young man mot hls lifelong frlond Fnfhrd. While tho Gray 

Mouser is a thief, a liar, and a trickster supreme, he can be relied upon to 

koop faith for enusos ho supports and pooplo ho favors. 

AARTH 

Domlgod 

ARMOR CLASS: 2 

MOVE: 18- 

HIT POINTS: 244 

NO. OF ATTACKS: 3/2 

DAMAGE/ATTACK: By weapon type 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: See bolow 

MAGIC RESISTANCE: 25% 

SIZE: M (5>17) 

ALIGNMENT: Lawful neutral 

WORSHIPER’S ALIGN: Lawful noutral 

SYMBOL: Glowing gold roctanglo 

on a field of black 

PLANE: God si and 

CLERIC/DRUID: 15th lovol clorlc 

FIGHTER: )0fh level fighter 

MAGIC-USER/ILLUSIONIST: 30th level 

magic-user 

THIEF/ASSASSIN: Nil 

.MONK/BARD: Nil 

PSIONIC ABILITY: Nil 

S: 20( + 3. +8; 1:25 W: 24 D: 25 C: 23 CH: 22 

Aarth was once a powerful wizard, becoming so renowned that after his 

death, ho achioved domigodhood. Becauso of tho vast numbers of his wor- 

shlpors. whon tho cult is suffering groatly, ho will bo brought to tho Primo 

Material Plane to help his followers. 

NEHWON MYTHOS 

His temples are among the mightiest in all of Lankhmar. It seems that the 

more powerful patrons are devoted to the cult more out of fear of "the re¬ 

vealing of information" than faith in the might of the religion. Clerics 

make it their personal duty to sneak about tho town, loarning all thoy can 

about the populace. 

ASTRAL WOLF 

FREQUENCY: Vory raro 

NO. APPEARING: 3-12 

ARMOR CLASS: 3 (on fhe astral 

planej 

MOVE: 18" 

HfT DICE/POINTS: 3 HO 

% IN LAIR: 50% 

TREASURE TYPE: Nl 

NO. Cf ATTACKS: 1 

DAMAGE/ATTACK: 2-8 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: Nl 

MAGIC RESISTANCE: Standard 

INTELLIGENCE: Animal 

ALIGNMENT. Neutral evil 

SIZE: L (4 at tho shouldor) 

PSIONIC ABILITY: Nl 

Attack/Dofonso Modos: Nil 

LEVEL/X P. VALUE: (11/90 ♦ 3 per hp 

These croaturos are wolves that have died hungry and now roam about the*-'v 

wastelands in astral form, seeking to fill their now evor-empty bodies. All 

attacks are made in isolated areas. These creaturos are able to force sleep¬ 

ing humans into tho astral piano whon thoro aro 5 or more wolves con¬ 

centrating on tho act (save vs. spoils applicable). Whon humans aro at¬ 

tacked In this othor piano, Iholr onrthly bodlos will show tho dnmogo of 

tho wolves' fangs. 

BEHEMOTH 

FREQUENCY: Vory raro 

NO APPEARING: 1 

ARMOR CLASS: 4 

MOVE: 12“//18“ 

HIT DICE/POINTS: 15 HD 

% N LAIR: 30% 

TREASURE TYPE: Nl 

NO. OF ATTACKS: 1 

DAMAGE/ATTACK: 4-40 

SPECIAL ATTACKS: Nl 

SPECIAL DEFENSES: Nl 

MAGIC RESISTANCE: Standard 

INTELLIGENCE: Animal 

ALIGNMENT: Noutral 

SIZE: L (40’ long] 

PSIONIC ABILITY: Nd 

Attack/Defonso Modes: Nil 

LEVEL/X.P. VALUE: VIII/4.000 ♦ 20 

per lip 

Imagine a killer whale with four stubby legs and no fins and you have a 

perfect picture of a swamp behemoth. These fearsome mammals are 

easily capable of crossing water, marsh grass, and quicksand. A behemoth 

always attacks tho largest thing In any given group. It has a whlto cousin of 

the snowy North which has a thick coat of fur and short claws on its feet. 

This snow beast is known to hunt during the fiercest of blizzards. There is 

also a jet black species with much longer legs that inhabits the plains and 

hills of Nehwon. 

He instantly knows the powers of any device used against him and he has 

a special spell that can negate any magical device as a rod of cancella¬ 

tion. When he takes personal part in a battle, he fights invisibly. 
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BIRD OF TYAA 

FREQUENCY: Rare 

NO. APPEARING: 3-30 

ARMOR CLASS: 7 

MOVE: !"/78- 

HIT DICE/POINTS: H hp 

% IN LAIR: 10% 

TREASURE TYPE: Q 

NO. Of ATTACKS: 1 

DAMAGE/ATTACK: 1-6 

SPECIAL ATTACKS: 20% have poison 

claws 

SPECIAL DEFENSES: Nil 

MAGIC RESISTANCE: Standard 

INTELLIGENCE low 

ALIGNMENT: Neutral evil 

SIZE: S(l) 

PSIONIC ABILITY: Nil 

Allack/Defense Modes: Nil 

LEVEL/X.P VALUE: 11/30* Iperhp 

This avion is closoly rolalod lo Iho ravon, but has a much higher lovol of 

sontlonco. II is commonly found In Iho mountains and hills. Thoro Is a 20% 

chance that Iho bird’s claws aro poisonod, as it is ablo to crush somo typos 

of deadly berries for that offect. The bird knows how to strike for exposed 

body parts and uses a diving attack. These evil birds are among the fol¬ 

lowers of Iho goddoss Tyaa (q.v.). 

COLD WOMAN 

FREQUENCY Unlquo 

NO. APPEARING: I 

ARMOR CLASS: -2 

MOVE: 9" 

HIT DICE/POINTS: J80 hp 

% IN LAIR: 10% 

TREASURE TYPE: U (X 5; 

NO. OF ATTACKS I 

DAMAGE/ATTACK: 4-40 

SPECIAL ATTACKS: Soo bolow 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 25% 

INTELLIGENCE. Vory 

ALIGNMENT: Neutral 

SIZE: I. (30* tall) 

PSIONIC ABILITY: Nil 

Attack/Defonse Modes: Nil 

LEVEL/X.P. VALUE: X/28.500 

This croaturo is basically a huge white pudding. Hor powors includo il¬ 

lusion generation, and a cold ray with a rango of 6" which does 7-70 

points of damage if it hiTs. (Successful save vs. spoils indicates a miss. Sav¬ 

ing throw is odjustod by doxtority modifiers to AC, o.g. 17 doxtority givos a 

+ 3). Cold Woman "bites” for 4-40, attacking as a 16* hit dice monster, 

and those bitten who foil to save are paralyzed. 

Chopping or striking Cold Woman has no offect, os severed parts im¬ 

mediately rejoin the creature. Lightning has the same offect. Cold, of 

course, does not bother her in the least. Hor corrosive secretions dissolve 

metal at the same rate as a black pudding: chainmail is destroyed in 1 
round, plate mail in 2. with each magical plus of the armor adding a round 

to the timo needed to corrodo. 

Cold Woman lures persons into her lair with gems and jewelry, which are 

scattered about her cave. She then paralyzes thorn and inserts one of hor 

eggs into the body. In a day's time the egg hatches and her spawn (a white 

pudding) eats the host. The egg is easily removable and the spawn will die 

if exposed to the air before hatching. 

DEATH 

Greater goal 

ARMOR CLASS. -5 

MOVE: Infinite 

HIT POINTS: 350 

NO. OF ATTACKS: 10 (I per 

segment,) 

DAMAGE/ATTACK: Special 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: Nl 

MAGIC RESISTANCE: 95% 

SIZE: M IT) 

ALIGNMENT: Neutral 

WORSHIPER’S ALIGN: All alignments 

SYMBOL: Death’s head 

PLANE: Prime Mntorlol Plano 

CLERIC/DRUID: 30th level cleric 

FIGHTER: 30th level fighter 

MAGIC-USER/ILLUSIONIST: 30th level 

in each 

THIEF/ASSASSIN: 15th lovol assassin 

MONK/BARD: 23rd lovol bard 

PSIONIC ABILITY: I 

S: 24 (♦ 6,+ 12; 1:24 W:24 D: 24 C:24 CH:2J 

Referred to as a minor death, this deity is responsible for all the dying on 

the world of Nehwon. He is given quotas to be met by the Lords of Neces¬ 

sity (beings about which vory littlo is known). Ho appears as a man with a 

cadaverous skin color and ho has the power to know the entire past history 

of a boingat a glance. 

His sword slays anything it touches. On Nehwon, all beings are mortal. It 

was pointed out that oven Death is aware that at some future date, he will 

dlo. 

Ho lives in a huge fort in Iho hoart of Shndowlnnd. a land of porpotual twi¬ 

light where the dead rest undor the earth, to bo called on at the will of 

Death. 

DEVOURER (alien wizard) 

ARMOR CLASS: 7 

MOVE: 15” 

HIT POINTS: 50 

NO OF ATTACKS: 1 

DAMAGE/ATTACK: By wonpon typo 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES: Nl 

MAGIC RESISTANCE: 24% 

SIZE: Variable 

ALIGNMENT: /.awful evil 

CLERIC/DRUID: Nil 

FIGHTER: 5th level fighter 

MAGIC-USER/ILLUSIONIST: 13th level 

magic-usor/25fh level illusionist 

THIEF/ASSASSIN: 10th level thief 

MONK/BARD: Nil 

PSIONIC ABILITY: Nil 

Attack/Defense Modes: Nil 

S: 15 I: 19 W: 5 D: 17 C: 19 CH: 20 

Aliens of high magical ability, these creatures are totally occupied with 

soiling. This prooccupation forces thorn to any oxtromo In porfocting tholr 

art. The best of them sell only junk they have magicked into something 

appearing to be valuable. 

In the wastes, it is said that the excessively evil or greedy fall prey to her 

powor most often. She always abandons a lair after laying one batch of 

eggs. Legond has it that thoro is only ono Cold Woman at a timo; all tho 

rest await her death, and then the strongest one becomes the mother. Her 

young are known as Cold Spawn. 

Thoy come from another Primo Material Plane of existence. Their usual 

practice in any given place is to establish a sales beachhead and trick 

whole nations and peoples into trading all of their valued items for the 

Dovouror’s junk, until all tho valuables are gone and thoy must work as tho 

Devourer's slaves to acquire the magicians’ worthless wares. 

•* 
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GIIOUL, Nell wo n 

NEHWON MYTHOS 

FREQUENCY: Rare 

NO. APPEARING: 1-100 

ARMOR CLASS: 10 

MOVE: 12“ 

HIT DICE/POINTS: 3 HD 

% IN LAIR: 80% 

TREASURE TYPE: A 

NO. OF ATTACKS: 1 

DAMAGE/ATTACK: By woapon typo 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES: 80% invisible in 

dark 

MAGIC RESISTANCE: Standard 

INTELLIGENCE: Average-Very 

ALIGNMENT: Noutral evil 

SIZE- M (5) 

PSIONIC ABILITY Nil 

Attack/Dofonso Modos: Ni 

LEVEL/X.P. VALUE: /I/50 » 3 per hp 

Nehwon's ghouls are not of the AD&D undead type, but are a species of 

humanoids unto themselves. They are almost totally transparent, except 

for their bones, which are groy. They are ofton mislnkon for skolotons. and 

nro almost invisible (80%) in the dark. Onco dotoctod, however, they are 

easily kept track of. They enjoy the taste of human flesh and sometimes 

raid human sottlomonts for loot and food. It is said that somo ride ghoulish 

horsos. transparent to tho bones liko thoir masters. 

GODS OF LANKHMAR 

Demigods 

ARMOR CLASS: 3 

MOVE: 9” 

HIT POINTS: 200 

NO. OF ATTACKS: 1 

DAMAGE/ATTACK: 3-30 

SPECIAL ATTACKS: Wlthoring 

SPECIAL DEFENSES: Nl 

MAGIC RESISTANCE: Standard 

SIZE: M (6) 

ALIGNMENT: Noutral ovil 

WORSHIPER'S ALIGN: Noutral ovil 

and cltlzons of Lnnkhmar 

SYMBOL: Skoloton holding a staff 

PLANE: Prime /Material Plane 

CLERIC/DRUID: 15th lovol cleric 

FIGHTER: 5th lovol fighter 

MAGIC-USEFR/ILLUSIONIST: 20th lovol 

magic-user 

THIEF/ASSASSIN: Nil 

MONK/BARD: Nil 

PSIONIC ABILITY: V 

S:!9(*3, +7.) 1:24 W: 9 D: 20 C: 23 CH:-3 

Ancient mummified skeletons sustaining themselves through the use of 

mighty magics, those beings are able to use spells twice as fast as mortal 

spell casters. They oach carry a double-strength staff of withering. Those 

gods appear only when their city is threatened with grave danger. When 

the problem is solved, they cast about the city wreaking havoc as a re¬ 

minder that they are not to be called on too ofton. They inhabit one large 

tomplo at tho ond of tho Stroot of tho Gods. 

The temple is a giant double-roomed structure with a set of 13 crypts 

underneath that hold the "gods"; the temple has no clerics. When 

worshipors wish a favor from tho gods, they toss gifts into tho door and 

hope for the best. Tho material is never thero an hour later. 

NOTE: Tho gods of Lankhmar are open to much free interpretation by tho 

DM There is a special difference between the gods of Lankhmar. the old¬ 

est city of Nehwon, and the gods 'In'* Lankhmar. The gods in Lankhmar 

aro thoso of tho many religions in tho many tomplos lining tho Street of tho 

Gods. Some are powerful, some are weak, and their fortunes change with 

the quantity and quality of their worshipers, who are a fickle lot. Though 

most Lankhmarts worship at ono or another of tho tomplos on tho Stroot of 

the Gods, all secretly believe in and fear the gods of Lankhmar, who 

protect the city so that worship may continue. As long as this is the case, 

tho gods of Lankhmar aro indifforont to tho oxistonco of tho gods in 

Lankhmar. 

GODS OF TROUBLE 

lesser gods 

ARMOR CLASS -2 

MOVE: 12724” 

•HIT POINTS: 366 

NO. OF ATTACKS: I 

DAMAGE/ATTACK: See below 

SPECIAL ATTACKS: Nd 

SPECIAL DEFENSES: See bolow 

MAGIC RESISTANCE: Special (see 

bolow,) 

SIZE: M (6') 

ALIGNMENT: Chaotic evil 

WORSHIPER'S ALIGN: Chaotic ovil 

SYMBOL: Throo-poinlod star 

PLANE: Godsland 

CLERIC/DRUID: 15lh lovol clone 

FIGHTER Ni 

MAGIC-USER/ILLUSIONIST: 20th lovol 

in oach 

THIEF/ASSASSIN: 15th lovol nssnssln 

MONK/BARD: Nd 

PSIONIC ABILITY: I 

S: 12 1:23 W: 18 D: 18 C: 23 CHIB 

Thoso 3 beings of trouble have no constant form and nro entitles of energy 

that food on all tho troublo causod on tho Primo Matorial Plano. Within 30 

feet of their forms, no magic works, and when they gaze at a being, that 

boing fails in whntovor ho or sho or it is attempting (no saving throw). 

Whon under attack of any kind, they nro Immediately transported to tho 

astral piano boforo any force can hurt thorn. 

They enjoy roaming tho world astrally, affecting all alignments equally. 

They hnvo a vory small soct of worshipors. Tho high priost of this cult has 

the gazing power of his god (saving throw vs. spells applicable). They care 

nothing for thoir worshipors. and inflict troubles upon thorn impartially if 

thoy should cross thoir path. Tho cult is quito naturally a rather fatalistic 

one. 

HATE 

Lesser god 

ARMOR CLASS: Soo bolow 

MOVE: 6” 

HIT POINTS: 0 

NO.. OF ATTACKS: 6 

DAMAGE/ATTACK: Soo bolow 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 25% 

SIZE: L (90' long) 

ALIGNMENT: Chaotic evil 

WORSHIPER'S ALIGN: Chaotic ovil 

SYMBOL: Foggy image with floating 

eyes 

PLANE: Astral plane 

CLERIC/DRUID: Ni 

FIGHTER: NI 

MAGIC-USER/ILLUSIONIST: See 

below 

THIEF/ASSASSIN: Nl 

MONK/BARD: Nil 

PSIONIC ABILITY Nil 

S: 10 I: 10 W:— D: 10 C:— CH: 
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iW&JLW. 

Hale manifests itself os a thick grey fog with a few red orbs resembling 

oyos in tho density. This fog is able to control up to 6 beings (as in a mass 

charm spoil) or manipulate up to 6 woapons in its tontaclos as a sot of 6th 

lovol fightors. Tho manifostation of tho god must bo gonoratod at night by 

a high priest of at least the 10th level and 100 worshipers. The fog will ap¬ 

pear from the worshipers and is able to travel a distance of 5 miles. Its only 

function Is to do harm. 

KOS (god of dooms) 

Greater god 

ARMOR CLASS: -A 
MOVE: 18" 

HIT POINTS: 377 

NO. OF ATTACKS 2 

DAMAGE/ATTACK: 8-80 (♦ 14) or 

3-30 (* 14) 

SPECIAL ATTACKS NI 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 35% 

SIZE: M (T) 

ALIGNMENT: Neutral 

WORSHIPER’S ALIGN: Neutral and 

fighters 

SYMBOL: Crossed sword and axe 

PLANE: Gods/and 

CLERIC/DRUID: lOth (eve) druid 

FIGHTER: 15th level ranger 

MAGIC-USER/ILLUSIONIST: 20th (eve) 

magic-user 

THIEF/ASSASSIN: Nil 

MONK/BARD: Nil 

PSIONIC ABILITY: Nil 

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

Hate’s physical form Is attached to its area of generation by a long, ex¬ 

tremely tough silvor-red cord, which is spun out behind it as it hurvts for 

proy. Tho only way Hate can bo dnmagod is by cutting this pulsing cord 

(which cannot bo soon from in front of tho Hato-cloud). Tho cord is AC -8. 

but any hit with a sharp weapon, or a spoil such as magic missile, will cut 

it. dispolling Halo’s physical form until tho noxt night it can bo summonod. 

Kos appears as a northern barbarian of Nohwon drossod in furs of 

anciont monstors from tho world’s past. Ho fights with nn intolllgont 4-6 

broadsword, doing 8-80 points of damago per strike, but his codo of honor 

prevonts him from using it on boings with loss than 100 hit points. Against 

thoso ho uses a *3 hand oxo that does 3-30 points. His +6 woapon will 

not allow itself to be used by other beings; it does 50 points of damage to 

any olhor being trying to handlo it. 

Tho god is ablo to summon 9-90 borsorkors por day for his purposos. Ho Is 

said to oxist in tho cold wastos of tho North, viowing battlus all ovor tho 

plane nnd destroying cowards amongst his worshipers ns soon ns thoy 

show fear. 

ISSEK OF THE JUG 

Demigod 

ARMOR CLASS: -3 

MOVE: 12112" 

HIT POINTS: 210 

NO. OF ATTACKS: 3/2 

DAMAGE/ATTACK: 3-30 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES Nil 

MAGIC RESISTANCE: Standard 

SIZE: M (T) 

ALIGNMENT: Lawful good 

WORSHIPER’S ALIGN: Lawful good 

SYMBOL: Man on a broken raefe or a 

•'ug 

PLANE: Godsland 

CLERIC/DRUID: 15th lovol deric 

FIGHTER: 12th level paladin 

MAGIC-USER/ILLUSIONIST: JOfh lovol 

magic-user 

THIEF/ASSASSIN: Ni 

MONK/BARD: 15th level bard 

PSIONIC ABILITY: Nil 

S:25( + 7, *14) 1:23 W: 25 D:22 C: 24 CH: 24 

Issek appears as a tall man with twisted wrists and ankles, and his man¬ 

ifestations are always in humans who are being tortured on the rack. 

These men will destroy the rack and those hurting them. He carries a jug 

which is ablo to pour out any liquid tho god wishos. 

LEVIATHAN 

FREQUENCY: Very rare 

NO. APPEARING: 1 

ARMOR CLASS: -1 

MOVE: 9“//15- 

HIT DICE/POINTS: 40 FO 

% N LAIR: 15% 

TREASURE TYPE: Ni 

NO OF ATTACKS: 8 

DAMAGE/ATTACK: 4-40 or special 

SPECIAL ATTACKS: Seo bolow 

SPECIAL DEFENSES: Soo bolow 

MAGIC RESISTANCE: Standard 

INTELLIGENCE: Animal 

ALIGNMENT: Noutral 

SIZE: L (300-long) 

PSIONIC ABILITY: Ni 

Attack/Defense Modes: Nil 

LEVEL/X.P. VALUE: X/15.800 ♦ 35 

per hp 

This squid-like creature lives on the bottom of the ocean and comes up 

once annually to feed on ships that travel over its territory. The thing’s 

main attack form is to come up to a ship, crack it open and eat its softer 

contents. Each of its 8 tentacles does 4-40 points per strike, and when it 

grabs a ship or thing in the water with all 8 appendages it does 30 hull 

value points of damage per molee round. (Soo DUNGEON MASTERS 

GUIDE. Warerbome Adventures.) 

Ns se£ tipicoromeamdip<«oatntstfche need to persevere under any hard¬ 

ships that life might bring. HfadtoriirattTavel about always appearing to be 

one of tho poor, even if they are not. 
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Whenever the creature has taken more than half its hit points in damage, 

it retreats miles under the water. 
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MOVARL (heroj 

ARMOR CLASS: 2 
MOVE: 12" 
Hll POINTS: 86 
NO. OF ATTACKS: 3/2 
DAMAGE/ATTACK: 2-20 ( ♦ 3) 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENSES See below 
MAGIC RESISTANCE: Standard 
SIZE: M (67 
ALIGNMENT: Lawful good 
CLERIC/DRUID: Nil 
FIGHTER: f» level paladin 
MAGIC-USER/ILLUSIONIST: Nil 
THIEF/ASSASSIN: Nil 
MONK/BARD: Nil 
PSIONIC ABILITY Nd 

Attack/Defonse Modes: Ni 
S: 18 (5?; ( ♦ 2. *3) 1:14 W: 18 0 17 C: 18 CH 18 

Movnrl is the most influential of the heroes of the world of Nchwon, for he 
is (al loosl at times) overlord of the city of Kvarch Nar. However, he travols 
often amongst tho cities and towns of tho Groat Forest to champion tho 
causo of law and good. Movarl wiolds his groat sword well enough to 
stand with tho best of fighters, although he will not sook battle with any 
individuals except thoso who are evil. Ho fears to fight no one and is im¬ 
mune to fear spells. His ♦ 1 two-handed sword does 2-20 points of damage 
per strike. The man is instantly aware of any evil being within 20 feet of 
fii. 

NEHWON EARTH GOD 

lesser god 

ARMOR CLASS: -2 
MOVE: 12" 
HIT POINTS: 300 
NO. OF ATTACKS: 1 
DAMAGE/ATTACK: 5-50 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: 50% 
SIZE. L (15') 
ALIGNMENT: Chaotic evil 
WORSHIPER’S ALIGN: Chaotic evil 
SYMBOL: Diamond oyo 
PLANE: FYirne Material Plane 
CLERIC/DRUID: 14th level druid 
FIGHTER: J5lh level fighter 
MAGIC-USER/ILLUSIONIST: Ni 
THIEF/ASSASSIN: Nil 
MONK/BARD: Ni 
PSIONIC ABILITY: VI 
S: 25( ♦ 7. ♦ 14) 1:10 W: 12 D: 18 C: 25 CH: II 

This god is an awaro piece of molten oarth. ablo to assumo any shape in 
this molten form; no forged weapon can hurt it. The tropical priests of 
Klesh serve this deity, who wishes to return all of Nehwon to its molten 
state. Tho only thing preventing this deity from accomplishing its end is the 
hard crust of the world. 

Its temples can be found in desolate areas all over Nehwon. These temples 
are usually rich in gems and gold. The god is able to control beings 
through a mass charm spell that it can cast through any gem consecrated to 
his sect. Its Kloshito clerics commonly use blow guns. 

NINGAUBLE OF THE SEVEN EYES (wizard) 

ARMOR CLASS: -2 
MOVE: 9“ 
HIT POINTS: 150 
NO. OF ATTACKS: Ni 
DAMAGE7AHACK: Ni 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES See below 
MAGIC RESISTANCE: Standard 
SIZE: L (9) 
ALIGNMENT: Neutral 
CLERIC/DRUID: Nil 
FIGHTER: NI 
MAGIC-USER/ILLUSIONIST: 20th level 

magic-user/12fh level illusionist 
THIEF/ASSASSIN: Nil 
MONK/BARD: lOth level bard 
PSIONIC ABILITY: NI 

Attack/Defense Modes: Nil 
S: 14 I: 19 W: 19 D: 16 C: 19 CH: 16 

This being is Fathrd's advisor and charges almost the same fees his arcane 
poor Shoolba chargos. oxcopl that If tho Mousor Is called upon to kill a raro 
magical bird and bring back a feather or two. Fafhrd must kill a roc and 
bring back tho wholo body! Catogorlos such as Intolllgonco and tho llko, ns 
with Shoolba. aro subjoct to chango. as tho boing's nnturo Is not llko that of 
humans. Though probably not originally of Nohwon, Ningaublo inhabits a 
hugo sorios of caves near tho Sinking Lands. Thoso cavos aro linkod intor- 
dlmonslonally with other pianos, othor llmos of Nohwon and othor multl- 
vorsos. Only Ningaublo. with his alien logic patterns, is able to fully 
comprohond tho palhs of his cavos. 

Ningaublo is always wrapped in hoavy robes with an ompty cowl that dis¬ 
plays seven constantly moving lights. Occasionally one will protrude from 
the cowl, and then il can be seen to be an eye upon the end of a snake¬ 
like tentacle. These eyes can see through all illusions. 

Ningaublo is known as tho "gossipor of tho gods" and loves nothing bottor 
than to liston to a good story about tho poworful and mighty or tho strango 
and unknown. Ho has Informors In many dlfforont tlmos and placoo, nnd 
somotimos makos uso of olhor horoos in worlds othor thnn Nohwon. 

PULGH fheroj 

ARMOR CLASS: 2 
MOVE: 12- 
HIT POINTS: 72 
NO OF ATTACKS: 2 I 
DAM AGE/ATT ACK: 2-12 (♦ 1) 
SPECIAL ATTACKS NI 
SPECIAL DEFENSES See below 
MAGIC RESISTANCE: Standard 
SIZE: M (6) 
ALIGNMENT: Lawful evil 
CLERIC/DRUID: 4th level cleric 
FIGHTER: 15th level fighter 
MAGIC-USER/ILLUSIONIST: NI 
THIEF/ASSASSIN: 5th lovol assassin 
MONK/BARD: NI 
PSIONIC ABILITY: NI 

Attack/Defense Modes: Ni 
S: 17( + l. ♦ IJ 1:14 W: 17 D: 17 C: 16 CH:8 

Pulgh does not appear in any of tho currently published works about 
Nehwon. although a cousin. Pulg. is mentioned in "Lean Times in 
Lankhmar”. Pulgh is the greatest warrior of Lankhmar (although when 
Fafhrd and Mouser are in the city. Pulgh would be hard pressed to claim he 
was the best in that place . . . ). This title is based on the accomplish¬ 
ments of the warrior in getting impossible things done for tho important 
personages of the city. 

He favors using a great +3 spear which does 2-12 points of damage, al¬ 
though he can certainly employ any other weapon with skill. Prior to 
taking up the tools of the fighter's trade. Pulgh was an evil cleric (hence 
the clerical ability) and it is rumored that he still serves a cult of black evil" 
within the city. He is a shadowy figure who avoids notice whenever pos¬ 
sible. although he will emerge whenever circumstances warrant his doing 
so. 
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RAT GOD 

Lesser god 

ARMOR CLASS: 2 

MOVE: 18" 

HIT POINTS: 222 

NO OF ATTACKS: 2 

DAMAGE/ATTACK: 4-40 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES: See bolow 

MAGIC RESISTANCE: 20% 

SIZE: L (10' at tlto slioulder) 

ALIGNMENT: Chaotic evil 

WORSHIPER'S ALIGN: Chaotic evil 

(and wererals) 

SYMBOL Two rod oyos on a black 

field 

PLANE: Gods/and 

CLERIC/DRUID: \3lh level cleric 

FIGHTER: 15th level fighter 

MAGIC-USER/ILLUSIONIST: Nil 

THIEF/ASSASSIN: 12th level assassin 

MONK/BARD: Nl 

PSIONIC ABILITY: I 

S:20( ♦ 3. *8; 1:18 W: 13 D: 23 C: 19 CH:-6 

Tho rat god Is the manifestation of all rnon's fears of Its kind. All felines 

must run In foar from this apparition. It always walks oroct, can shrink to 

normal rat sizo. and Is ablo to summon 20 worerats to Its sldo onco per day. 

Tho god's largest temple can be found In the port city of llthmar. where 

human sacrifices ore hold by tho light of ovory full moon. 

RED GOD 

SHEELBA OF THE EYELESS 

ARMOR CLASS: 2 

MOVE: 9" 

HIT POINTS: 150 

NO. OF ATTACKS: 1 

DAMAGE/ATTACK: 1-10 (+8) 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: See bolow 

MAGIC RESISTANCE: Standard 

SIZE M 

ALIGNMENT: Neutral 

CLERIC/DRUID: Nd 

FIGHTER: Nil 

MAGIC-USER/ILLUSIONIST: 20thlevel 

magic-user!Sth level illusionist 

THIEF/ASSASSIN. Nil 

MONK/BARD: !0th level monk 

PSIONIC ABILITY: Nil 

Attack/Defense Modes: Nil 

S:20( * 3. -*-S) 1:19 W: 10 D: 16 

This being is the advisor to the Gray Mouser. charging for this advice the 

Ihoft of seeming nonlmportant and/or Important objocts and dovlcos all 

over the world of Nehwon. and sometimes tho other universes ns tho 

mood takes the being. While the books constantly rofor to Shoelba as a ho, 

the author of tho sortos, Fritz Lolbor, and his longtime frlond Horry Flschor 

both maintain that Shoelba Is a female. Whatever it is, it is clearly not a 

creature of Nehwon, but a being related to the lower planes. Sheelba 

appears to tho world In a largo monkish robe, with a full cowl that Is totally 

dark insido (honco tho name). It llvos In tho Groat Salt Marsh In a magic 

hut with anlmatod stilts. This hut movos at a rale of 24" over tho roughest 

landscape. Sheelba has a dislike for and rivalry with Nlngauble of the 

Seven Eyes, but at times they are forced to holp onch other. Categories 

such os Intolligonco and tho like chango with tho circumstances that tho 

being finds Itself In. 

Lessor god 

ARMOR CLASS: -2 

MOVE: 18- 

HIT POINTS: 311 

NO. OF ATTACKS: 4 

DAMAGE/AHACK: 3-30 (♦ 12) 

twlcoll-10 (♦ 12) twice 

SPECIAL ATTACKS: Nl 

SPECIAL DEFENSES: See bolow 

MAGIC RESISTANCE: 25% 

SIZE: L (8V 

ALIGNMENT: Neutral 

WORSHIPER'S ALIGN: Noutrat and 

Eos torn warriors 

SYMBOL: Flamo with a sword In its 

midst 

PLANE: Gods land 

CLERIC/DRUID: 15th level cleric 

FIGHTER: 20th level fighter 

MAGIC-USER/ILLUSIONIST: 12thlovol 

In each 

THIEF/ASSASSIN: 10th level assassin 

MONK/BARD: 10th lovol monk V 

PSIONIC ABILITY VI . 

S: 24 (+6. +12J 1:22 W: 17 D:25 C: 24 CH: 24 

The war god of Ihe East, this being appears with a *4 ring of protection, a 

holm of telepathy and foleportation, and a displacer cloak. He uses a *3 

sabre In his right hand that does 3-30 points per strike and a *4 dirk in his 

left hand that does 1-10 points of damage. His sabre casts an anti-magic 

shell around his body that does not limit his own spell abilities. 

This god is very protective of his more important worshipers, and when 

thoy are in foreign lands he will occasionally come to their aid in situations 

that he would not bother about in the East. This aid consists of an 8th level 

magic-user sent to help. 

Tho god is a massive dark-skinned man with red studded leather armor 

carrying a bronze shield. He is always mustachioed and wears a pointed 

helm, His boots and belt shine as brightly as if a continual light spell had 

been placed on them. 

It is commonly known that demons (who can porcolvo Its roal form) 

scream in horror when facing Shoelba and leave instantly. 

Shoelba is a groody thing out to got all tho profit out of llfo that It con. On 

tho other hand It protocts Its Invostmonts by provontlng bad things from 

happening to the heroic pair and their city. 

SNOW SERPENT 

FREQUENCY: Voryraro 

NO. APPEARING: 1 

ARMOR CLASS: 6 

MOVE: 9“ 

HIT DICE/POINTS: 10 HD 

% N LAIR: 25% 

TREASURE TYPE: NJ 

NO. OF ATTACKS: 1 

DAMAGE/ATTACK: 1-10 

SPECIAL ATTACKS: Constriction 

SPECIAL DEFENSES: Nil 

MAGIC RESISTANCE: Standard 

INTELLIGENCE: Animal 

ALIGNMENT: Neutral 

SIZE: L (100' long) 

PSIONIC ABILITY Nil 

Attack/Defense Modes: Nil 

LEVEL/X.P. VALUE: VII2.0S0 * 14 

per hp 
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This furred snake of enormous size commonly lies in wait near snow-piled 

mountain trails. Its bite does 1-10 points of damage, and it can constrict for 

3-30 points of damage per melee round. 
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SPIDER GOD 

Demigod 

ARMOR CLASS: 2 

MOVE: 18- 

HH POINTS: 249 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 3-30 

SPECIAL ATTACKS: Poiscn 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 10% 

SIZE L (18‘at Iho shoulders; 

ALIGNMENT: Chaotic evil 

WORSHIPER'S ALIGN: Chaotic evil 

SYMBOL: Black opal 

PLANE: Godsland 

CLERIC/DRUID: Nl 

FIGHTER: 15th lovol fightor 

MAGIC-USER/ILLUSIONIST: J5th level 

rnagic-usors 

THIEF/ASSASSIN: Nl 

MONK/BARD: NJ 

PSIONIC ABILITY: Nil 

S:22( +4, + 10; 1:18 W:9 D:22 C: 14 CH:-3 

Appearing as a giant black spider, this deity is known for its delight in re¬ 

ceiving human sacrifices. Its powers include the ability to summon 30 

phase spidors per day. the power to make all arachnids oboy. and tho 

ability to transfer tho powers of a spidor to its most powerful high priost. 

Its ovil dories work diligontly to koop their god satisfied by way of human 

sacrifices. It rewards them with a gift of a pet large spider once perjeach 

ton sacrifices. 

SPIDER, SALT 

FREQUENCY: Rare 

NO. APPEARING: 1-6 

ARMOR CLASS: 6 

MOVE: 15’ • 18- 

HIT DICE/POINTS: 3 HD 

% IN LAIR: 25% 

TREASURE TYPE Nl 

NO. OF ATTACKS: 1 

DAMAGE/ATTACK: 1-8 

SPECIAL ATTACKS: Poison 

SPECIAL DEFENSES Nil 

MAGIC RESISTANCE: Standard 

INTELLIGENCE: Animal 

ALIGNMENT: Neutral 

SIZE: M (4f long.) 

PSIONIC ABILITY: Nl 

Attack/Defense Modes: Nil 

LEVEL/X P. VALUE: 111/105 * 3 per 

hp 

This is a huge ugly spider about the size of a large pig. It has large suction 

pads on its feet allowing it to travel over any non-slippory surface. It lives 

in groat salty swamps, whoro it makos complicated sticky web traps. It has 

a deadly poisonous bite. 

NEHWON MYTHOS 

TYAA (winged goddess of evil birds) 

Lesser goddess 

ARMOR CLASS -3 

MOVE: 9"/36" 

HIT POINTS: 31J 

NO. OF ATTACKS: 1 

DAMAGE/ATTACK: fly weapon type 

SPECIAL ATTACKS: Poisoned 

weapons 

SPECIAL DEFENSES: Nl 

MAGIC RESISTANCE: 32% 

SIZE: M <30 

ALIGNMENT: Chaotic evil 

WORSHIPERS ALIGN: Chaotic evil 

SYMBOL: Bird of Tyaa 

PLANE- Godsland 

CLERIC/DRUID: 15th lovol cloric 

FIGHTER: 10th level fighter 

MAGIC-USER/ILLUSIONIST: 15th level 

magic-user 

THIEF/ASSASSIN: Nt 

MONK/BARD: Nl 

PSIONIC ABILITY: Nl 

S: 18 (♦ 1. I: 19 W: 20 D:25 C.20 CH:24 

Tyaa has tho power to manifost herself in her high priestess, though this is 

rare. She can summon 20 of any predatory birds, but profots to uso tho 

Birds of Tyaa. of which she can summon ICO a day. If forcod into combat 

she uses woapons that are poisoned, preferring a ♦ 2 longsword. 

Tyaa's cult was banishod from Lankhmar. but its worshipers con still bo 

found in the mountains of Nehwon. Only women are permitted in the high 

priosthood and Tyaa domonds tho sacrifice of body parts from her more at¬ 

tractive worshipers. The Falconers of Tyaa are tho male arm of the cull and 

always havo somo typo of bird os a fighting companion. Thoy. liko tho 

priestesses, are able to communicate with all avion life. 

VOTISHAL 

Demigod 

ARMOR CLASS: -2 

MCA/E: 18- 

HIT POINTS: 344 

NO. Of ATTACKS. V2 

DAMAGE/ATTACK: By weapon typo 

SPECIAL ATTACKS: Nl 

SPECIAL DEFENSES: Nl 

MAGIC RESISTANCE: 35% 

SIZE: M <67 

ALIGNMENT: Lawful good 

WORSHIPER S ALIGN: Lawful good 

SYMBOL: Loat ho r pouch 

PLANE: Godsland 

CLERIC/DRUID: 13th level cleric 

FIGHTER: 12th level fighter 

MAGIC-USER/ILLUSIONIST: 15th lovol 

magic-user 

THIEF/ASSASSIN: 25th lovel thief 

MONK/BARD: 3rd level bard 

PSIONIC ABILITY: V 

S:20( ♦ 3. *8) 1:21 W: 19 D: 25 C: 20 CH:20 

Votishal appears as a normal thief in all of his idol representations. This is 

another caso of a man of groat ability becoming vonoratod by lator gener¬ 

ations. Ho was a master thief of tho 14th levol who roformod to tho cause 

of good and law. His thieving abilities then went in the direction of rob¬ 

bing from evil groups to benefit the lawful good group ho supported. 

If he manifests himself on the Prime Material Plane, ho will try to kill all 

ovil beings ho encounters. His clerics rise alternately in tho clorical class 

and the thief class. They are very zealous in their efforts to rob all evil 

people (especially evil shrines). They are in direct opposition to the 

Thieves' Guild, and constantly try to get member thieves to join the sect by 

kidnapping them and brainwashing them in the temple crypts. The high 

clerics of this order are always 15th level patriarchs/12th level master 

thieves. No cleric can rise above the tenth level in this sect unless they 

have carried away some amount of riches from an evil temple. 
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NEHWON MYTHOS NEHWON MYTHOS 

WATER COBRA 

FREQUENCY: Uncommon 

NO. APPEARING: 1-8 

ARMOR CLASS: 8 

MOVE: 12’ 

HIT DICE/POINTS: 3*3 

% IN LAIR: 0% 

TREASURE TYPE: Nil 

NO. OF ATTACKS: 1 

DAMAGE/ATTACK: 1-4 

SPECIAL ATTACKS: Poison 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: Standard 

INTELLIGENCE:A/)/ma/ 

ALIGNMENT: Neutral 

SIZE: S (4’ long) 

PSIONIC ABILITY Nil 

Allack/Defense Modes: Nil 

LEVEL/X.P. VALUE: IIUISO * 4 per 

hp 

The water cobra is invisible in Ihe water because ol its ability to change 

color to match tho aroa undornoath it. It only froquonts frosh wator rivers 

and creeks. Its bite is poisonous. 

BIBLIOGRAPHY 

Though tho works of tho ostoomod author Fritz Loibor aro numorous, only 

thoso referring to tho gods, croaturos. and horoos (Fafhrd and tho Gray 

Mouser, In particular) of Nohwon were used in compiling this section. 

Thoso aro available in paperback oditions from Aco books (Now York), 

and includo Ihe following titlos: 

Swords Against Doviltry 

Swords Against Doath 

Swords in tho Mist 

Swords Against Wizardry 

Tho Swords of Lonkhmar 

Swords and Ico Magic 

NEHWON ENCOUNTER TABLES 

Tho following briof outdoor oncountor tables aro providod for roforoos 

who may wish to stago adventures upon tho world of Nohwon. 

COLD REGION 

CroaturoTypo Dice Roll 

Behemoth, snow* 01-02 

Bugbear 03-06 

Cold spawn (whito pudding) 09-12 

Dragon, whito 13-17 

Elf. winter (as wood elf) 18-21 

Giant, frost 22-25 

Giant, hill 26-31 

Gnome, ico (northern gnome) 32-34 

Griffon 35-40 

Hydra, snow (as normal hydra, but furred) 41-43 

Men. bandit 44-55 

Men. barbarian 56-61 

Men. berserker 62-65 

Men, merchant 66-70 

Ogre 71-77 

Snake, giant, furred (constrictor) 78-82 

Snow serpent* 83-85 

Snow witch* 86-90 

Tiger, ice (as normal tiger, but white) 91-96 

Yeti 97-00 

FOREST 

Creature Type Dice Roll 

Centaur 01-06 

Dryad 07-09 

Elf. wood 10-18 

Ghoul. Nehwon* 19-26 

Lion 27-34 

Men. bandit 35-50 

Men. barbarian 51-58 

Men. merchant 59-66 

Ogre 67-82 

Satyr 83-90 

Snake, wood (spitting) 91-96 

Unicom 97-00 

MARSH 

Creature Type Dico Roll 

Behemoth, swamp* 01-03 

Eel.giant 04-15 

Ghoul. Nohwon* 16-20 

Men. brigand .21-42 

Mon. merchant 43-50 

Rat. swamp (giant) 51-70 

Slug, swamp (giant) 71-80 

Spider, salt* 81-85 

Wator cobra* 86-95 

Worm, giant (purple) 96-00 

MOUNTAINS 

Croaturo Typo Dice Roll 

Astral wolf* 01-02 

Bird of Tyaa* 03-06 

Ghoul. Nohwon* 07-16 

Lion 16-24 

Men. bandit 25-45 

Mon. barbarian 46-57 

Mon. morchant 58-66 

Ogro 67-82 

Satyr 83-90 

Snako. wood (spitting) 91-96 

Unicom 97-00 

PLAINS/HILLS 

Creature Type Dice Roll 

Bohomoth. black* 01-02 

Bird of Tyaa* 0307 

Bugboar 08-16 

Firo magician* 17-18 

Ghoul. Nehwon* 19-27 

Griffon 28-37 

Hippogriff 38-43 

Lion 44-52 

Men. bandit 53-61 

Men. barbarian 62-70 

Men. morchant 71-90 

Men. Mingol (as dervish) 91-00 

WATERBORNE 

Croaturo Typo Dico Roll 

Behemoth* 01-03 

Dragon, water (as hydra, aquatic. MV 18") 04-15 

Leviathan* 16-17 

Men. barbarian (raider) 18-29 

Men. buccaneer 30-39 

Men. morchant 40-64 

Men. pirate 65-74 

Merman 75-86 

Shark 87-00 

■' Indicates monster described in this volume. All others are from MONSTER 

MANUAL 
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Thero is a whole host of creatures which have been created for the game 

of ADVANCED DUNGEONS AND DRAGONS that have either been 

spawnod from the minds and myths of past man or croatod ontiroly from 

the minds of the game masters. Such a wide diversity of creatures and sub¬ 

cultures requires an equally wide diversity of deities and lesser beings of 

power. The nonhuman races occupy different places in every Dungeon 

Master's individual world. Therefore, it would be extremely difficult to 

create complete pantheons of nonhuman gods that would be appropriate 

to evory campaign. This section sooks only to outllno some major beings 

important to the races created in the AD&D family. A complete pantheon 

of all dwarven gods, demigods and heroes can bo oasily imagined, but its 

complete notation is loo awesome a task for a work of this limited size (as 

would be the complete notation of the deities of any of the nonhuman 

races). Lot this section sorvo as a springboard for tho DM. It prosonts a start 

for any oxtensivo pantheon that tho reforoo fools ho or sho may nood. 

As humnnoid shamans (and witch doctors) increase in level, they also in- 

croaso to a dogroo in hit dlco and combat ability. For each lovol of ability 

above the 1st. the shaman adds 1-4 hit points (Id4) to his or her total. For 

ovoiy two lovols of shaman ability, tho croaturo lights as if ono hit dico 

bottor on tho ATTACK MATRIX FOR MONSTERS. 

Witch doctors’ clerical (shaman) and magic-user levels are not added to- 

gothor, but aro pairod, llko rnultl-classod characters. Thoy gain 2-5 hit 

points for each lovol abovo 1 st/1 st as long as thoy advance in tandem, but 

only the normal 1-4 hit points per level when their shaman abilities surpass 

tholr maximum magic-usor abilities. Tho lovols of oxporlonco of witch 

doctors’ magic-usor abilities aro not dotailod in this volume, but may bo 

found in tho DUNGEON MASTERS GUIDE. 

Examplos: A 4th lovol gnoll shaman would havotho following hit dico: 2d8 

(his normal amount) ♦ 3d4 (his shaman bonus). Ho would Tight as a 4 hit 

dico monstor. A 5th lovol goblin shaman would have 4d4 plus 1-7 hit 

points, and would fight os a 3-1 (or "2-3 ♦ ") hit dico monstor. A 3/3 oro 

witch doctor would hovo Id8 plus 2d4 ♦ 2 hit points, and would fight as a 

2 hit dico monster. 

NOTE: Tho following boings from tho MONSTER MANUAL nnd FIEND 

FOLIO should bo troatod os lessor gods, though thoy very roroly hnvo 

human worshipors: 

MONSTER MANUAL 

BUGBEARS 

HRUGGEK 

Lesser god 

ARMOR CLASS: 0 

MOVE: 12" 

HIT POINTS: 221 

NO. OF ATTACKS: 1 or 2 

DAMAGE/AHACK: 3-30 (+ 11J or 

2-16/2-16 

SPECIAL ATTACKS: Nl 

SPECIAL DEFENSES: +2 or bottor 

weapon to hit 

MAGIC RESISTANCE: 25% 

SIZE: L( 12’ loll) 

ALIGNMENT: Chaotic ovil 

WORSHIPER’S ALIGN: Chaotic ovil 

(bugbears.) 

SYMBOL: Morningslar 

PLANE: Pnndomonium 

CLERIC/DRUID: 15th lovol cleric 

FIGHTER: As 1G« HD monstor 

MAGIC-USER/ILLUSIONIST: Nil 

THIEF/ASSASSIN: Nl 

MONK/BARD: Nil 

PSIONIC ABILITY: Nil 

S:23( + 5, +11) 1:17 W: 0 C: 24 CH:7(23tobugbonrsJ 

Bugbears have a simple pantheon of six deities, including gods of earth, 

death, fertility, hunting and foar. Hruggek. tho god of battle, is tho most 

poworful and important, though ho doesn't rulo tho othors. 

Hruggek appears as a hugo. poworful bugbear with groat fangs and 

clnwod hands and foot. Those clawod hands can each striko for 2-16 points 

of damage. Ho wields a ton-foot *3 morningstar that doos 3-30 points of 

damage when It hits. 

Hruggok livos in a groat cavo in Pnndomonium which is docorotod with tho 

sovorod hoads of his conquorod oppononts. Bugboar shamans worship 

Hruggok by offorlng him tho blood of tholr onomios. Tho shamans’ status is 

dependent upon how many oppononts thoy have dofootod. Bugboar 

shamans can rise to the 5th level in clerical ability. 

Demon: 

Demogorgon 

Juiblox 

Orcus 

Yoonoghu 

Devil: 

Asmodous 

Baalzobul 

Dispntor 

Geryon 

Dragon: 

Bahamut 

Tiamat 

FIEND FOLIO 

Demon: 

Lolth (detailed in this volume) 

Elemental Princes of Evil 

Slaad: 

Ssendam 

Ygorl 
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NONHUMANS' DEITIES 

CENTAURS 

NONHUMANS’ DEITIES 

SKERRIT ‘The Forester- 

Lesser god 

Moradin is the head of a fairly large pantheon of dwarven deities. (The 

exact members of this pantheon vary from clan to clan.) It is said that 

Moradin created the race of dwarves from iron and mithral, forging them 

in the fires at the center of the world. The dwarves’ souls entered their 

bodies when Moradin blew on his creations to cool them. 

ARMOR CLASS: Variable (at least 2) 

MOVE: Variable 

HIT POINTS: 290 % 

NO. OF ATTACKS: Variable 

DAMAGE/ATTACK: Variable 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: -4 fo be ht in 

forests 

MAGIC RESISTANCE: 35% 

SIZE: Variable 

ALIGNMENT: Neutral (tends to 

chaotic good) 

WORSHIPER S ALIGN: Noutral- 

chootic good (centaurs and 

satyrs) 

SYMBOL: Oak growing from acom 

PLANE: Happy Hunting Grounds 

CLERIC/DRUID: 14th level in each 

FIGHTER: As 16» HD monster 

MAGIC-USER/ILLUSIONIST: lOthlevel 

Illusionist 

THIEF/ASSASSIN: Nil 

MONK/BARD: 9th lovol bard 

PSIONIC ABILITY: V 

5:25 (+7, +14) 1:19 W: 17 D: 23 C:24 CHII 

Skorrit roprosonls tho groat guiding hand of tho forces of naturo that keep 

everything in balance. He maintains the forest so that all of its denizens 

can fulfill thoir proper roles; ho provides prey for tho hunters and food for 

the hunted. Skerrlt can appear In the form of any creature of the forest, 

and sometimes his spirit sooms to temporarily possess various plants nnd 

animals toonablo them to carry out his wMI. 

Contours often portray Skorrit os tho most porfoct oxamplo of one of thoir 

own race, nnd in this form ho wields a bow and a *3 spoor that strikos for 

2-20 points of damage (plus strength bonus). As o centaur. Skerrit is armor 

class 2 nnd moves at a rato of 21". When in tho forest, all opponents are -4 

to hit him. ns tho bronchos from tho troos movo to block blows, loavos fly 

in tho attackors'fncos, otc. 

Contours worship Skorrit through dances nnd mock hunts on ovory night ol 

tho full moon. Contour shamans may advanco up to tho 3rd lovol. Many 

satyrs also worship Skorrit. though thoy havo no clorical mombors. 

DWARVES 

MORADIN ’The Soul Forger" 

Greater god 

ARMOR CLASS -9 

MOVE: 12’ 

HIT POINTS: 400 

NO OF ATTACKS: 2 

DAMAGE/ATTACK: 4-40 (♦ U) 

SPECIAL ATTACKS Nil 

SPECIAL DEFENSES: Forged weapons 

cannot harm him 

MAGIC RESISTANCE: 60% 

SIZE: L (20) 

ALIGNMENT: Lawful good 

WORSHIPER S ALIGN: /.awful good 

(dwarves; 

SYMBOL: Hammer and anvil 

PLANE: Seven Heavens 

CLERIC/DRUID: 15th level cloric/14th 

level druid 

FIGHTER: 20th level fighter 

MAGIC-USER/ILLUSIONIST: 19thlovel 

magic-user 

THIEF/ASSASSIN: Nil 

MONK/BARD: Nil 

PSIONICAABILITY: VI 

S:25( + 7, + 14) 1:23 W. 20 D:21 C: 25 CH: 19(25fodwarvesj 

Moradin’s symbol and weapon is a huge glowing hammer. It is a *5 

weapon and strikes for 4-40 points of damage. It cannot be used by any 

save the god himself, as it disappears from others' hands and returns to its 

owner. He wears magical armor and shield of his own making, which 

gives him armor class -9. This equipment cannot be removed from his 

body by any save Moradin. 

Tho center of a shrine to Moradin is always tho groat over-burning hoarth 

and forge. Sacrifices, bo they of common or precious metal, are molted 

down at the forge and reformed into shapes useable by the clergy of 

Moradin. Non-player character dwarven clerics can rise as high as tho 7th 

level, though this usually takes hundreds of years. 

Other dwarven gods include Clanggedin (god of battle). Dumathoin (god 

of socrots undor mountains), and Abbathor (evil god of grood). 

ELVES 

CORELLON LARETHIAN 

Greater god 

ARMOR CLASS: -A 

MOVE: 15*718" 

HIT POINTS: 350 

NO OF ATTACKS: 2 

DAMAGE/ATTACK: 2-20 (longbow; 

or 3-30 ( ♦ 9; sword) 

SPECIAL ATTACKS: Bow novor missos 

SPECIAL DEFENSES: «3 or better 

weapon to hit 

MAGIC RESISTANCE: 95% 

SIZE M (T) 

ALIGNMENT: Chaotic good 

WORSHIPER S ALIGN: Chaotic good 

(olvosj 

SYMBOL: Quarter moon 

PLANE: Olympus 

CLERIC/DRUID: 13th level in each 

FIGHTER: 20th lovol rangor 

MAGIC-USER/ILLUSIONIST: 20th level 

in each 

THIEF/ASSASSIN: Nl 

MONK/BARD: 15th lovol bard 

PSIONIC ABILITY: I 

S:2! (♦ 4. *9; 1:25 W: 25 D: 25 C:21 CH:25 

Corellon Larethian represents the highest ideals of elvenkind: "he” is 

skilled in all the arts and crafts, and is the patron of music, poetry, and 

magic. Corellon is alternately male or female, both or neither. The god is 

also mighty in battle, and is said to have personally banished such demons 

as Lolth from the sunlit Upperworld. Elven lore states that the race of elves 

sprang from the drops of blood Corellon shed in this epic battle. 

Corellon Larethian uses a magical bow; arrows fired from it never miss 

their target and do 2-20 points of damage. "He" also has a +5 magic 

sword made from a star that strikes for 3-30 points of damage, and always 

detects which of the god's opponents are the most dangerous. Any other 

being who picks up this sword will be burned for 10-100 points of damage. 

Corellon's clerics always wear a blue quarter-moon talisman; non-playor 

character elven clerics can attain tho 7th level. Tho elves build no shrines, 

but always use natural geological formations or amphitheaters for places 

of worship. Other elven deities include Rillifane Rallathil (god of nature). 

Labolas Enoroth (god of longevity), and Hanali Colanil (goddoss of 

romantic love). 
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NONHUM A AS' DEITIES 

ELVES, Aquatic 

NONHUMANS' DEITIES 

DEEP SASHELAS 

Lesser god 

ARMOR CLASS: -3 

MOVE: I2"//24" * 

HIT POINTS: 300 

NO. OF ATTACKS: 1 

DAMAGE/ATTACK: 3-30 

SPECIAL ATTACKS: Double damage 

under wafer 

SPECIAL DEFENSES: 100% magic 

resistance under water 

MAGIC RESISTANCE: Standard (out 

of wator) 

SIZE: M (T) 

ALIGNMENT: Chaotic good 

WORSHIPER’S ALIGN: Chaotic good 

(aquatic elves,) and sailors 

SYMBOL DoJpttn 

PLANE: Olympus 

CLERIC/DRUID: 19th lovol cleric 

FIGHTER 15th level fighter 

MAGIC-USER/ILLUSIONIST: 12th lovol 

In onch 

THIEF/ASSASSIN: Nil 

MONK/BARD: 10th level bard 

PSIONIC ABILITY: III 

S:26(+7, +-14) 1:20 W: 18 D:21 C:21 CH:23 

Snsholas is the "Knowlodgooblo One”, the being who always knows 

whore food or tho enemy con bo found. Ho Is mastor of tho dolphins and 

20 of tholr strongost always follow him in tho son. Modal sailors sncrifico to 

tho god for their safety and aquatic elven clerics take these offerings and 

trndo with other mortals for tho gain of tho ontiro roco. Clorlcs of Snsholas 

lime their religious ceremonies to coincide with especially high or low 

lidos. Tho son olvos, like tholr frionds tho dolphins, aro mortal onomios of 

sharks. Clerics will ofton conduct ritual shark hunts. Thoy. liko tholr cousins, 

con advance to the 7th lovol of clorical ability. 

ELVES, Draw 

LOLTH (domon quoon of spidots,) 

Lessor goddoss 

ARMOR CLASS: -10 (*?) 

MOVE: 1” -9” (15") 

HIT POINTS: 6G 

NO. OF ATTACKS: 1 ond 1 (1) 

DAMAGE/ATTACK: 4-16 and wobs 

(by weapon typo.) 

SPECIAL ATTACKS: Poison 

SPECIAL DEFENSES: Soo bo low 

MAGIC RESISTANCE: 70% 

SIZE: L (M) 

ALIGNMENT: Chaotic evil 

WORSHIPER’S ALIGN: Chaotic ovil 

(Draw) 

SYMBOL: Spider 

PLANE: Abyss 

CLERIC/DRUID: Soo bolow 

FIGHTER: As 16» FD monstor 

MAGIC-USER/ILLUSIONIST: See 

below 

THIEF/ASSASSIN: N1 

MONK/BARD: Nil 

PSIONIC ABILITY: Soo bolow 

S:2I( ♦ 4. *9) 1:21 W: 16 D:21 C:21 CH:3(23j 

Tho dark olvos worship domon lords from the Abyss. The best known 

example is tho worship of the Demon Queen Lolth. Draw sacrifice both 

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

DUNGEON MODULES D3. THE VAULT OF THE DROW, and Ql. QUEEN OF 

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

high as tho 14th lovol of clorical ability. 

Tho domonoss Lolth is a vory poworful ond footed domon Lord. Sho usually 

takos tho form of a giant black widow spidor when sho is on tho Primo 

Material Plano, and somotimos assumes this form on hot own piano ns 

well, but sho also enjoys appearing ns an oxquisitoly bonutiful female 

dark oil (tho statistics for this form aro glvon in paronthosls). Little is known 

nbout hor aims, and only tho tact that tho Drow worship of Lolth enusos hor 

to assumo form on tho earth pormits compilation of any substantial in¬ 

formation whntsoovor. 

Lolth enjoys tho company of spidors of all sorts — giant spocios whilo in 

her arachnid shnpo, those of normal, large and oven huge species while in 

Iter humanoid form. She is able to converse with all kinds of spidors. and 

thoy undorstnnd and oboy hor unquostioningly. 

Although tho Quoon of Spidors has but 66 hit points, hor high armor class 

provonts most damage, and sho is ablo to heal herself at will, up to 

thrico/day. As Lolth onjoys roving about In one form or another, sho will 

soldom bo encountorod In hor lair no mattor what tho piano, unloss 

worshipers have invoked her to some special shrine or temple. 

In tho form of a giant spidor, Lolth is ablo to cost wob strands 30 long from 

her nbdomonnl spinnerets which aro equal to a wob spoil with tho addi¬ 

tion of 1 -4 points of damago por round accruing to wobbod victims duo to 

a poisonous excretion upon the strands; and during the same melee round 

sho is ablo to dolivor a vicious biting attack for 4-16 hit points of damago 

plus death if Uio victim fails to mako his, hor, or its saving throw vs. poison 

at 4. In hor humanoid form, Lolth will uso woapons common to Drow. 

As a giant spider, the demoness can use any one of tho following powers, 

ono por moloo round, at will: comprehend languages, confusion (creature 

looked at only), darkness (10' radius), dispel magic; once per day gate in a 

typo I (45%). typo II (35%), or typo III (20%) domon (with 66% chance of 

succoss), summon 9-16 largo (20%). 7-12 hugo (30%), 2-8 giant (40%) or 1- 

4 phono (10%) spidors, toloport with no orror, tonguo3, truo soolng; twlco 

por day uso phaso door, road magic, and shape change. In hor hurnanold 

shapo, Lolth is a 16th lovol cloric/14th lovol tnaglc-usor with cornrfion- 

surato abilities. Howovor, in spidor form sho is unablo to wear armor of 

any sort, and her psionic powers are lost (see below). 

Lolth is not affected by weapons which aro not magical, silver does her no 

harm (unless magicked to at least + 1). and cold, electrical and gas attack 

forms cause only one-half damage. Acid, magic missiles (If hor magic re¬ 

sistance fails her. of course), and poison affect the demoness normally. 

Lolth is especially suscoptible to holy water, taking 6 points of damago 

from a splash and 6-21 points (3d6 + 3) Iron* a direct hit. 

The visual range of the demoness extends into the infrared and ultraviolet 

spectrums to a normal distance of 120*. Lolth has limited telepathic com¬ 

munication ability as do demons in general. 

Lolth's psionic disciplines aro tho minor devotions of body equilibrium, 

clairvoyance, domination, and the major sciences of dimension walking, 

mind bar, molecular rearrangement, and probability travel. Those 

disciplines (as well as her magical powers) are performed at 16th level ol 

ability (experience). 
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NONHUMANS' DEITIES 

ELVES, Wood 

NONHUMANS' DEITIES 

RILLIFANE RALLATHIL "The Leafhrd" 

Lesser god 

GIANTS, Hill 

GROLANTOR 

Lesser god 

ARMOR CLASS: -2 

MOVE: 12" 

HIT POINTS: 317 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: See be/ow 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: *2 or belief 

weapon to hit 

MAGIC RESISTANCE: 75% 

SIZE: Soo bo/ow 

ALIGNMENT: Chaotic good 

WORSHIPER'S ALIGN: Chaotic good 

(wood elves) 

SYMBOL: Oalc 

PLANE: Olympus 

CLERIC/DRUID: 14th level in each 

FIGHTER: 15th level ranger 

MAGIC-USER/ILLUSIONIST: 12th level 

in each 

THIEF/ASSASSIN: Nil —A 

MONK/BARD: 10th level in each 

PSIONIC ABILITY / 

S: !9(*3, *73 1:23 W: 19 D: 25 C:2! CH.24 

Rillifono is olten likened by his clerics lo a giant ethereal oak tree so huge 

that its roots mingle with the roots of every other plant in the world. On a 

moro rnundano lovol. Rillifono con appoar on Iho Prime Matorial Plano as 

n groon-skinnod elf clod In bark armor and carrying a magic bow. Arrows 

shot from this bow by Rillifono always slay tholr targot If thoy hit (no 

saving throw). 

Rllllfano Is primarily concerned that all croaturos have the opportunity to 

act out thoir rolos in noturo without abusing thorn. Rillifono’s dories oro 

deadly enemies of those who hunt for sport and those who harm trees 

maliciously or unnocossarlly. 

While the majority of the wood elves worship Rillifane, many of those 

moro noutral in alignment profor to honor Skorrit tho Forostor (soo 

CENTAURS, Skorrit). There is no friction between the two cults. Non-player 

character dories of both can work up to tho 7th lovol. 

ETTINS 

soo. GIANTS. Hill 

GIANTS, Fire 

Tho deity of tho fire giants is Surtur (q.v.). Fire giants can rise up to the 7th 

level as shamans. As a talisman, fire giant shamans often carry a severed 

head (usually human) that has boon cured and efippod in molton stool. 

GIANTS, Frost 

ARMOR CLASS: 0 

MOVE: 2!" 

HIT POINTS: 259 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 4-40 (+14) 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES *2 or bettor 

weapon to hit 

MAGIC RESISTANCE: 45% 

SIZE: L (25' tall) 

ALIGNMENT: Chaotic evil 

WORSHIPERS ALIGN: Chaotic evil 

(hill giants) 

SYMBOL: Woodon club 

PLANE: Tarter us 

CLERIC/DRUID: 10th level dene 

FIGHTER: As 76* HD monster 

MAGIC-USER/ILLUSIONIST: Nil 

THIEF/ASSASSIN: Nil 

MONK/BARD: Nil 

PSIONIC ABILITY: VI 

S:25( *7. ♦ 14) 1: 14 W: JO D: 19 C:20 CH: 16 

Grolantor appears to be a hugo and powerful hill giant. Ho wields a huge 

club namod Dwarfcrushor that hits for 4-40 points of damago, and ho 

usually wears several belts of woven dwarfbeards. 

Grolnntor's creed is persecution of all inferior races (i.e. all those smaller 

than hill giants). Hill giant shamans will rofuso to admit that other giants 

aro actually largor than thoy. proforring to think of thorn as oqunls. Hill 

giant shamans range up to the 7th level of clerical ability. 

Ettins also worship Grolantor, though in a slightly different (two-headed) 

aspect. However, this does not necessarily mako thorn friendly toward hill 

giants. Dospito (or porhaps bocauso of) thoir two hoads, otlins oro loss 

wiso than giants, and cannot become groator than 3rd lovol shamans. 

GIANTS, Stone 

SKORAEUS STONEBONES •‘King of tho Rock" 

Lesser gob 

ARMOR CLASS: 0 

MOVE: J5” 

HfT POINTS: 380 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 6-60 

SPECIAL ATTACKS: Earthquake 

SPECIAL DEFENSES: Regeneration. 

* 2 or better weapon to hit 

MAGIC RESISTANCE: 50% 

SIZE: L (30' tall) 

ALIGNMENT: Neutral 

WORSHIPERS ALIGN: Neutral (stone 

giants) 

SYMBOL: Stalactite 

PLANE: Prime Material Plane 

CLERIC/DRUID: /5th lovol done 

FIGHTER: As 16* 1-0 monster 

MAGIC-USER/ILLUSIONIST: 12th level 

magic-user 

THIEF/ASSASSIN: Nil 

MONK/BARD: Nil 

PSIONIC ABILITY: VI 

5:25 (+7. *14) I: J9 W: 20 D: 19 C: 25 CH: 17 

Thrym |q.v.) is the patron of the frost giants, whose shamans, like those of 

other giants, can attain the 7th level. Frost giant shamans often placate 

Thrym by freezing their still-living sacrifices in now ice. 

Skoraeus is the Living Rock, a huge granite humanoid who lies at the heart 

of the world. He knows everything that happens in areas touching rock by 

listening to the vibrations that are carried to him. 
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Stonebones will never venture above ground, and he cannot even be 

gated there. While touching raw stone, he regenerates 5 hit points per 

round. He can strike with his fists for 6-60 points of damage each. Skoraeus 

can cast one earthquake spell per round, at the 30th level of ability. He can 

also instantly summon 2-20 stone giants to his aid. 

Stone giant shamans cultivate an attitude of indifference and aloofness. It 

is their belief that the doings of lesser mortals should have little influence 

upon the affairs of stone giants. They regard both law and chaos with 

suspicion, and are inclined to repulse the overtures of either. Stone giant 

shamans can attain the 7th level of clorical ability. 

GNOLLS 

Gnoils worship tho Demon Prince Yoonoghu (soo MONSTER MANUAL, 

DEMON. Yoonoghu). Gnoll shamans compel worship of Yoonoghu through 

fear of tho god's wrath should ho bo slighted. Yoenoghu's symbol is his 

triplo flail, and all of his shamans wiold similar (though non-magical) 

weapons. Gnoll shnmnns con advance up to the 5th lovol of clerical 

ability. 

GNOMES 

GARL GLITTERGOLD 

Greater god 

ARMOR CLASS: -2 

MOVE: 12- 

HIT POINTS: 350 

NO OF ATTACKS: 3/2 

DAMAGE/ATTACK: 3-30 ( ♦ 8; 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: *3 or boltor 

weapon to hit 

MAGIC RESISTANCE: 25% 

SIZE: S (4' tall) 

ALIGNMENT: Lawful good 

WORSHIPER'S ALIGN: Lawful good 

(gnomes,) 
SYMBOL: Gold nugget / 

PLANE: Twin Paradises 

CLERIC/DRUID: 15th lovol cleric 

FIGHTER: 10th lovol fighter 

MAGIC-USER/ILLUSIONIST: 16th level 

Illusionist 

THIEF/ASSASSIN: 20th level thief 

MONK/BARD: 8th lovel bard 

PSIONIC ABILITY: NJ 

S:20( +3. *8) 1:23 W: 22 D: 24 C: 22 CH: 24 

Garl appears as a handsome golden-skinned gnome with ever-changing 

gemstones for eyes. His mischievous exploits form the basis of an entire 

cycle of stories which are told and retold around tho gnomish hoarths in 

the hills. 

However, there is another side to Garl than that of the witty adventurer 

who collapsed tho Kobold King's cavern. When his poople aro throatonod, 

Garl is a grim and determined war leader who out-thinks as well as out¬ 

fights his opponents. He wields Arumdina, an intelligent +5 mithral-steel 

battle axe that cuts stone as easily as it does enemies. Arumdina strikes for 

3-30 points of damage and can heal Garl completely once per day. 

Tho gnomes have five or six other deities besides Gad Glittergold. but he is 

their leader, and none are as popular as he. Gad's clerics require gold (or 

other precious metals, if no gold is available) for sacrifices to the deity. 

Gnome non-player character clerics can advance to the 7th level. 
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GOBLINS 

MAGLUBIYET 

Greater god 

ARMOR CLASS: -2 

MOVE: 12" 

HIT POINTS: 350 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 2-20 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES: +3 or better 

weapon to hit 

MAGIC RESISTANCE: 50% 

SIZE: L (IT *1) 

ALIGNMENT: Lawful evil 

WORSHIPER'S ALIGN: Lawful evil 

(goblins and hobgoblins) 

SYMBOL: Bloody axo 

PLANE: Nine Hells 

CLERIC/DRUID: !0th level cleric 

FIGHTER: As 16» HO monster 

MAGIC-USER/ILLUSIONIST:6thlevel 

Illusionist 

THIEF/ASSASSIN: 10th lovol assassin 

MONK/BARD: Ni 

PSIONIC ABILITY: VI 

S:20( ♦ 3. +8; 1:19 W: 17 D: 20 C:22 CH:-2 

Both goblins and hobgoblins worship Maglubiyot, tho Mighty Ono. Lord of 

tho Depths and Darkness. Maglubiyot appears as a huge black goblln-typo 

with rod flames for eyes, sharp fangs and clawod honds. Maglubiyot is n 

war god and a great general. He commands mighty armlos of goblin spirits 

in Hell, whore they eternally war against Gruumsh's orcish spirit army, 

(Goblin and hobgoblin shamans claim that Maglubiyot nlways wins those 

battles, but thoro is no pormanont doath in Holl. so tho doslroyod orcish 

spirits nlways ro-form.) 

Goblins and hobgoblins both hove other evil deities ns well, but Mag- 

lubiyet rules thorn all with an Iron hand. The Mighty Ono requires sacri¬ 

fices of croatuios with souls, and these coromonlos usually lako placo on 

nights of a now moon. It is possiblo for goblin and hobgoblin shamans to 

rise ns high ns 7th level clerics. 

HALFLINGS 

YONDALLA 

Grontor goddess 

ARMOR CLASS: 2 

MOVE: 12- 

HIT POINTS: 350 

NO. OF ATTACKS: 3/2 

DAMAGE/ATTACK: By weapon typo 

SPECIAL ATTACKS: Withering 

SPECIAL DEFENSES: *3 or better 

weapon to hit 

MAGIC RESISTANCE: 75% 

SIZE: M (4A' tall) 

ALIGNMENT: Lawful good 

WORSHIPER’S ALIGN: Lawful good 

(ha 11 lings) 

SYMBOL Shield 

PLANE: Seven Heavens 

CLERIC/DRUID: 12th level in each 

FIGHTER: 10th level fighter 

MAGIC-USER/ILLUSIONIST: 25th level 

illusionist 

THIEF/ASSASSIN: 15th lovel thief 

MONK/BARD: Nil 

PSIONIC ABILITY: Ni 

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

Yondalla has two aspects: tho Provider and tho Protector. As tho Provider, 

she is a goddoss of fertility and growing things, of birth and youth. Sho can 

make barren things fertile and increase the growing rate of plants and 
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animals to any speed she chooses. What she can give, she can also take 

away: with a wave of her hand she can affect creatures as if three charges 

had been expended from a staff of withering, i.e. inflict 2-5 hit points 

damage, age them 10 years, and wither and shrivel a limb or member so 

that it becomes useless. She can do this once per round, and there is no 

saving throw vs. this ability. 

As the Protector, Yondalla wards off evil influences and intrusions (thus 

her shield symbol), and gives halflings the strength and determination to 

defend themselves. In this aspect. Yondalla most often uses her illusionist 

powers to protect her worshipers. 

Halflings set aside one day per week for worship of Yondalla (called 

"safoday"), a day which is most spent in rest and play. Non-player 

character halfling clerics may rise to the 5th level of ability. 

HOBGOBLINS 

Soo GOBLINS 

IXITXACHITL 

Thoso creatures worship Domogorgon, a Domon Lord from the Abyss (soo 

MONSTER MANUAL, DEMON. Domogorgon). They have boon known to 

progress os high os tho 8th lovol in clerical ability. 

Kurtulmak can smell gnomes up to a mile away, the scent of which drives 

him into a killing frenzy. He exudes a fear aura, and all enemies who 

come within 10" of him must save vs. spells or floe in panic (gnomes save 

at -4). Ho wields a *4 spear that strikes for 2-24 points of damage. Ho can 

also attack with his tail, which stings for 1-6 points plus poison (save or 

m 
Kobold shamans always wear orange robes with a white death’s-head 

sigil on tho chost. Thoy can riso up to tho 5th lovol of clorical ability. 

KUO-TOA 

BLIBDOOLPOOLP "Sea Mother 

Lessor goddess 

ARMOR CLASS: -1 

MOVE: 12*7/48" 

HIT POINTS: 3/0 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 4-24/4-24 

SPECIAL ATTACKS: Insanity 

SPECIAL DEFENSES: *2 or better 

wonpon to hit 

MAGIC RESISTANCE: 55% 

SIZE: L (20'tall) 

ALIGNMENT: Noutml ovtl (chaotic 

tendencies) 

WORSHIPER S ALIGN: Noutral ovi! 

(Kuo-Too) 

SYMBOL: Lobstor hood or black 

poor! 

PLANE: Elomontal Plano of Walor 

CLERIC/DRUID: !5<h lovol cloric 

FIGHTER: 15lh lovol fighter 

MAdC-USER/ILLUSIONIST: 20lh lovol 

magic-user 

THIEF/ASSASSIN: 15th lovel ossossin 

MONK/BARD: Ni 

PSIONIC ABILITY: III 

S: 2 1 ( ♦ 4, *9) 1:20 W: 10 D:21 C: 23 CH: 11 

BlibdoolpooTp oppoars as a large nude human femole with a lobster's 

hood ond clawod foroorms. In gonorol. sho halos all humans, doml- 

humans and humanoids for driving tho Kuo-Toa into the underworld. Wor- 

shipors rogularly sacrifico lobsters to her. If a favor is dosirod, sho must bo 

given great quantities of gems, preferably pearls. There is a 1 % chance per 

ovory 1,000 gp worth of goms sacrificed that tho Soa Mother will look upon 

hor worshipor’s roquost with favor. (If poarls ato contributed, this chanco is 

1 % por 500 gp valuo.) 

Each of Blibdoolpoolp's claws can snap for 4-24 points of damage. Any 

croaturo hit by both claws will bo drawn to tho Soa Molhor*s faco to poor 

into her eyes. At close range, her gaze causes insanity in creatures who 

fail to save vs. spells at -4. In addition, tho Soa Mothor can summon up to 

3-30 giant lobsters (treat as giant crayfish) and 1-10 16 HD water ele- 

mentals to her aid per day. 

On the most important ceremonial occasions, the clerics of Blibdoolpoolp 

sacrifico captured humans to hor by drowning. Kuo-Toan dories can attain 

12th level maximum. For more information about the worship of the Sea 

Mother, see ADVANCED D&D DUNGEON MODULE D2. SHRINE OF THE KUO- 

TOA. 

KOBOLDS 

KURTULMAK 

Lessor god 

Kurtulmak appoars as a giant kobold (5‘/i' tall) with scales of stoel and a 

tail with a poisonous stingor. Ho halos all lifo but kobolds. and is said to 

have taught tho first kobolds tho important arts of mining, ambushing and 

looting. 

ARMOR CLASS: 0 

MOVE: 12“ 

HIT POINTS: 219 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 2-24/1-6 

SPECIAL ATTACKS: Poison 

SPECIAL DEFENSES Foar aura, ♦2 or 

bottor woopon to hit 

MAGIC RESISTANCE: 55% 

SIZE: M (S'A* tall) 

ALIGNMENT: Lawful ovil 

WORSHIPER’S ALIGN: Lawful ovil 

(kobolds) 

SYMBOL: Skull (gnomish) 

PLANE: Nine Heils 

CLERIC/DRUID: lOth lovel cloric 

FIGHTER: As 16* HD monster 

MAGIC-USER/ILLUSIONIST: Mi) 

THIEF/ASSASSIN: 12th level ossossin 

MONK/BARD: Ni 

PSIONIC ABILITY: VI 

5: 22 ( + 4, «• 10) I: 19 W: 9 D: 19 
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LIZARD MEN 

SEMUANYA 

Lessor god 

living water, able to take any shape it pleases. Usually Eadro takes the 

shape o( a locathah or merman, though in battle the god often becomes 

an amorphous blob that can lash out with 8 water-whips, each inflicting 1- 

10 points of damage. Eadro can summon 2-8 16 HD water elemental at 

wilt. 

Somuanya Is Iho unomotional and amoral reptilian idoal. Noithor good 

nor ovil, neither chaotic nor lawful. Somuanya moroly exists and exist- 

onco is its purposo. Live long, roproduco, onsuro tho safety of yoursolf and 

tho race; this Is the ontiro creed of Somuanya. Nothing olso is of real 

importance, unless it boars directly on survival and propagation. 

ARMOR CLASS; -A 

MOVE: I2m/I24" 

HIT POINTS: 211 

NO. OF ATTACKS: 1 

DAMAGE/ATTACK: 2-20 (♦11; 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: Regeneration. 

♦ 2 or bolter weapon to hit 

MAGIC RESISTANCE: 78% 

SIZE: L (12' tall) 

ALIGNMENT: Noutral 

WORSHIPER'S ALIGN: Neutral 

SYMBOL: Egg 

PLANE: Concordant Opposition 

CLERIC/DRUID: 13th level in each 

FIGHTER: As 16* HD monster 

MAGIC-USER/ILLUSIONIST: 15th lovol 

magic-usor 

THIEF/ASSASSIN: Nil 

MONK/BARD: Nil 

PSION 1C ABILITY: (I 

S:23< ♦ 5. ♦ 11J 1:20 W: 19 D:20 C: 22 CH:7(25 

toward lizard men) 

The god's worshipers believe that Eadro bathes their gills in the Water of 

Life before dropping them Into the Current of Existence. Between lives on 

the Prime Material Plano. Eadro watchos over thoir spirits in tho ocoan on 

the plane of Concordant Opposition, whore they take the form of tiny fish. 

The god's symbol Is a spiral, which indicates growth through unity. 

Locathah have shamans of up to the 3rd level, while mermen clerics can 

reach the 5th level. Though they worship the same deity, locathah and 

mermen aro not always allies, as they often must compote for tho same 

Somuanya nppoars as a normal lizard man. but It Is strong and quick of 

mind and body. It nover speaks unloss talk is necessary. In battle, it wields 

a largo club linod with razor-sharp sholls that strikos for 2-20 points of 

damago. Somuanya can command all lizards, and can summon 3-18 

minotaur lizards at will. It rogonorotos 5 points por round. 

Liznrd man shamans omulato Somuanya's taciturnity, and usually counsol 

avoidance of humans, humanoids and domi-humans. They are often tho 

loaders of lizard man tribos. Lizard man shamans can attain tho 7th lovol. 

LOCATHAH and MERMEN 

EADRO 

Lossor god 

ARMOR CLASS: 0 or -6 (amorphous 

form) 

MOVE: 12"//24” 

HIT POINTS: 227 

NO. OF ATTACKS: 1 or 8 

DAMAGE/ATTACK: By weapon type 

or 1-10 

SPECIAL ATTACKS: Nl 

SPECIAL DEFENSES: *2 or better 

weapon to hit 

MAGIC RESISTANCE: 72% 

SIZE: M (T tall) 

ALIGNMENT: Neutral 

WORSHIPER'S ALIGN: Neutral 

(locathah & mermen) 

SYMBOL: Spiral design 

PLANE: Concordant Opposition 

CLERIC/DRUID: 20th level cleric 

FIGHTER: 15(h level fighter 

MAGIC-USER/ILLUSIONIST: Nl 

THIEF/ASSASSIN: Nl 

MONK/BARD: Nil 

PSIONIC ABILITY: I 

S:21(*4. *9) 1:22 W: 18 D: 22 C:21 CH: 19 

Both locathah and mermen worship Eadro. who appears as a being of 

OGRES 

VAPRAK 'Tho Doslroyor" 

Domigod 

ARMOR CLASS: 0 

MOVE: 15- 

HIT POINTS: 198 

NO OF ATTACKS: 3 

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

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES: Rogonoration. 

♦ I or better weapon to hit 

MAGIC RESISTANCE: 50% 

SIZE: L (15’ toH; 

ALIGNMENT: Chaotic evil 

WORSHIPERS ALIGN: Chaotic ovil 

(ogres and trolls) 

SYMBOL: Taloned hand 

PLANE: Abyss 

CLERIC/DRUID: 10th level cleric 

FIGHTER: As 16* HD monstor 

MAGIC-USER/ILLUSIONIST: Nil 

THIEF/ASSASSIN: Nil 

MONK/BARD: Nl 

PSIONIC ABILITY: VI 

S:25(*7. ♦ 14) 1:18 W: 12 D: 17 

Ogres and trolls worship Vaprak tho Dostroyor. This doily appears as an ex¬ 

ceedingly horrid mottled brown and green humanoid. Vaprak has groat 

strength, and he prefers to tear his prey apart with his claws rather than 

use weapons. It is said that this vicious being is always hungry, and in 

times of great troubles he walks the Prime Material Plane, robbing, killing 

and eating whatever he finds in his path. Vaprak regenerates 7 hit points 

per melee round. 

Ogres and trolls revere Vaprak for his uncompromising ferocity and ability 

to destroy whatever lies in his path or causes him trouble. Vaprak some¬ 

times (2% chance) rewards his worshipers by granting them berserk rage 

in battle, if they pray for it (*2 to hit and damage, but -2 from armor 

class). Ogres and trolls can be shamans of up to the 3rd level. 

C: 19 CH:-I 

III 
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OIKS 

GRUUMSH 

Greater god 

Sckolah always appears in the form of a giant white shark. Sahuagin loro 

says that Sekolah swims in the deepest parts of the seas of the Nine Hells, 

where he hunts only the largest and fiercest of prey. He can bite for 6-60 

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

roll of 16 or better. 

ARMOR CLASS -) 

MOVE: 12- 

HIT POINTS: 350 

NO. OF ATTACKS: I 

DAMAGE/ATTACK: 3-30 (+10) 

SPECIAL ATTACKS Paralysis 

SPECIAL DEFENSES: *3 or bettor 

woapon to hit 

MAGIC RESISTANCE: 75% 

SIZE: L (10‘ loll) 

ALIGNMENT: Lawful ovil 

WORSHIPER’S ALIGN: Lawful evil 

(oros) 

SYMBOL: Unwinking eye 

PLANE Nino Ho//s 

CLERIC/DRUID: 15th level cleric 

using only destructive spells 

FIGHTER: As 16* HD monster 

MAGIC-USER/ILLUSIONIST: 6lh lovol 

magic-user 

THIEF/ASSASSIN: 8th level assassin 

MONK/BARD: Nil 

PSIONIC ABILITY: V 

S:22( ♦4. ♦ 10) 1:19 W: 18 D: 23 C:24 CH: 8 (25 to ores) 

The ores have many gods, but their leader is Gruumsh. His name isjnever 

spoken by non-shaman ores, who refer to him as He-Who-Watches or He- 

Who-Never-Sleeps. Gruumsh’s symbol is a great unwinking eye. which 

represents the belief that Gruumsh watches each and every ore and judges 

him fit or unfit. Gruumsh himself has but one large eye in the center of his 

forehead. He appears as a huge orcish humanoid wearing gleaming black 

plate mail, holding a flaming torch in one hand and a great iron spear in 

the other. This spear is a -*5 weapon that strikes for 3-30 points of damage 

pluspara/ysis (save at-4). 

The ores say that Gruumsh commands a mighty army of spirit-ores in Hell, 

and these war continuously with a similar army of spirit-goblins controlled 

by Maglubiyet. The ores always defeat the goblins, but the goblin spirits al¬ 

ways re-form to start the battle again. 

Whon the tides are right, tho sahuagin sacrifice their weak, cripplod and 

aged to Sekolah by feeding them to the 1-3 holy sharks which always ac¬ 

company sahuagin clerics. Sahuagin clerics can advanco up to tho 5th 

level of ability. 

SATYRS 

Soo CENTAURS. 

TROGLODYTES 

LAOGZED 

Demigod 

ARMOR CLASS: 0 

MOVE: 15" 

HfT POINTS. 187 

NO. OF ATTACKS: 1 

DAMAGE/ATTACK: 6-60 

SPECIAL ATTACKS: Stinking cloud 

SPECIAL DEFENSES: Poison 

MAGIC RESISTANCE: 29% 

SIZE: L (10’ tall) 

ALIGNMENT: Chaotic evil 

WORSHIPER S ALIGN: Chaotic evil 

(troglodytes) 

SYMBOL (mage of the god 

PLANE: Abyss 

CLERIC/DRUID: 15th level cleric 

using only harmful spells 

FIGHTER: As 16* HD monster 

MAGIC-USER/ILLUSIONIST: Nil 

THIEF/ASSASSIN: Ni 

MONK/BARD: Ni 

PSIONIC ABILITY: Nil 

S:2I (*4. +9) I: 18 W: 17 D: 19 C: 19 CH:-2 

To become a shaman of Gruumsh. an ore must pluck out his own left eye. 

The proper worship of Gruumsh requires blood in large quantities, pre¬ 

ferably blood from a human or domi-human race (elves are best of all). 

Orcish shamans range up to the 5th level of ability. 

SAHUAGIN 

SEKOLAH 

Lesser god 

ARMOR CLASS: 0 

MOVE: 36- 

HIT POINTS: 329 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 6-60 

SPECIAL ATTACKS: Swallow whole 

SPECIAL DEFENSES: * 2 or better 

woapon to hit 

MAGIC RESISTANCE: 47% 

SIZE: L (35' long) 

ALIGNMENT: Lawful evil 

WORSHIPER’S ALIGN: Lawful ovil 

(sahuagin] 
SYMBOL: Shark 

PLANE: Nine Hells 

CLERIC/DRUID: 15th level deric 

FIGHTER: As 16* HD monster 

MAGIC-USER/ILLUSIONIST: Nil 

THIEF/ASSASSIN: Nil 

MONK/BARD: Nil 

PSIONIC ABILITY 1 

S:25 1:18 W 18 D: 19 C: 25 CH 16 

Troglodytes worship tho disgusting Laogzod, a vilo being whoso appoar- 

ance suggests both toad and lizard. Laogzed’s oozing skin is covered with 

loose patches of dead flesh. The liquid on his skin is an acidic poison; any 

creature touching it takes 3-18 points of damage and must save vs. poison 

at —4. Weapons or other objects touching it must save vs. acid or be 

destroyed. Laogzed can exhale a stinking doud at will. His huge mouth is 

lined with many rows of noodle-sharp teeth; ho bites for 6-60 points of 

damage. 

The most important rites in the worship of Laogzed are always hold far 

bolow ground at Midwintor. At this time, trog’odytos gathor togothor for 

tho ritual of the Shedding of Skins, whore tho trogs (who grow throughout 

their lives) remove their old. dull skins, and then sacrifice these husks to 

Laogzod. Troglodyto shamans can work up to tho 3rd lovol of clorlcnl 



NDRSE \WWUW\I 
The Norso pooplo created a race of gods that woro as grim and savage as 

the people themselves. Their legends were of mighty battles against foes 

that were sometimes more powerful than themselves. We have grouped 

most of the gods, their enemies, and their helpers here for your use. 

The vast majority of gods that wo list are the Aesir. who come from Odin. 

Vili, and Vo’s line. These beings all dwell above the Prime Material Plano 

and visit it often for their own needs. A second group of gods called the 

Vanir are beings of the air. They are to bo allies of the Aesir in the final 

battle of Ragnarok, but are quite separate from the Aesir in that they don’t 

• deal with the livos of men, and they derive their spiritual powers from 

elsewhere. 

- Ragnarok is to be the last epic battle where the forces of good (repre¬ 

sented by Odin and his kind) are to fight the forces of evil (represented by 

Loki and the giants of Jotunheim). In this baltlo. evil will triumph: they will 

destroy all the mightiest of the gods, and they themselves will be 

destroyed to the last evil creature, leaving only a few of the gentlest of 

good beings to foster an even mightier race of Norse gods. 

Bocauso of thoir vory warlike naturo, the majority of thoso gods and god- 

dossos cannot euro beings with clerical cure spoils. Only those notod in tho 

text can do so. The clerical leader of a group will always sacriftce an 

enemy (if available) or a steer (If not) before any given voyage of con¬ 

quest or spocial baltlo of importance. In any human sacrifice, tho victim is 

simultaneously hanged and thrust through tho hoart with a spoar. and tho 

remains are burned on a pyre of oak. 

* 

Norso tomplos are always rectangular halls with the main supports being 

carved oaken images of humans. These areas (where the images of the 

gods are stored) are not worship halls, but places where the gods’ forms 

woro carved and protected from tho elements. For worship, thoso images 

aro taken out every lunar month, and given sacrifices in the form of gold 

and silver articles (which hod to bo both useful and pleasing to the eye). 

Almost the only way to offend the gods is to have dealings with giantkind 

in any way or show sorno act of cowardico in baltlo. Many acts that would 

bo called blasphemous in othor religions (such as swearing and breaking 

on oath to a god. taking o god’s name in vain, or dofacing an imago of 

god) can all be forgiven by success in the next battle. 

LOCATION 

Most of tho Aosir livo in an aroa of tho plane of Gladshoim known as 

Asgard, which is connected to tho Primo Material Plano by Bifrosl. the 

Rainbow Bridge. (Bifrost is kept well hidden, and few mortals have ever 

pierced tho veil of illusion which hides it.) Asgard includes Odin’s court of 

Valhalla, tho various holds of tho gods, and largo expanses of wilderness 

and sea. It is adjacent to tho blighted land of Jotunheim. tho giants' homo, 

an anomalous blot of evil upon the plane ofGladsheim. » 

DWARVES 

Tho Dwarvos woro thought of as Troll-like boings in Norso mythology, and 

are callod such in legends. Dwarvos will be found living underground in 

thoir traditional caves trying to stay far away from all othor forms of intelli¬ 

gent life. They aid tho gods for the power that such aid can bring them in 

the form of returned favors. There are two principal races of dwarves: 

Modsogner and Durin. The Modsogner are able to produce magic items of 

a non-violont naturo and rival all boings in this art. Tho Durin can creato 

magical weapons of tremendous power and often do so for giants and 

gods alike. 

EINHERIAR 

These are all the honored heroes that have been brought from the Prime 

Material Plane to Asgard upon their death. They are always of the 4th 

leyel and abovo, and there are hundreds of 8th and higher level fighters! 

They fight constantly on a practice field that raises them from the dead at 

the end of the day. There is no telling the exact number of this group, but 

the Valkyries have boon picking tho best warriors for thousands of years. 

They will be the army led by the Norse gods to Ragnarok. 

GIANTS AND JOTUNHEIM 

While tho Monstor Manual doals with giants in a vory comprohonsivo 

manner, just as there are many unusual pooplo. there aro many vory un¬ 

usual giants. Norse giants are magically gifted races, and the most power¬ 

ful have clerical cr illusionist powers, as well as magical weapons. 

All of these giants are found in Jotunheim. which is directly attached to the 

pianos of Gladshoim. Tho giants of this land aro crafty and ruthloss whon it 

comes to war. but weak-willed and naive when it comes to everyday deal¬ 

ings with giants of othor types, gods, and mon. Thoy aro known to some¬ 

times invite the gods to fun and games and will sometimes trade with 

them. 

Many of the giants on the Prime Matorial Plano ore descended from or 

havo contact with thoso of Jotunheim. This is particularly truo in tiro caso of 

the frost and fire giants, who regard Thrym and Surtur as thoir leaders and 

deities. 

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

Greater god 

ARMOR CLASS: -6 

MOVE: 15" 

HIT PONTS: 400 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: By woapon typo 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: *3 or bettor 

weapon to hit; a/so see below 

MAGIC RESISTANCE: 85% 

SIZE: M (612) 

ALIGNMENT: Neutral good 

WORSHIPER’S ALIGN: Good and 

neutral beings 

SYMBOL Watching blue eye 

PLANE: Gladshoim (Valhalla) 

CLERIC/DRUID: 308i level done 

(Special)/14th level dmid 

FIGHTER: /8th level ranger 

MAGIC-USER/ILLUSIONIST: 30th lovol 

magic-user 

THIEF/ASSASSIN: Nil 

MONK/BARD: 15th level bard 

PSIONIC ABILITY: / 

S:25(-*-7, ♦ 14) 1:25 W: 25 D:25 

While Odin is supromo among the gods, ho has limitations that aro dic¬ 

tated by those that worship him. He cannot raise the dead, and healing 

anyone forces him to sleep for 1-10 days. On tho othor hand, ho has groat 

power in the form of personal attributes. His telepathy has a range of 300 

miles, lie shape changes at will, and lie inspires berserker rages in all 

beings he chooses within 30 yards of his person. Allies within 20 yards of 

him gain 4 levels of fighting ability for a number of turns equal to the 

original number of levels each of the individual beings had. If Odin be¬ 

comes angry, he can paralyze any non-divine creature he transfixes with 

his gaze (one being per round, save vs. paralysis at—4 applicable). 

C:25 CH:25 
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Odin’s spoar Is callod Gungnlr; il Is a «-5 woapon, and In battlo it points at 

tho strongest member of any onemy force (for Odin's porsonal attention). 

Furthermore, all adversaries within 20 yards when Odin holds it aloft are 

stricken with fear (as the fear symbol). Those who Odin allows to touch 

Gungnir (usually in battle) will bo blessed with a double effect prayer for 

the duration of the battle (but this takes one hit point away from the god 

per touch). All enemies that dare touch Gungnir fare much worse: 

touchers of n different alignment from Odin will be polymorphed into nor¬ 

mal ants (no save); beings of tho same alignment will suffer loss of 50% of 

tholr original hit points. (NOTE: This works only whon Odin Is not fighting 

with this weapon.) 

Odin’s Bow is a *3 composite rocurvod bow and it can fire a total of 10 

♦ 3 arrows per melee round! 

Odin's Rune Wand is golden and etched with Noise Runes of Power on its 

surface. It is an artifact and as such cannot bo detected by magical de¬ 

tection spells of any type. Every time this wand is used, the particular Rune 

that represents the power called upon will shine. The wand’s powers ore: 

1. ) as a rod of ru/orship 

2. ) summons 1 -4 elementols of the All Father’s choice once per week 

3. ) stores 12 spells of Odin's choice 

4. ) drains 6 energy levels and 100 hit points everytime it is grabbed by 

any other being In the universe 

5. ) causes Instantaneous death to any mortal touching it 

Odin woars a +5 corsolot of mail and a +5 holm in battlo. 

Hugin and Munin (Odin's ravens) "Thought & Memory" 

FREQUENCY: Unique 

NO. APPEARING: 2 

ARMOR CLASS: 2 

MOVE: l"/48" 

HIT DICE/POINTS: 30hpoach 

% IN LAIR: Nil 

TREASURE TYPE: NH 

NO OF ATTACKS: I 

DAMAGE/ATTACK: 1-8 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES: Immune fo magi- 

cal control 

MAGIC RESISTANCE: 75% 

INTELLIGENCE; Very 

ALIGNMENT: Neutral 

SIZE: S (3) 

PSIONIC ABILITY: Nil 

Attack/Defense Modes: Nil 

LEVEL/X.P. VALUE: V//8J5 

Thoso rnvons nro used for aerial reconnaissance and aro nblo to carry 

verbal messages from Odin to those lie wishes to communicate with. They 

aro immune to magical control of any typo and havo tho ability to toloport 

from plane to plane. They attack as 7 hit dice monsters, doing 1 -8 points of 

damago with shrewd strikos from tholr beaks. 

His ring Draupnir is on itom of groat powor. It producos a non-magical twin 

to Itsolf worth 30,000 gold piocos ovory night, if Odin dosiros. Odin ofton 

givos thoso away to his faithful sorvants, tho Elnhoriar. or thoso that plonso 

him greatly. 

They are Odin’s spies, and he is able to see and hear through them. When 

tho othor gods aro away from homo, thoso creatures may be used to warn 

thorn of impending attacks, which Odin mqy bocomo awaro of by using his 

’all-seeing throne". 

Odin has a pair of ravens, a pair of wolvos, and a magical horso that will 

be dealt with Inter in this section. 

y 
His halls and lodgings aro numerous. Among thorn aro Valhalla (Odin’s 

council hall and tho hall of many of tho other gods). Gladsholf, and his 

pnlaco Valnsklalf, whoro Hlidsklalf, his magical ’’all-soolng throno” is 

located (treat as unlimited duration crystal ball with c/alraudlonco). 

Ho occasionally walks among mon in tho guiso of an old man riding a 

mangy horoo. Thlo In to find out how Ills cult In doing on onrth. 

His curing power is rarely used, and never on non-gods. It forces him to go 

into a temporary coma from which nothing can wnko him. During thoso 

timos, groat mischief is ofton dono by Loki and othors, making Odin vory 

roluctnnl to porform such hoalings. 

Freke and Gere (Odin's wolves) 

FREQUENCY: Unique 

NO. APPEARING: 2 

ARMOR CLASS: 4 

MOVE: 24" 

HIT DICE/POINTS: 75 hp each 

% IN LAIR: Nil 

TREASURE TYPE: Nil 

NO. OF ATTACKS: I 

DAMAGE/ATTACK: 2-20 

SPECIAL ATTACKS: Soo bolow 

SPECIAL DEFENSES: AW 

MAGIC RESISTANCE: 50% 

INTELLIGENCE: Very 

ALIGNMENT: Neutral 

SIZE: L (W at tho shoulder) 

PSIONIC ABILITY: Nil 

Attack/Dofonso Modes: Nil 

LEVEL/X.P. VALUE: 1X18875 

These creaturos are giant black wolvos with greying muzzles. They aro 

able to travel about the planes for Odin and tell him what is happening in 

the various worlds. They are able to teleport at will through the planes, 

and they can see any hidden object and sense all things magical. Their 

bite does 2-20 points of damage and they use it in the service of Odin as 

punishers whenever a human aids the giants against the gods. They attack 

as 16*- hit dice monsters. 

Sleipner (Odin's eight-legged steed) 

FREQUENCY: Unique 

NO. APPEARING: 1 

ARMOR CLASS: -/ 

MOVE: 24- 

HIT DICE/POINTS: 200 lip 

% IN LAIR Nil 

TREASURE TYPE Nil 

NO. OF ATTACKS: 3 

DAMAGE/ATTACK: 2-20/2-20/1-70 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES: Ni 

MAGIC RESISTANCE: 25% 

INTELLIGENCE: Vory 

ALIGNMENT: Lawful neufral 

SIZE: (.(!2’arfheshoulderj 

PSIONIC ABILITY: Nil 

Attack/Dofonso Modos: Nil 

LEVEL/X.P. VALUE: X/20.G00 

This animal usually won't let anyone but Odin ride it, though it will at times 

take beings in extreme need on one-ride trips to safety at Odin’s order. 

Odin was known to honor some exceptionally fine heroes In death by let- 

ling a Valkyrie pick that hero up on Sleipner. 

In battlo, tho croaturo movos so fast and with such agility that only one 

boing can attack its rider por round. It also tolopoits at will through all tho 

planes and can be ridden in any medium (air, earth, water, and the like). 

Sleipner is gray in color, with its shank section showing while on each of its 

eight legs. The creature can pull amost any weight, but will only obey one 

master at a time. It fights as a 16* hit dice monster, biting for 1-10 points 

and kicking with its fore-hooves for 2-20 points each. 
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AEGIR (god of storms and the seaj 

Lesser god 

ARMOR CLASS: -5 

MOVE: 42- 

HIT POINTS: 387 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 4-40 (+11) 

SPECIAL ATTACKS: Ni 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 50% 

SIZE: M (T) 

ALIGNMENT: Chaotic neutral 

WORSHIPER’S ALIGN: Chaotic 

neutral 

SYMBOL: Rough ocoan waves 

PLANE: Glndsholm 

CLERIC/DRUID: 15th level cleric 

FIGHTER: 15th lovol ranger 

MAGIC-USER/ILLUSIONIST: 10th level 

in each 

THIEF/ASSASSIN: Ml 

MONK/BARD: 5th lovol bard 

PSIONIC ABILITY: V 

S: 23(+5. 1:23 W: 18 D: 23 C: 24 CH: 9 

Aogir is neither Aosir nor Vanir. and is actually related to the Giants. 

This god usually appears as a human with a long gray beard, and delights 

in overturning ships and dragging them down to his realm under the water 

if they have not sacrificed to him. He uses a club in the shape of a maiden 

which does 4-40 points per strike. All those that meet him f\ battle under 

the water are slowed (no saving throw). When in the sea. the god is 60 

foot tall, and in this form will fight any of tho Aosir and tho Vanir who daro 

to enter his roalm without his permission. Ho has a groat castlo undorwator 

whoro ho lives with Ran, his wife. 

Aegir will calm storms as often ns create them, especially if it Vill aid 

thoso who aro his friends. Ho is friondly and sociable with tho Aosir. but 

they koop a closo watch on Aogir bocauso of his unprodictablo nature. 

BALDER (god of beauty, "charisma") 

Groator god 

ARMOR CLASS: 4 

MOVE: 18- 

HIT POINTS: 388 

NO. OF ATTACKS: 3/2 

DAMAGE/AHACK: 3-30 (♦ 10J 

SPECIAL ATTACKS: See bolow 

SPECIAL DEFENSES: See bolow 

MAGIC RESISTANCE: 75% 

SIZE: M (6) 

ALIGNMENT: Neutral good 

WORSHIPER’S ALIGN: Neutral good 

SYMBOL: Gem-encrusted silver 

chalice 

PLANE: Gladsheim 

CLERIC/DRUID: 12th level in each 

FIGHTER: ?0fh level ranger 

MAGIC-USER/ILLUSIONIST: Ni 

THIEF/ASSASSIN: Nil 

MONK/BARD: 20th level bard 

PSIONIC ABILITY: VI 

S:22( + A. + 10) 1:24 W: 24 D: 24 C: 25 CH: 25 

This god is able to grant 2 points of charisma to any being he wishes (once 

in their life). Those mortal females that look upon this god must save or be¬ 

come immediately "enchanted- with his beauty. Those enchanted must 

roll another magical saving throw; if they fail, they will follow his faith 

with slavish devotion for the rest of their lives. The god may ask those 

females with 15 or greater charismas to serve him personally in his hold¬ 

ings on a 1 % chance. He cannot be harmed by any weapon without mistle- 

• iti5b in it. He lives in Gladsheim in his hall of Breidablik. 

NORSE MYTHOS 

He Tights with a +3 two-handed sword which does 3-30 points of damage. 

No female of any species can attack him. even if controlled by someone 

else. 

BRAG I (god of poetry, eloquence, and song) 

Lesser god 

ARMOR CLASS: -A 

MOVE: 18- 

HIT POINTS: 370 

NO. OF ATTACKS: 312 

DAMAGE/ATTACK: 2-20 (+11) 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 75% (when 

singing, totally Immune) 

SIZE: M ($) 

ALIGNMENT: Neutral good 

WORSHIPER’S ALIGN: Noutral good 

and all bard types 

SYMBOL: Harp 

PLANE: Elysium 

CLERIC/DRUID: 10th level in each 

FIGHTER: 7th lovol ranger 

MAGIC-USER/ILLUSIONIST: 15th lovol 

illusionist 

THIEF/ASSASSIN: Nd 

MONK/BARD: 23rd lovol bard 

PSIONIC ABILITY: V 

S:23( + 5. ♦ II; 1:24 W: 24 D: 25 C: 25 CH: 24 

All boings with violonco on their minds that come within 30 yards of Brngi 

whllo ho Is singing will bo ovorcomo by tho god’s song or vorso (no savo). 

Beings so affected will lose all of their former intentions and join this god 

for song and revelry until he is satisfied that they have learned their 

lesson, whereupon he will set them free. Bragi cannot have violence on 

his mind at this time either and this power will not stop the enemies of the 

gods from fighting after tho song is ovor. This powor will work for up to 5 

hours atallmowithany glvon croaturo. 

Any human hoaring his Harp of Calm will coaso fighting or quarrollng for7 

days (unless attacked in that time). This harp has all tho powers of all 

magical bard instruments plus tho ability to stop any croaturo from attack¬ 

ing for a short poriod of tlmo. plus tho ability to uncharm anything. 

There is a 5% chance that every bard of this religion, at tho timo of their 

first performance in front of a crowd of more than 50 beings, will be 

granted a ’’great legend” by the god, in tho form of knowledge of tho 

nearest lost treasure in tho area. 

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

FENRIS WOLF 

FREQUENCY: Unique 

NO. APPEARING: I 

ARMOR CLASS: 4 

MOVE: 24VI2- 

HIT DICE/POINTS: 400 hp 

% N LAIR: NI 

TREASURE TYPE: NI 

NO OF ATTACKS: 1 

DAMAGE/ATTACK: 9-90 

SPECIAL ATTACKS: NI 

SPECIAL DEFENSES: *4 or better 

weapon to hit 

MAGIC RESISTANCE: 99% 

INTELLIGENCE: Average 

ALIGNMENT: Chaotic evil 

SIZE: L (50' at the shoulder) 

PSIONIC ABILITY: NI 

Attack/Defense Modes: Nil 

LEVEL/X.P. VALUE: X/33.200 
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This wolfish monster lived in Asgard due to a technicality that allowed the 

offspring of tho gods (in this case Loki's) to remain unharmod by othor 

gods. But this dangerous creature could not remain free. Tho dwarves 

made tho only chain that could bind it. forging it from thoughts and 

concepts. This silken, golden thread stopped the creature from roaming, as 

it was unbreakable until the time of Ragnarok. 

Tho wolfs bito does 9-90 points of damage, and if the total amount of 

damage is more than half of the victim’s hit points, he or she will be 

swallowed whole. In form, the creature looks like a giant timber wolf. 

FJALAR (dwarven hero of the Durin race) 

ARMOR CLASS: -3 

MOVE: 12" 

HIT POINTS: 99 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 2-20/2-20 

SPECIAL ATTACKS: NI 

SPECIAL DEFENSES: Soo below 

MAGIC RESISTANCE: Standard 

SIZE: S (4) 

ALIGNMENT: Nouttal 

CLERIC/DRUID: 5th level cleric 

FIGHTER: 10th lovol fighter 
MAGIC-USER/ILLUSIONIST: Nil 

THIEF/ASSASSIN: 10th level thief 

MONK/BARD: Ni 

PSIONIC ABILITY: Nil 

Attack/Dofonso Modos: Ni 

S:1 9( + 3, + 7> 1:15 W: 15 D: 18 C: 18 CH: 12 

Fjnlnr often defends the dwarves against the fire giants or their allies. He 

usos two magical Iron gauntlots In combat that lot him punch for 2-20 

points oach with n +3 on "to hit" ability. His knowledge of mnglcnl 

woaponry is so groat that ho cannot bo hit by woapons of ♦2 or bottor 

quality, bocauso ho is ablo to Inlluonco tho magical properties of tho 

woapon to mako it shun his skin. 

Fjnlnr is tho battlo londor of his pooplo, and ho is often callod on by his 

race to bring vogoanco down on their onotnios. 

FORSETI (god of justice) "Peacemaker" 

Greater god 

ARMOR CLASS -4 

MOVE: 18- 

HIT POINTS: 389 

NO. OF ATTACKS: 3/2 

DAMAGE/ATTACK: 1-10 f+ 12) 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: See bolow 

MAGIC RESISTANCE: 85% 

SIZE: M (6) 

ALIGNMENT: Lawful good 

WORSHIPER’S ALIGN: Lawful good 

SYMBOL: Tho hoad of a boardod 

man 

PLANE: Gladshoim 

CLERIC/DRUID: 10th lovol druid 

FIGHTER: 15th level ranger 

MAGIC-USER/ILLUSIONIST: 10th level 

in oach 

THIEF/ASSASSIN: Nil 

MONK/BARD: Nil 

PSIONIC ABILITY: II 

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

This god's hall is Glilnor, which is said to bo mado out of gold and silvor. 

He is the son of Balder and has novor boon known to lie. His sword does 1 - 

10 points of damago and always hits a being that has lied in tho last 7 days 

or is chaotic. 

Forseti is called on time and time again to decide matters in which Odin 

cannot be impartial. With his ability to detect lies, he is often needed to as¬ 

certain the truth of certain stories tho gods hear. 

FOSSERGRIM (enchanted being; 

FREQUENCY: Voryraro 

NO. APPEARING: 1 

ARMOR CLASS: 0 

MOVE: 9"//36" 

HIT DICE/POINTS: 5 HD 

% IN LAIR: 80% 

TREASURE TYPE: D 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: By woapon type 

SPECIAL ATTACKS: Soo bolow 

SPECIAL DEFENSES Regeneration, 

a/so soo bolow 

MAGIC RESISTANCE: 100% in splash¬ 

ing wator. othorwiso standard 

INTELLIGENCE: Very 

ALIGNMENT: Noutral 

SIZE: M (6) 

PSIONIC ABILITY: Nil 

Attack/Dofonso Modos: Nil 

LEVEL/X.P. VALUE: V/320 •» 5 por 

hp 
Thoso boings livo in watorfalls. They appoar to bo normal rnon In chain- 

moil and will act ns such unlil attackod, or somoono trios to forco thorn 

away from their waterfalls. They cannot livo more than a mllo from the 

falls thoy havo mado thoir homo. Thoy aro said to rnato with maidens who 

como to batho in such placos, and thoir offspring aro always malo and will 

always find n waterfall to live in upon reaching maturity. 

In battle, they cannot miss any being that stands in the water. In splashing 

wator they rogonoroto 5 points por moloo round, 

FREY (god of sunshine & the elves) 

Grouter god 

ARMOR CLASS: -5 

MOVE: 18” 

HIT POINTS: 388 

NO. OF ATTACKS; 3/2 

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

special 

SPECIAL ATTACKS: Soo bolow 

SPECIAL DEFENSES: * 3 or better 

weapon to hit 

MAGIC RESISTANCE: 75% 

SIZE: M (() 

ALIGNMENT: Noutral good 

WORSHIPER’S ALIGN: Neutral good 

SYMBOL: Ico-bluo two-handed 

sword 

PLANE: Gladshoim 

CLERIC/DRUID: 13fh lovol In each 

FIGHTER: 15th lovol rangor 

MAGIC-USER/ILLUSIONIST: 20th lovol 

magic-user 

THIEF/ASSASSIN: Nil 

MONK/BARD: 15th lovol bard 

PSIONIC ABILITY: II 

S:24( + 6. +12J 1:24 W: 23 D: 24 C: 25 CH: 23 

Frey is not an Aosir, but a Vanir, tho son of Njord and Skadi. Ho is tho god 

of Fairyland and has at his command all tho olvos of that land. Ho is also a 

weathor deity and controls all mannor of storms and calms. 

Frey’s ship Skidbladnir, a gift from the dwarves, can hold all the gods and 

thoir mounts, and travels at a rato of 60". Whon not in uso. it folds to fit tho 

god's pocket as a 1 inch cube. It sails according to the verbal direction of 

Frey. All evil beings suffer a -1 on their chance to hit this god. and he attacks all 

evil beings at a +2 bonus, both "to hit" and damago. A »3 or bettor 

woapon is neodod to hit him. 
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The god lives and rules in Alfheim (fairyland) and when not there, is 

served by a special mortal called Skirnir. 

Prey’s *4 two-handed sword does 2-20 points of damage per hit on all 

creatures but giants; it does 10-100 points to fire giants, and 5-50 to all 

others. 

Blodug-Hofi (Prey’s horse.) 

FREQUENCY: Unique 

NO. APPEARING: 1 

ARMOR CLASS: 3 

MOVE: 24"/18“ 

HIT DICE/POINTS: 50 hp 

% IN LAIR: Nil 

TREASURE TYPE: Nil 

NO, OF ATTACKS: 3 

DAMAGE/ATTACK: 1-1011-10/1-6 

SPECIAL ATTACKS: Soo bolow 

SPECIAL DEFENSES: Rosislant to firo 

MAGIC RESISTANCE: 75% 

INTELLIGENCE Vory 

ALIGNMENT: Neutrnl 

SIZE: L (9' at the shoulder) 

PSIONIC ABILITY Nil 

Altack/Defense Modes: Nil 

LEVEL/X.P VALUE: VIII/4.500 

This horse teleports at will, and glows with the light of day in any battle. 

This light kills all undoad typos with tho touch of a light boam for thoso 

within 200 yards. 

Blodug-Hofi has a burnished coat of light brown and a pale white mane 

and toil. It fights along with Frey in battle, and if its mastor is down it stays 

noar to dofond him, which it will do unto death. It fights as an 11 hit dice 

monstor, biting for 1 -6 points and kicking with each of its fore-hooves for 1 - 

10 points onch. Its coat is firo rosistant, giving it *4 on saves vs. firo at¬ 

tacks. and subtracting 1 point per die of damage taken. 

Gullin-Bursti (golden bristles — Prey's golden boar) 

FREQUENCY: Uniquo 

NO. APPEARING: 1 

ARMOR CLASS: -4 

MOVE: 18*732” 

HIT DICE/POINTS: 100 hp 

% IN LAIR: 80% 

TREASURE TYPE: Nil 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 2-20/2-20 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES: *2 or better 

weapon to hit; regeneration 

MAGIC RESISTANCE: 75% 

INTELLIGENCE: Low 

ALIGNMENT: Noutral 

SIZE: L (10' at Iho shoulder) 

PSIONIC ABILITY: Nil 

Attack/Defonse Modes: Nil 

LEVEL/X.P. VALUE: X/22.300 

This creature appears to be a giant rust-colored boar with head bristles of 

pure gold. Frey uses Gullin-Bursti to pull his war chariot into battle. The 

boar was a gift of the dwarven race, and with a god on it it can teleport 

whore the god wills. It was much like Thor's goats in that it could be eaten 

during tho day, and if its bones wore not broken, it would regenerate at 

night from the bones and skin. It normally regenerates 1 hit point per 

round. The creature attacks as a 16* hit dice monster. 

Skirnir (Prey's shield-man) 

ARMOR CLASS: -3 

MOVE: 12" 

HfT POINTS: 99 

NO. OF ATTACKS: 3/2 

DAMAGE/ATTACK: By weapon type 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES See bolow * 

MAGIC RESISTANCE Standard 

SIZE: M (6) 

ALIGNMENT: Neutral good 

CLERIC/DRUID: Nil 

FIGHTER: 9lh level ranger 

MAGIC-USER/ILLUSIONIST: Nil 

THIEF/ASSASSIN: Nil 

MONK/BARD: 5th level bard 

PSIONIC ABILITY: VI 

S. 17(4- 1. ♦ 1) I: 14 W: 18 D: 18 C: 18 CH: 18 

This Tighter is loyal to the god Frey and is always at his side in battle. A split 

second before he is struck by a blow or affected by a spell that would end 

Ns life, he is automatically teleported to Alfheim. whether lie wants to go 

or not. 

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

FREYA (goddess of love and fertility; 

Greater goddess 

ARMOR CLASS: -3 

MOVE: 18 “748" 

HIT POINTS: 339 

NO OF ATTACKS: 1 

DAMAGE/ATTACK: By weapon type 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: 4-3 or boiler 

woapon to hit. a/so soo bolow 

MAGIC RESISTANCE: 80% 

SIZE: M ((.) 

ALIGNMENT: Neutral good V 

WORSHIPER’S ALIGN: Noutral good 

and all lovors 

SYMBOL: Falcon 

PLANE: Gladshoim 

CLERIC/DRUID: 15th level cleric/IOrh 

level druid 

FIGHTER: 7th level ranger 

MAGIC-USER/ILLUSIONIST: 15thlevel 

illusionist 

THIEF/ASSASSIN Nd 

MONK/BARD: 12th level bard 

PSIONIC ABILITY: VI 

S:24( *6. ♦ 12) 1:24 W: 24 D: 24 C: 25 CH:20 

Freya commands all Tire spells as a 30lh level spell caster, and is able to 

remove any curse with a touch of her hand. She often travels in falcon 

guise, but sho can shape change into any bird form. When travoling in 

human form, she rides in a chariot pulled by 2 gigantic cats (AC 5. HD 5. hp 

30. D 1-8/1-8/1-12) which moves at a rato of 18". 

Freya uses a 43 frost brand in battle. No avion or fire attack can hurt her. 

Freya possesses the necklace Brisingamon, a piece of jewelry of fantastic 

value (1 million gold pieces) that glows when a lie is told in its presence. 

She also has a cloak of falcon feathers that allows her to fly in falcon form 

at 48". 

This goddess is the leader of the Valkyries, and sometimes accompanies 

them to choose the slain at the greatest battles. 

Freya is actually a Vanir. and the twin sister of Frey. 
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FRIGGA (goddess of the atmosphere) "Wife of Odin- 

Greater goddess 

ARMOR CLASS: -4 

MOVE: 15" 

HIT POINTS: 366 

NO. OF ATTACKS: As per shape 

DAMAGE/ATTACK: As per shape 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: *3 or belter 

weapon lo hit. a/so as per shape 

MAGIC RESISTANCE: 75% 

SIZE. M (6') 

ALIGNMENT: Lawful neutral 

WORSHIPER’S ALIGN: Lawful neutral 

SvMBOL: targe cat 

PLANE: G/adsheim 

CLERIC/DRUID: !5fh level cleric 

FIGHTER: 7th level rnngor 

MAGIC-USER/ILLUSIONIST: /8th level 

magic-user 

THIEF/ASSASSIN: Nil 

MONK/BARD: 10th level bard Pft? 

PSIONIC ABILITY: II 

S:20(*3, *8) 1:23 W: 20 0:24 C: 25 CH: 25 

Frlgga is able lo control all forms of weather and is able to view any area 

that has a broozo blowing through it. She has a magical nocklaco of black 

opals that will charm anyone or anything she wishes within sight of it 

(magic saving throw applicable). The charmed being will then be able to 

do nothing but flattor tho goddoss. 

There is a 1% chance (once a month) that the goddess will personally 

dolivor ono worshiper who calls out her name from mortal danger. 

In baltlo, tho goddoss shapo changos into croaturos and fights with thoir 

powors. Sho starts out with dragon forms and goes to avion forms towards 

the end of any given battle. 

Her handmaidens are Valkyrios; tho namos of somo of thorn aro Fulla, 

Vara, Lofn, Vor, Gna. Eira. Hlin, Syn. Vjofn. and Snotra 

In hor rolo as Odin's wife, sho is often worshiped by housewives and those 

sooking marriago. Sho spins flax into gold for Odin's clothos. 

The sight of this monster is so terrible that beings of the 6th level or less 

will automatically flee in terror, and those of higher level must save vs. a 

fear spell at—4. 

Garm obeys the laws of HeJ. and Is allowed to travel on all pianos when 

Hoi is out collecting dead and tho way to hor domain is magically closod. 

When it travels, it takes a pack of 20 dire wolves along for company, x 

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

points of damage. 

HEIMDALL (fhe bright god) “Guardian of the Bifrost 

Bridge- 

Greater god 

ARMOR CLASS: -5 

MOVE: 15- 

WT POINTS: 390 

NO OF ATTACKS: 2 

DAMAGE/ATTACK: 3-30 (* 14) plus 

see below - - 

SPECIAL ATTACKS: Surpriso 

SPECIAL DEFENSES. Never surprised 

MAGIC RESISTANCE: 80% 

SIZE Af (T) 

ALIGNMENT: Lawful good 

WORSHIPER'S ALIGN: Lawful good 

and magic-users 

SYMBOL: He horn 

PLANE: G/adsheim 

CLERJC/DRUID: 12th level in each 

FIGHTER: 17th level ranger 

MAGIC-USER/ILLUSIONIST: Nil 

THIEF/ASSASSIN: Nil 

MONK^ARD: 8th level bard 

PSIONIC ABILITY: III 

S:25f ♦ 7. *14) 1:23 W: 24 D: 25 C: 25 CH:23 

This god's main function is to guard Bifrost, tho rainbow bridge. Holindall 

always attacks with surprise and is gifted with exceptional senses (eye¬ 

sight. hoaring, touch). His oyosight acts os an unllmllod rango and dura¬ 

tion c/alrvoyanco spoil. Ho novor travols about without hla sword Hofud 

Choad"). This sword is a vorpal weapon, and is also a sword of frost giant 

slaying. It Inflicts 3-30 points of damago ot a strlko, plus Holmdal/s 

strength bonus of 1 4 points. 

Hoimdall woars a *3 whito armor into battlo that has tho somo ofloct os a 

gem of brightness.. His horn, called Gjaller. is tho alarm system for AsgardT 

Heimdall will blow a blast upon it to announce the coming of the frost 

giants, and the gods and their hosts will issue OLrt to fight the last battlo 

(Ragnarok). This horn is also sounded in a difforont way to proclaim a 

visitor, 

Heimdall is the sworn enemy of Loki. who mocks him and his steadfast 

guardianship. 

GARM (guardian of Hel-gate) 

FREQUENCY: Uniquo 

NO. APPEARING: I 

ARMOR CLASS: -1 

MOVE: 18- 

HIT DICE/POINTS: 200 hp 

% IN LAIR: 95% 

TREASURE TYPE H U 

NO. OF ATTACKS: I 

DAMAGE/AHACK: 6-60 

SPECIAL ATTACKS: Fear 

SPECIAL DEFENSES: ♦2 or bettor 

woapon needed ro hit 

MAGIC RESISTANCE: 80% 

INTELLIGENCE: Avorago 

ALIGNMENT: Lawful evil 

SIZE: L (12' at the slioulder) 

PSIONIC ABILITY: Nil 

Attack/Dofense Modes: Nil 

LEVEL/X.P. VALUE: X/26.200 

This beast is responsible for guarding the gateway to the land of the dead, 

so that beings do not enter or leave. It looks like a giant dire wolf with a 

disproportionately large head. Over the centuries it has fought and killed 

several heroes and gods who were trying to retrieve a loved one. Its 

treasure consists of the goods of those who unsuccessfully attempted to 

pass. 
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HEL (goddess of death; 

Groater goddess 

ARMOR CLASS: -5 

MOVE: Infinite 

HIT POINTS: 350 

NO. OF ATTACKS: 3/2 

DAMAGE/ATTACK: 5-50 ( * 8) 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 95% 

SIZE: M (6VI) 

ALIGNMENT: Neutral evil 

WORSHIPER’S ALIGN: All alignments 

SYMBOL: Her face 

PLANE: Hades 

CLERIC/DRUID: 20th level cloric/IOth 

lovel druid 

FIGHTER: 12th lovol ranger 

MAGIC-USER/ILLUSIONIST: 15th lovol 

in each 
THIEF/ASSASSIN: 15th level assassin 

MONK/BARD: 10th lovol bard 

PSIONIC ABILITY I 

S:20( ♦ 3, *8) 1:24 W: 25 D: 24 C:25 CH:25 

This goddoss causos plaguos, disoasos. and postilonco with tho wavo of 

her hand. Thoso things will afflict the beings sho looks at. taking away 5 hit 

points per round until they are dead or cured. She strikes with a -*3 sword 

that also causes disease’whenever It hits, and does 5-50 points of damage 

at a blow. 

Within n 90 yard radius of her body is an aura of withering that subtracts 20 

hit points from all thoso not making thoir magical saving throws. She is 

also totally Imporvlous to all physical woaponry. 

Tho goddoss of death lives in a dismal palace in tho nrea of Hades known 

ns Niflheiin. She appears ns n gaunt woman, whose body is completely 

white on the left side and jet black on the right. The loft half of her face is 

totnlly blank: Sho ridos-n white, spectral three-legged horse. 

JORMUNGANDR (Midgard Serpent; 

FREQUENCY: Unique 

NO. APPEARING: I 

ARMOR CLASS: 3 

MOVE: See below 

HIT DICE/POINTS: Head: 300 points: 

Body: infinite 

% fJ LAIR: N1 

TREASURE TYPE: Nl 

NO OF ATTACKS: I 

DAM AGE/ATTACK: 5-50 

SPECIAL ATTACKS: Constriction, 

poison 

SPECIAL DEFENSES: Regeneration 

MAGIC RESISTANCE: 99% 

INTELLIGENCE : Very 

ALIGNMENT: Chaotic evil 

SIZE L (25.000 miles long) 

PSIONIC ABILITY: Nil 

Attack/Dofense Modes: Ni 

LEVEL/XP. VALUE: X/55.000 

Jormungandr was tho offspring of Loki and tho giantess Angur-boda, and 

was tho brother of the Fenris Wolf and Hoi. By custom Odin could not slay 

divine progeny, but he feared that the monster would cause trouble and 

threw him into the sea when he was young. Jormungandr grew un¬ 

checked. until at last ho circled the earth and could bito his own tail. It is 

tho writhing oI this groat sorpont that causos the tomposts. Thor has tried 

many times to slay him. but the Norns have foretold that he will not 

succood until tho day of Ragnarok, when ho will drown in a soa of vonom 

from tho dying serpent. 

Since tho Midgard Sorpont circles tho world, ho can shilt his body and 

locate his head anywhere ho desires in one moloe round. The head is tho 

only vulnerable spot on this monstor. since ho rogonoratos all damage in 

the melee round after it is inflicted: this means that 300 or more points of 

damage must be delivered to its head in one round in order to kill it. If 

Jormungnndr Is slain, all bolngs within 50 foot of tho hond must savo vs. 

poison at -5 or die, os tho croaturo spews forth its vonom. Attacks on tho 

body of tho sorpont can bo mado, but thoy will provo fruitless as tho body 

(like tho head) will regenerate all lost hit points in tho next moloe round, 

evon if totally sovorod. 

IDUN (goddess of spring and eternal youth; 

"lossor goddoss 

ARMOR CLASS: -3 

MOVE: 12118“ 

HIT POINTS: 329 

NO. OF ATTACKS: 3/2 

DAMAGE/ATTACK: By weapon typo 

SPECIAL ATTACKS: Ni 

SPECIAL DEFENSES >2 or bettor 

weapon to hit 

MAGIC RESISTANCE: 25% 

SIZE: M (67 

ALIGNMENT: Chaotic good 

WORSHIPER’S ALIGN: Chaotic good 

and all farmers 

SYMBOL: Apples in a wicker chest 

PLANE: Gladshoim 

CLERIC/DRUID: 15th lovol cleric/ 14th 

level dmid 

FIGHTER: 7th level ranger 

MAGIC-USER/ILLUSIONIST: Ni 

THIEF/ASSASSIN: Nil 

MONK/BARD: 13th level bard 

PSIONIC ABILITY: V 

S:20( *3, *8; 1:22 W: 23 D: 24 C: 24 CH: 24 

This goddess protects the “Apples of Youth” which the gods eat to remain 

immortal. Thoso apples aro able to roturn 10 years of youth and restore up 

to 50 lost hit points per bite. These apples are carried in a 1 foot by 1 foot 

wicker chest which always appears full of apples but can hold any amount 

of them put in it. Idun is the wife of Bragi. 

Jormungandr bitos onco per round for 5-50 points of dainago, and anyono 

thus bitten must save versus poison at - 5 or die within two moloe rounds 

from the extremely potent venom. The serpenrean also make one con¬ 

striction attack por round (noar its hoad or anywhoro along its body 

longlh), doing 10-100 points. It attacks os a 16* HD monstor. 

LOKI (god of mischief, strife 

Greater god 

ARMOR CLASS: -A 

MOVE: 12-712" 

H1T POINTS: 300 

NO OF ATTACKS: 3/2 

DAMAGE/AHACK: By weapon type 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES Immune to fire 

and magical control. *3 or 

bottor weapon to hit 

MAGIC RESISTANCE: 75% 

SIZE: M (67 

ALIGNMENT: Chaotic evil 

WORSHIPER’S ALIGN: Chaotic evil 

SYMBOL Flame 

PLANE: Pandemonium or Gladsheim 

CLERIC/DRUID: 12th level in eacli 

FIGHTER: 12th level ranger 

MAGIC-USER/ILLUSIONIST: Nth lovol 

mag!c-user/20th lovol illusionist 

THIEF/ASSASSIN: 15th level assassin 

MONK/BARD: 5th level in each 

PSIONIC ABILITY: IV 

S: 24 ( *6. ♦ 12; 1:25 W: 19 D: 24 

and fire) 

C:24 CH:24 
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While this god moves among the others in Asgard. he is known to be the 

ono most likoly to botray them to tho giants. Depending upon his curront 

status with the other gods, ho makes his home in Gladsheim or Pande¬ 

monium. He is tolerated because lie is blood brother to Odin and has acted 

in the far past to save the Asgardians from certain death and destruction. 

While the god can shape change at will, he usually relies on his power to 

force boings to do what ho dosiros via his suggestion power. Looking at tho 

god for 3 melee rounds or more negates all saving throws against that 

suggestion, and this applies to all boings. (Magic resistance is still effec¬ 

tive.) Ho wears a pair of boots that combine tho powers of water walking, 

flying, travelling, and speed. 

Though Loki cannot bo magically controlled, illusions will work on him, but 

only when cast by beings of greater than the 20th level. 

Tho god's colors are rod and black and he wears them at all times, even 

whon in tho guiso of something olso. 

MAGNI (god of strength; 

Lessor god 

ARMOR CLASS: -4 

MOVE: 10" 

HIT POINTS: 325 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 8-80 

SPECIAL AI1ACKS: Nil 

SPECIAL DEFENSES: *2 or better 

(edged) weapon fo hit 

MAGIC RESISTANCE: 70% 

SIZE: M (T) 

ALIGNMENT: Chaotic good 

WORSHIPER’S ALIGN: Chaotic good 

SYMBOL: Mountain 

PLANE: Gladsheim 

CLERIC/DRUID Ni 

FIGHTER: 15th level fightor 

MAGIC-USCR/ILLUSIONIST: Nil 

THIEF/ASSASSIN: Nil 

MONK/BARD: 5th level hard 

PSIONIC ABILITY: VI 

5:25 (special) 1:20 W: 20 0:24 C:25 CH:22 

Thor's son, this god transcends the normal definition of strength In the 

AD&D sonso. In that his was supposod to bo almost limitless. 

Ho con bend anything he can grip, put hi3 fist through anything, lift nearly 

anything (judge's option), even things that are supposed to be unliftable 

like his father's hammer. Any material object thrown at him. he can catch 

and throw back at tho castor (hitting 90% of tho limo), and with his *3 

hammer he does 8-80 points of damage per strike. 

MODI (god of courage and berserk rage) 

Lesser god 

ARMOR CLASS: -4 

MOVE: 21” 

HIT POINTS: 379 

NO. OF ATTACKS: 2 (or 4) 

DAMAGE/AHACK: 25 or 50 

SPECIAL ATTACKS: Vorpal blado 

SPECIAL DEFENSES: *2 or better * 

weapon to hit 

MAGIC RESISTANCE: 95% 

SIZE: M (T) 

ALIGNMENT: Chaotic good 

WORSHIPER'S ALIGN: Chaotic good 

SYMBOL: Sword and hammer 

crossed 

PLANE: Gladsheim 

CLERIC/DRUID: NI 

FIGHTER: )5th level Tighter 

MAGIC-USER/ILLUSIONIST: Nil 

THIEF/ASSASSIN: Nd 

MONK/BARD: 9th lovol bard 

PSIONIC ABILITY: IV 

S:24(*6. ♦ 12J 1:23 W: 22 D: 24 C: 25 CH: 25 

Using a vorpal blado that strikes for 25 points of damage per hit (plus its 

docopitating power), Thor’o oon Modi to always in tho forofront of any 

battlo, and his prosonco insplros his followers with such courago that they 

do an extra 4 points of damage per hit (affecting all those In a 90 yard 

radius). Ho is immuno to all forms of magical control or illusions. In battle, 

tho god Is able to "know" whon tho bost time comos to rotroat and ro- 

group his forces for bost effect. 

Aftor tho god has sustninod inoro than half of his hit points In damago, ho 

will go Into a borsotkor rago which allows him to doublo all his powors in 

combat, so that ho hits 4 tlmos por round for 60 points por hit. 

NORNS (the fates; 

ARMOR CLASS: 0 

MOVE: 12’V2P 

HIT POINTS: 299each 

NO OF ATTACKS: 1 

DAMAGE/ATTACK: 1-10 plus special 

(sou below.) 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: Soo bolow 

MAGIC RESISTANCE: 80% 

SIZE: M (5) 

ALIGNMENT: Neutral 

WORSHIPER'S ALIGN: Nono 

SYMBOL: Lightning bolt 

PLANE: Concordant Opposition 

CLERIC/DRUID: 12th lovol in oach 

FIGHTER: 5th lovol rangor 

MAGIC-USER/ILLUSIONIST: 15th lovol 

in oach 

THIEF/ASSASSIN: !0th lovol thief 

MONK/BARD: 8th lovol in oach 

PSIONIC ABILITY: I 

S:23( + 5, ♦ 11; 1:22 W: 25 D: 23 

Tho Noms. called Urd. Verdandi, and Skuld, represent tho past, present, 

and future, but they aro only willing to toll of thoso things as long as Ihoy 

deal with themselves or answer questions of slight import. They travel 

about the Prime Material Plane in the form of swans, and in this shape they 

deal out fate in the form of prophecy. At the birth of every mortal male, 

they know what tho babe's fate will bo and may tell if presented with ox- 

ponsivo gifts of gold and silvor (1 % of tho time). They tond tho troo of life, 

called Yggdrasil. and often advise the gods on special situations. 

They fight with daggers, whon forced Into this situation, and their weapons 

do 1-10 points of damage, plus the magical bonus of subtracting one point 

from every ability score a being has (intelligence, wisdom, etc.), no saving 

throw allowed. They are immune to all nonmagical attacks, i.e.. they can 

only be hurt by magic or magical weapons. 

C:25 CH:9 

Thia god to so tough and hardy that blunt woapona of any typo cannot harm 

him. 
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The Norns are not normal goddesses, and do not have worshipers as such. 

They weave the web of fate impartially. 

SIF (goddess of excellence and skill in battle) 

Lesser goddess 

ARMOR CLASS: -4 

MOVE: 18" 

HIT POINTS: 349 

NO OF ATTACKS: 2 

DAMAGE/ATTACK: 3-30 (♦ 1 1) 

SPECIAL ATTACKS: Nil 

SPECIAL DEFENSES: Immune fo 

magical control. ♦2 or hotter 

weapon to bit 

MAGIC RESISTANCE: 00% 

SIZE: M (&) 

ALIGNMENT: Chaotic good 

WORSHIPER’S ALIGN: Chaotic good 

SYMBOL: Sword upraisod 

PLANE: Gladshoim 

CLERIC/DRUID: 12th level druid 

FIGHTER: 12th level ranger 

MAGIC-USER/ILLUSIONIST: Nl 

THIEF/ASSASSIN: Nil 

MONK/BARD: !2rh lovol h each 

PSIONIC ABILITY: VI 

S:23(+5, + 11) 124 W: 22 D: 25 C: 25 CH: 25 

Thor's wife Sif has boautilul goldon hair (a gift from the dwarves) and is 

drossod in white and silver most of tho time. Sho usos n *3 swofd in bnttlo 

which does 3-30 points of damage (plus her strength bonus). 

She is tho patron of young waniors, and there is a 1% chance that a 1st 

lovol fighter dovotod to her may rocolvo o bloss spell if ho or sho prays to 

Sif boforoa battle. 

SURTUR (lord of the fire giants.) 

Lossor god 

ARMOR CLASS: -2 

MOVE: 15" 

HIT POINTS: 380 

NO OF ATTACKS: 2 ... 

DAMAGE/ATTACK: 6-GO 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: Immune to fire, 

-t-3 or bottor weapon to hit 

MAGIC RESISTANCE: 60% 

SIZE: 1 (20; 

ALIGNMENT: Lawful ovil 

WORSHIPER'S ALIGN: Lawful ovil 

(firo giants.) 

SYMBOL Flaming sword 

PLANE: Gladshoim (Jotunhoirnj 

CLERICVDRUID: 15th lovol done 

FIGHTER: 20th lovel fighter 

MAGIC-USER/ILLUSIONIST: 5th lovol 

magic-user 

THIEF/ASSASSIN: NJ 

MONK/BARD: Nil 

PSIONIC ABILITY: Ni 

S:25( + 7, -I- 14) I: 19 W: 14 D: 12 C:25 CH: 20 

Most firo giants regard Surtur as their loader and their deity. Deep in Jolun- 

heim, Surtur wails for the day when he can lead the fire giants to the great 

battle of.Ragnarok. 

Surtur looks like an immense fire giant, with crackling flames for hair and 

eyebrows. He wears heavy iron armor which is hot to the touch (1-10 

points of damage to any who contact it with exposed flesh), and wields a 

15-foot flaming Iron sword. He strikes with this twice per round, inflicting 

6-60 points of damage on a hit. Surtur is immune to firo attacks of any kind. 

THOR (god of thunder; 

Greater god 

ARMOR CLASS: 4 

MOVE: 18- 

HIT POINTS: 399 

NO OF ATTACKS: 2 (3) 

DAMAGE/AHACK: 10-100 (+ 1G) 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: *3 or bolter 

weapon to hit; and see below 

MAGIC RESISTANCE: 80% 

SIZE: M (T) 

ALIGNMENT: Chaotic good 

WORSHIPER'S ALIGN: All 

alignments, especially wairiors. 

beings needing cortain woathor, 

or ones wanting fair play 

SYMBOL: Hammer 

PLANE: Gladshoim 

CLERIC/DRUID: lOth lovol druid 

FIGHTER: 20th level fighter 

MAGIC-USER/ILLUSIONIST: Nil 

THIEF/ASSASSIN: Nil 

MONK/BARD: 3rd lovol bard 

PSIONIC ABILITY: VI 

S: 25 (Special: +7. ♦ 16; I: 20 W: 20 D:25 C:25 CH:24 

Thor appoars as a largo rod-hairod and tod-boardod man drossod In bluck 

and yollow *3 chainmail. Ho lidos through tho sky on his goldon chariot, 

which is pulled by his two magical goals, Tanngrisner and Tanngjost. Thor 

is a particular friond to mankind among tho Norso gods, and will ofton 

aloit his worshipers to incursions of ovil. Tho god ofton fights on Glads- 

heim ngninst giant types, nnd his name is enough to make giants check 

moralo. Whon within 90 yards of him. tho sorvnnts and alllos of Thor gain a 

benefit of ♦2 on all dice throws. 

Thor’s normal otrongth Is 25, but ho has a magical glrdlo nnd a magical 

glovo which onnblo him to oxcood ovon this limit. Moginjardor, his glrdlo. 

gives him tho strength to wield his mighty hnmmor (doscribod bolow), nnd 

onnblo him to break any bnrrlor or object. His magical glovo, Jnm Grleper. 

glvos him tho ability to strlko throo times por moloo round nnd to handlo 

his hnmmor ovon whilo tod-hot. 

Mjolnlr. Thor’s *5 magic hammer, furs tho following abilitlos: 

It doos 10-100 points of darnago. 

II can bo thrown up to 200 yards, nnd it never misses whon thrown. II 

returns to Thor’s hand automatically. (If Thor throws Mjolnlr. that Is his 

only attack in that round.) 

It con cast lightning bolts at any largo! within sight, up to a total of 100 

dice of lightning bolts por day This baso 100 dice can bo broken up into 

lightning bolts of any slzo Thor dosiros. i.o., 25 4 dico bolts, or 10 3 dico 

bolts and 1 70 dico bolt. etc. 

It is so heavy that only beings with a strength of 25 can oven lift it, and 

it roquiros more than a 25 slrongth to wiold it as a woapon. 

When Thor throws Mjolnir, it trails a lightning bolt behind it. and when 

it hits, thoro is a largo clap of thunder which affocts all boings within 

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

If any other being usos a lightning spell within 200" of Thor, it will auto¬ 

matically turn and strike the caster, whether the Thunderer wills it or not. - 

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

NORSE MYTHOS 

FREQUENCY: Unique 

NO. APPEARING: 2 

ARMOR CLASS: 0 

MOVE: 24"724" 

HIT DICE/POINTS: 100 

% IN LAIR: Nil 

TREASURE TYPE: Nil 

MO. OF ATTACKS: 3 

DAMAGE/ATTACK: 3-24 

SPECIAL ATTACKS: Nl 

SPECIAL DEFENSES: See bolow 

MAGIC RESISTANCE: 25% 

INTELLIGENCE: Low 

ALIGNMENT: Neutral 

SIZE: L (9‘ al the shoulder) 

PSIONIC ABILITY: Nil 

Atlack/Defense Modes: Nil 

LEVEL/X.P. VALUE: X/14.100 

These two onchnntod animnls are used to pull Thor's chariot through tho 

alrand on the land. 

Tho creatures nro often onton by Thor and his friends, as they magically 

rogonoralo from tho bones and skin with tho light of tho morning sun. 

TYR (god of war and law) 

ARMOR CLASS: -5 ,-j 

MOVE: 18" f/y 

HIT POINTS: 380 

NO. OF ATTACKS: 3 ff 

DAMAGE/AHACK: 2-20 (+ 12) 'i! 

SPECIAL ATTACKS: N1 / / 

SPECIAL DEFENSES: ♦ 3 or belter / /([ 

weapon to hit, and see below 

MAGIC RESISTANCE: 25% / / 

SIZE: M (6Yi) J - 

ALIGNMENT: Lawful good / 

WORSHIPER’S ALIGN: All warriors / 

SYMBOL: Sword 7 . ' 

PLANE: Gladsheim ' ^ 

CLERIC/DRUID: J3fh level druid 

FIGHTER: 25th level paladin ) 

MAGIC-USER/ILLUSIONIST: lOtli level 

Illusionist J ' 

THIEF/ASSASSIN: 15th level thief ^-^t= ( 

MONK/BARD: 10th level in each 

PSIONIC ABILITY: I 

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

They appear as giant goats. Tanngrisner is white and Tanngjost is black. 

Thoy attack by butting with tholr largo horns. Thoy odd ♦G to dornago 

Inflicted when they charge, and they attack ns 16* hit dice monsters. 

THRYM (lord of the frost giants,) 

Lossor god 

ARMOR CLASS -2 

MOVE: 16“ 

HIT POINTS: 300 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 4-40 (*14) 

SPECIAL ATTACKS: NJ 

SPECIAL DEFENSES: * 3 or better 

wonpon to hlf, immuno to cold 

attacks 

MAGIC RESISTANCE: 60% 

SIZE: L (21) 

ALIGNMENT: Chaotic ovil 

WORSHIPER S ALIGN: Chaotic evil 

(frost giants.) 

SYMBOL: White doubto-bloded 

axe 

PLANE: Gladsheim (Jotunhelmj 

CLERIC/DRUID: 10th level cleric 

FIGHTER: 20th tovol fighter 

MAGIC-USER/ILLUSIONIST: 3rd lovol 

Illusionist 

THIEF/ASSASSIN: Nil 

MONKVBARD: Ni 

PSIONIC ABILITY: Nil 

5:25 (*-7, +14) 1:16 W: 12 D:21 C: 25 CH: 20 

Thrym is both loader and deity of tho frost giants. Like Surtur, he waits for 

tho day when ho can load tho frost giants against tho Aosir in tho last 

battlo. Thrym wields a huge *3 doublebladod axe which inflicts 4-40 

points of damage on a hit. He wears a coat of white fur over his suit of 

chalnmail. Otherwise, ho appears much like an oversized frost giant. 

Thrym has ton brothors who aro in most ways liko normal frost giants {AC 

4. MV 12'. #AT 1. D 4-24). Howovor. each has 100 hit points and attacks as 

a 16* hit dice monster. 

Tyr appeals os a poworful-looking boarded man who has lost his right 

hand. It was tho losing of this hand that firmly ostablishod Tyr as tho god of 

law and trust. When the dwarves finally forged a cord that could bind the 

Fonris Wolf, tho groat monstor would only consont to having tho cord put 

upon it if ono of tho Aosir would placo his hand In tho Wolf's mouth. Tyr. 

knowing what was planned, placed his right hand in Fonris' mouth without 

hesitation. Whon Fonris found thnt he was bound, ho bit off Tyr’s hand, but 

he could not escape. By honoring this contract. Tyr became the god of law. 

In his aspect of war god, T yr watches over the Valkyries and makes sure 

that only tho most valiant mor tal warriors nro tnkon to Odin at Valhalla. 

Tyr wloldo a *3 sword In his loft hnnd thnt doos 2-20 points of dnmngo on 

a hit. He automatically senses the presence of any thief who comes within 

100* of him. and he can see Invisible objects. 

ULLER (god of hurtling, archery and winter) 

Lesser god 

ARMOR CLASS: -3 

MOVE: 24- 

HIT POINTS: 390 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 2-20 (+11.) 

SPECIAL ATTACKS: Longbow 

SPECIAL DEFENSES: *2 or bottor 

weapon to hit; immuno to firo. 

cold, lightning and o/ornonta/s 

MAGIC RESISTANCE: 50% 

SIZE: M (T) 

ALIGNMENT: Chaotic noulral 

WORSHIPER'S ALIGN: Chaotic 

noulral 

SYMBOL: Longbow 

PLANE: Gladshoim 

CLERIC/DRUID: 13th level druid 

FIGHTER: 18th level ranger 

MAGIC-USER/ILLUSIONIST: 12th lovol 

illusionist 

THIEF/ASSASSIN: 12th lovd assassin 

MONK/BARD: 12th level bard 

PSIONIC ABILITY: I 

S: 23( + 5. -*-li; 1:24 W: 24 D: 25 C:25 CH:25 

Ullor was once a groat god. but his power has waned with tho ascension of 

Odin. As the greatest hunter of tho Aosir, Uller spends a great deal of time 

in the wilderness areas of Asgard, and is thus immune to the effects of the 

elements. Ho cannot bo harmed by fire, cold, lightning, or any of the 

various elementals. 



NORSE MYTH OS NORSE MYTH OS 

Though Uller is in many ways an outsider, the other Aesir have a high 

regard for his capabilities, and he has been known to temporarily rule in 

Odin’s place when Odin was elsewhere. 

Uller is Ihe patron of archers, and a mighty bowman. He uses a +5 long 

bow; ho can shoot it at any targot that ho can soo, with no range ponallios. 

and ho never misses targets loss than 200" away. Ho also wlolds a *4 

two-hnndod sword that strikes for 2-20 points of damage (plus slrongth 

bonus). 

Uller is also the god of winter, and sometimes gives aid to those less able 

to sutvive it than ho. 

VALKYRIES "Choosers of the 

ARMOR CLASS: -2 

MOVE: 1E>' 

HIT POINTS: 100 

NO OF ATTACKS: 2 

DAMAGE/ATTACK: By weapon typo 

SPECIAL ATTACKS Nl 

SPECIAL DEFENSES: Nl 

MAGIC RESISTANCE: 25% 

SIZE: M 

ALIGNMENT: Chaotic neutral 

CLERIC/DRUID: Nil 

FIGHTER: 15th lovol fighter 

MAGIC-USER/ILLUSIONIST: Nl 

THIEF/ASSASSIN: Nl 

MONK/BARD: 8th level bard 

PSI0NIC ABILITY: Nil 

Attnck/Dofonso Modes: Nl 

S: 19( + 3, *7) 1:17 W: 17 D: 18 C: 19 CH: 19 

Those warrior maidens ride pegasi of maximum hit points. Those mounts 

aro Iho offspring of Slolpnor. It is tho Valkyrios’ duty to bring tho souls of 

Iho host and most valiant slain warriors from battlefields to Valhalla, tho 

hall of Odin. They act as sorving maids In Odin’s hall and as handmaldons 

to Frlggn. When thoy ride forth to choose tho slain, their armor gives off a 

pearly, flickering light that is said to causo tho Aurora Borealis. Thoy travel 

otheroally, and ore only visible to warriors in mortal dangor. 

VIDAR (god of strength and silence) 

Lesser god 

ARMOR CLASS: -3 

MOVE: 21” 

HIT POINTS: 380 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 8 80 

SPECIAL ATTACKS: Seo bolow 

SPECIAL DEFENSES: Silonco. *2 or 

better weapon to hit 

MAGIC RESISTANCE: 95% 

SIZE: l (20V 

ALIGNMENT: Chaotic good 

WORSHIPER’S ALIGN: Chaotic good 

SYMBOL: iron shoo 

PLANE: Gladsheim 

CLERIC/DRUID: JOth lovol druid 

FIGHTER: 18th lovol rangor 

MAGIC-USER/ILLUSIONIST: Nl 

THIEF/ASSASSIN: Nil 

MONK/BARD: Nl 

PSIONIC ABILITY: VI 

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

Vidar, a son of Odin, is a stoic bastion of strength for the Aesir in times of 

nood. Ho spooks only whon ho must, and thon ho usos as low words as 

possible. Though not n socinblo god, his hate of evil is strong, and whon 

Iho Aosir don’t nood film, ho combats it in his own way. 

Though not a groator god, Vidar's strength and constitution aro ronownod, 

and ho is a foarsomo opponont to onontios such as giants. On his right foot 

ho woars a magical iron shoo, with which ho con striko twice por round for 

8-80 points of damage. Any object or person that Vidar steps on with this 

shoo (successful "to hit" roll roquirod) will bo pinnod until tho god 

choosos to lot thorn go. No cronturo can fight or cast spoils whon undor 

Vidar's shoo. 

At will. Vidar can make a 24” radius around himself completely silent. This 

olfocl cannot bo countered by dispel magic, spoil turning, or anything olso. 
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This culture was among man's first attempts at civilization, and it is one of 

man’s first recorded religions. Because of this, the gods are unusually close 

to their worshipers and every worshiper is a servant of his or her god. We 

constantly see a willingness to help that is soon lost to all other mythoi. 

Every city has its patron deity; all the people belong to that temple and 

nono other. All officials of the city aro clerics of tho lomplo and the high 

priest is always the king or queen of that city-state. The temples have a 

stepped pyramid shape in the manner of the Aztec temples. 

Sacrifices and gifts to the deities aro all made as items that will dress up 

altars and the temple surroundings; the richer and more valuable the 

bottor. Tho dories thomsolvos mako itoms to bo directly sacrificed to tho 

gods by burning at tho same time that human lives aro sacrificed to tho 

gods (primarily condomnod criminals). 

Each lomplo has an imago of its god on a raised platform in an inner shrine 

closod off to tho public. Boforo tho imago is a tablo usod as an altar that 

has all tho gifts of tho yoar placed upon it. Thoro is a central courtyard 

boyond tho main ontranco for public worship. Tho building will have sido 

chapels and storerooms of several types. The main entrance to the temple 

is sot at right angles to tho inner templo. Tho moro important tomplos aro 

raisod up on artificial hills (or ziggurats) of rod brick. 

Clorics sorvo tho bost moot and drink to tho gods on special tables bosido 

allar8. This food is burnt ovory night for tho gods’ uso. Tho sovonth. fif¬ 

teenth, ond twonty-fifth days of tho month aro holy days. A sacrifice is al¬ 

ways hold on tho night of the now moon. 

Thoro aro throo dogroos of punishment for clerical sins. Committing tho 

first major transgression results in an acute severe gastro intestinal disease 

(os por DMG) for tho offondlng cleric. Tho socond transgrossion results in a 

punishment of 15 troubles, each worse than the last (though none are 

automatically fatal). Thus, a cleric might be stung by a boo. then sprain an 

anklo. thon suffor food poisoning, otc. If thoso warnings aro not onough. 

the third transgression results in the death of the offending one. Any trans¬ 

grossion can bo ornsod in tho sight of tho doity by a sacrifico sufficient in 

proportion to tho nature of the offense. Thoso sacrifices must bo important 

and/or oxponsi vo. 

Clerics of this pantheon must shave all hair from their bodies and wear 

kilts and robos of white with colorful borders. Tho shape ond color of tho 

border indicates the cleric's patron deity. Female clerics wear rounded 

conical hots to cover their baldness. 

Noto: Tho geographical area of tho Sumorian mythos is almost exactly tho 

somo os tho Babylonian. Though separated by time, they share similar 

culturos and idoas. (This ovorlap is in much tho samo mannor as that of tho 

Greek and Roman mythoi.) While we could have listed these groups to¬ 

gether, we thought that there was enough diversity between these two 

sections to warrant separation. In some cases, this diversity has been 

deliberately increased in order to prevent overlap. 

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

Greater god 

ARMOR CLASS: -2 

MOVE: 12-/36- 

HIT POINTS: 400 

NO. OF ATTACKS: 2 

DAMAGE/ATTACK: 50 points 

SPECIAL ATTACKS: See below 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 50% 

SIZE: M (610 

ALIGNMENT: Neutral good 

WORSHIPER S ALIGN: All good 

alignments 

SYMBOL: Pickaxe 

PLANE: Elysium 

CLERIC/DRUID: 20th level cloric 

FIGHTER: /9th lovol rangor 

MAGIC-USER/ILLUSIONIST: 

■nagic-usor 

THIEF/ASSASSIN: Ni 

MONK/BARD: 12th lovol bard 

PSIONtC ABILITY: Ni 

S: 25 (+7. +14) 1:25 W: 25 0:23 C: 25 CH: 24 

Enlil always appears as a tall man with a heavy dark beard and curly hair. 

At will, tho god can shapo chango, and can ESP at any distanco. Enlil can 

raiso oloctrical storms, and from thorn direct lightning bolts at (argots up to 

a mil© distant, doing 40 points of damage per strike (save vs. spells for half 

damago). Unliko tho other doities of this pantheon. Enlil has tho powor to 

raiso tho doad. Enlil takos no damago from lightning or oloctrical attacks. 

In battle, tho god woars a war helm that is not affocted by anything. When 

EnU is woaring it. ho fools no shock or harm from objects hitting tho holm. 

In any given moloo. when attacked by only ono weapon, that weapon is 

forced to hit tho holm (no saving throw). In other words, if Enlil wore fight¬ 

ing Thor, who uses M/olnir, the hammer would be forced to hit the helm 

ovory timo, no matter what Thor wanted, ond Enlil would fool nothing. If 

altackod by two or moro woapons. Enlil choosos which shall striko his 

holm. Tho god wields a stono axo in battlo that doos 50 points of damago 

por striko. but no damago if it hits metal. (Enlil’s porcontago chnnco of not 

hitting motal (if in combat with a motallically-armorod opponent) is oqual 

to tho baso armor class of tho opponent times ton. For oxamplo, Enlil 

would havo only a 30% chanco of striking an unarmored portion of a 

porson in plato mail, if ho "hits".) Enlil's axo doos disonchant any magic 

item that it comes in contact with (no save). It cannot be broken, will tele¬ 

port to the god's hand if taken more than 100 feet from the body of the 

god. and has a 25% chanco of nogating any spoil tossed at tho god boforo 

the spell reaches him. (In addition. Enlil has 50% magic resistance, and a 

saving throw, if applicable.) 
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ENKI (god Of the rivers & oceans) This aid takes tho form of that warrior never being hit. always making his 

or her saving throw, and never missing an attempted hit. This lasts for the 
Greater god duration of tho meloo. 

ARMOR CLASS -2 
MOVE: I2V24" 
HIT POINTS: 388 
NO OF ATTACKS: 312 
DAMAGE/ATTACK: 35 points 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES See below 

MAGIC RESISTANCE: 50% 
SIZE: M (6) 
ALIGNMENT: Lawful neutral 
WORSHIPER’S ALIGN: Lawful neutral 
SYMBOL: Ibox (mountain goat) 

PLANE: Nirvana 
CLERIC/DRUID: 20th level cleric 
FIGHTER: 13th level paladin 

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

THIEF/ASSASSIN: Nil 
MONK/BARD: !0th level bard 

PSIONIC ABILITY: Nil 
S:23( ♦ 5, ♦ 11) 1:25 W: 24 D: 23 C: 25 CH: 23 

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

She uses a small double bladed brass axe in battle that has the following 
abilities: it strikes for 25 points of damage per hit, causes any armor it 
strikes to turn to dust (no saving throw), and the user Is never surprised. 

Her breast plates negate any damage causod by hoat, cold. fang, or claw 
to her body. 

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

In battle, she drives a chariot pulled by seven lions to which sho has given 
the gift of flight (MV 3CT). They are otherwise normal boasts which are 
under her complete control, 

Kl (goddess of nature J 

Greater goddess 

This god Is always groon In color In any of his human manifestations. At 

will. Ire shape changes. Enki is aware of and can summon any being lhal 
has dlod In tho water to do his bidding. (One being of any species can bo 
summoned per day. The summoned being Instantly appears and does the 
bidding of tho god; that particular boing cannot bo cummonod ovor 
again.) Enki moves llko a blink dog. and Is Immuno to all forms of hoat. Ho 
can only talaport to areas where there Is water In quantities of mere than 
50 gallons. 

Tho god Is known for his groat hatred of demons, and ho will slay any 
person In his prosonco that has ovor doalt with those monstors In a friendly 
manner. In battle, ho fights tho strongest enemy facing his group first. He 
uses a small jado groon maco that lias sovoral powers: It strlkos for 35 
points of damago on n successful hit; It Is othoroal whon not hold by the 

god; It nogatos any spoil bolow tho 6th level cast at tho god; and It will 
never cause harm to a lawful neutral being it strikes. His armor, helm, and 
shlold aro mado out of wator. and automatically absorb tho first two hits 
mado against tho god in any given moloo round. 

Enki Is also tho patron of Jewelers, goldsmiths, and stonecutters. Naturally, 
bocauso of Enkl's Intorost In this aroa, only tho finest jowols. gold Itoms. 
and caivlngu cun bu given to the god’s temples In homage. 

ARMOR CLASS: -2 

MOVE: 15-/36-//36" 
HIT POINTS: 380 
NO. OF ATTACKS: 0 

DAMAGE/ATTACK: Nl 
SPECIAL ATTACKS See below 
SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: 90% 
SIZE: Af (57 
ALIGNMENT: Neutral 
WORSHIPER S ALIGN: Neutral 
SYMBOL: Irts 

PLANE: Prime Material Plane 
CLERIC/DRUID: 30th lovolcloric/14th 

lovol druid 

FIGHTER: *0th lovol paladin 
MAGIC-USER/ILLUSIONIST: 20th lovol 

In each 
THIEF/ASSASSIN: Nl 
MONK/BARD: 20th lovol bard 
PSIONIC ABILITY: I 

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

INANNA (war goddess/goddess of love) 

Greater goddess 

ARMOR CLASS: -2 
MOVE: 72724- 
HIT POINTS: 391 
NO. OF ATTACKS: 2 
DAMAGE/ATTACK: 25 points 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES See bolow 

MAGIC RESISTANCE: 66% 
SIZE: M (67 
ALIGNMENT: Lawful evil 
WORSHIPER S ALIGN: Warriors and 

/ovors 

SYMBOL: A shopherd s staff 
PLANE: Nino Ho//s 
CLERIC/DRUID: 10th level in each 
FIGHTER: 20th lovol ranger 

MAGIC-USER/ILLUSIONIST: 12th level 
in each 

TIIIEF/ASSASSIN: 15th level thief 
MONK/BARD: 10th level bard 
PSIONIC ABILITY II 

S:20( ♦ 3. *8; 1:2! W: 19 D: 25 C: 24 CH: 25 

Kl appoars as an elfin woman of great beauty. The goddoss cannot bo 
touchod by anything matorial cast through tho air at her. At will, sho can 

shape chango (into non-monster forms only). Sho can glvo the ’luck of tho 
gods“ to those she favors. This luck lakes the form of the recipient always 
making Ns or hor saving throw and only suffering half damago from any 
attack; this lasts for a 24 hour period. 

Any non-monster animal of any species Is hers to summon Instantly. In any 
numbor up to 100. No spocios can bo summonod more than onco por 
week. Thus, she can summon 100 tigers. 100 lions, 100 condors, etc.. In any 
given week and they will instantly come to her call. She can only summon 
one type of creature at a lime. She also has the power to Instantly know 
whoro any given thing Is on Iho surface of tho oarth. 

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

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

'This goddess usually appears in the form of a beautiful woman, and will 

on rare occasions pick exceptionally brave warriors in battle and aid them. 
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NANNA-SIN (moongodj 

lessergod 

ARMOR CLASS: -2 

MOVE: 12 “724- 

HIT POINTS: 339 

NO. OF ATTACKS 2 

DAMAGE/ATTACK: 30 points 

SPECIAL ATTACKS: Nil \ 

SPECIAL DEFENSES: See bolow 

MAGIC RESISTANCE: 75% 

SIZE: M (6') 

ALIGNMENT: Chaotic good 

WORSHIPER S ALIGN: Chaotic good 

SYMBOL: Jof black axo over the 

moon 

PLANE: Elysium 

CLERIC/DRUID: !3rh level in each 

FIGHTER: 1«h level tighter 

MAGIC-USER/ILLUSIONIST: 15th level 

in each 

THIEF/ASSASSIN Nil 

MONK/BARD: 15th lovol bard 

PSIONIC ABILITY: Nil 

S:25(*7. ♦ 14J 1:24 W: 25 D: 19 C: 23 CH: 25 

This human-oppoaring god is always bathed in a blue glow that acts as a 

rod of beguiling to nil who como within 10 foot of It. At will. Nnnna-SIn can 

nognto nny of the following: hont, cold, oloctrlclty, light, and darknoss. 

He uses a +3 Jet block nxe in battle which strikes for 30 points of damage 

per hit; it also acts as osword ofsharpness. 

NIN-HURSAG (goddess of the earth) 

Lossor goddoss 

ARMOR CLASS: -2 

MOVE: 9712" 

HIT POINTS: 355 

NO. OF ATTACKS: 3/2 

DAMAGE/ATTACK: 2-20 

SPECIAL ATTACKS: Gravity control, 

withering 

SPECIAL DEFENSES: See bolow 

MAGIC RESISTANCE: 50% 

SIZE: M 

ALIGNMENT: Noutral 

WORSHIPER’S ALIGN: Neutral 

SYMBOL: B/uo-whito diamond 

PLANE: Elysium 

CLERIC/DRUID: )3th levol druid 

FIGHTER: I Ith lovol Tighter 

MAGIC-USER/ILLUSIONIST: 30th level 

magic-usor 

THIEF/ASSASSIN: Ni 

MONK/BARD: Ni 

PSIONIC ABILITY: Nil 

S:23(*5. -*-11) 1:23 W:23 D: 23 C:23 CH: 23 

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

gravity and magnetism and has complete control over these forces. She 

can give the gift of flight to those she especially favors. She also has the 

power to wither those she hates. This withering takes the form of a special 

9th level spell that works like three charges from a staff of withering. It re¬ 

quires the same components as a wish spell. 

UTU(sungod; 

Greater god 

ARMOR CLASS. -2 

MOVE: Infinito 

HIT POINTS: 377 

NO. OF ATTACKS: 212 

DAMAGE/ATTACK: 50 points 

SPECIAL ATTACKS: Light rays, poly¬ 

morphing 

SPECIAL DEFENSES: Heat aura, 

regeneration 

MAGIC RESISTANCE: 90% 

SIZE: M f69 

ALIGNMENT: Chaotic good 

WORSHIPER S ALIGN: Chaotic good 

SYMBOL: Radiant sun disc 

PLANE: Nirvana 

CLERIC/DRUID: !5fh level cleric/14fh 

lovol druid 

FIGHTER: 13th lovol rangor 

MAGIC-USER/ILLUSIONIST: 15tli lovol 

in oach 

THIEF/ASSASSIN: Nf 

MONK/BARD: 5th level bard 

PSIONIC ABILITY: VI 

S:24<*6. ♦ I2j 1:20 W: 22 D: 22 C:24 CH:25 

This deity, always In human form. Is constantly bathod In n dazzling 10 

radius yellow glow. The glow causes all enemies to suffer a -2 on all 

strikes at the god. and all undead wither to dust at a touch of his glow. Ho 

can cast two light rays per round at anything in sight, oach of which doos 

20 points of damage when they hit (save vs. spells for half damage). Ho 

regenerates all lost hit points when touched by heat of nny degree above 

100* F. and ho is able to polymorph living matter Into dirt, with a 3 on tho 

boing's saving throw. 

In battle, tho god throws bits of tho sun ho has pulled away. Those sun-bits 

can bo thrown up to 2 milos away from tho god. and thoy slrlko for 50 

points of hoat damago whon thoy hit. His aura also causos anything strik¬ 

ing his body to molt unloss tho thing Is indostrucllblo. 

CLOUD CHARIOTS 

All of the gods and goddesses have cloud chariots at their porsonnl com¬ 

mand. Those devices appear to bo clouds that give off a dazzling radiance. 

When a god steps on them, they become platforms of transportation for 

the gods and also a means to impress worshipers and non-believers alike. 

A cloud chariot travels at a rate of 24". and can teleport itself to any place 

where there are clouds in the sky. It is unaffected by any material force 

and is novor dostroyod. Tho gods will always appoar to tholr clorlcs on 

such devices to prove that thoy are gods. These devices are capable of 

carrying anything tho controlling deity wlshos. 



APPENDICES 

APPENDIX 1: THE KNOWN PLANES OF EXISTENCE 

There exists an infinite number of parallel universes and planes of exist¬ 

ence in the fantastic "multiverse" of ADVANCED DUNGEONS & DRAG¬ 

ONS. All of these "worlds" co-exist, but how "real” each is depends en¬ 

tirely upon the development of each campaign referee. The charts and ex¬ 

planations which follow show only the various planes tied to that of nor¬ 

mal existence. The parallel universes are not shown, and their existence 

might or might not bo actual. 

THE INNER PLANES 

Tho Primo Matorial Plano 

The Primo Matorial Plano (or Physical Plano) is at tho "cento r" of tho Innor 

Planes. It housos tho universe and all of its parallels. It is tho piano of 

Torra, and your campaign, in all likelihood. Tho Prime Matorial is bounded 

or pormoatod by all of tho Innor Pianos and tho Astral Plano. Tho Primo 

Material Plane is made up of the four elements plus positive and negative 

onorgy. 

The Positive Material Plane 

This is a placo of onorgy and light, tho place which is tho sourco of much 

that is vital and active, tho power supply for good. Any creature from tho 

Prime Material that tried to enter the Positive Material Plane (e.g. from lire 

Ethoroal Plano) would probably bo Instantly consumod by tho poworlul 

onorgios Ihoro. 

The Negative Material Plano 

This Is a placo of antl-mattor and nogntlvo force, tho sourco of powor for 

undond, the onorgy area from which ovil grows. No ono is certain what 

typos of croaturo may exist on tho Nogativo (or Posilivo) Matorial Plano. 

Any croaturo from tho Primo Matorial Plano would probably bo complotoly 

drained of all life and enorgy. 

The Elemental Planes 

Tho planes of Air. Earth. Fire and Wafer "surround" tho Primo Matorial 

Plane. Fig. 1 shows one way of visualizing their relationship to each other 

and the other Inner Pianos. Tho Elemental Planes are represented by tho 

band that surrounds the Prime Material Plane(s). Don't be fooled by the 

apparont sizos of tho pianos represented in Fig. 1. There are an infinite 

number of parallel Prime Material Planes, and each and every one of 

these are bounded by the Elemental Planes, so the Elemental Planes are 

themselves infinito, in effect. Fig. 2 shows ono way of visualizing the 

Elomonlal Pianos' relationship to oach other. It is possible to actually phy¬ 

sically move from ono Elomonlal Plano to another by moving through tho 

Para-Elemental Pianos. 

The Elemental Planes are the homes of many different kinds of elemental 

creatures, and some of them have tho ability to travel to the Primo 

Matorial Plano. Thoro is probably more traffic botwoon tho Primo Matorial 

and tho Elemental pianos than botwoon any othors. This is usually oilhor 

diroct Iravol (through gatos or summoning) or by way of tho Ethoroal 

Plano. Thoro oro also noxlal points in distant, out-of-the-way placos on tho 

Prime Material Plane that lead directly to the Elemental Planes. These 

noxial points would most likoly bo found in tho doopost ocoan (to tho 

Plane of Water), high in the atmosphere (to the Plane of Air), far under¬ 

ground (to tho Plano of Earth), or in an actlvo volcano (to tho Plano of 

Fire). Temporary noxial points may also be established occasionally, such 

ns an opening to tho Elomonlal Plano of Firo In tho middle of a raging for¬ 

est fire. 

Tho Para-Elomontal Pianos 

Whore tho Elomonlal Pianos moot nro tho lossor Para-olomontat Pianos. 

Tlioso nro: 

The Plane of Ice, where Air and Water meet. 

Tho Plano of Dust, at tho conjunction of Air and Firo. 

The Plane of Heat, where Fire and Earth converge (lava). 

Tho Plano of Vapor, at tho mooting of Earth and Wntor. 

FIG. 1 THE INNER PLANES 
POSITIVE MATERIAL 

ELEMENTAL PLANES 

NEGATIVE MATERIAL 

PRIME MATERIAL PLANE 

ETHEREAL PLANE 
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These planes are home to many para-elementals. and they can be Inner Pianos it touchos only the Prime Material, soo Fig. 3. Astral travol and 

reached in the same manners the Elemental Planes can be reached. combat are explained later. 

The Ethoroal Plane 

The Ethereal Plane surrounds, touches and permeates all of the Inner 

Pianos and tho ondloss parallol worlds of tho univorso without being a part 

of thorn. The Ethoroal Plano is basically Insubstantial, and few "real" crea¬ 

tures actually livo there (though there aro rumors of floating islands of 

solid ether, populated by exiles, which drift about the Ethereal Plane). To 

creatures on the Ethereal Plane, objects on the Prime Matenal Plane (or 

any of tho Innor Pianos) appoar as incorporeal phantoms. Ethereal crea¬ 

tures may pass through these phantoms with no difficulty, although a per¬ 

son boing "passed through" might experience a chill down the spine. 

Ethoroal beings or things are "real" to each other, however. Noto that tho 

Ethoroal Plano doos not oxtond to tho Oufor Pianos, so it is not possiblo for 

creatures on those pianos to "go ethoroal". Ethereal travel and combat aro 

explained later. 

Tho Plano of Shadow 

The Plane of Shadow co-exists with the Prime Mateiial Plane, and is a 

result of tho interaction of that plane and the Positive and Negative Ma¬ 

terial Planes. Tho Negative plane provides the darkness, and the Positive 

plane the light; these meet at the Prime Material Plane, which casts the 

shadow. Thus the Plane of Shadow is a place of distorted and mutable 

shadow-croaturos. of white, black and all shades of gray. 

THE OUTER PLANES 

The Astral Plane 

This plane radiates from the Prime Material to a non-space where endless 

vortices spiral to the parallel Prime Material Planes, and to the Outer 

' Planes as well. This plane can be used to travel to distant worlds, to 

parallel planes, or to the Outer Planes themselves. Note that the Astral 

Plano touches only the upper layer of each of the Outer Planes, and of the 

Tho Outor Pianos of Alignmont 

Thoso pianos aro tho homos of tho doitios and tho sourco of alignmont 

(religious/philosophical/ethical ideals). There is an exact correspondence 

between alignment and the Outer Planes. Figure 4 and Figure 5 con be 

used to visualize this more clearly. Noto that tho alignmont positions on 

the Character Alignmont Graph match up exactly with tho Outor Planes of 

identical alignment. There are nine basic alignments, and nine planes 

which correspond to thoso alignments. Thoro aro also eight other pianos 

between the nine which represent "borderline" alignments. 

As Fig. 4 shows, alignment is a mattor of degree rather than absolute 

definition. Thus, a lawful evil character who tended towards neutral evil 

would probably end up in Gehenna rather than Hados or tho Nino Holls. 

The seventeen Outer Planes are as follows: 

The Seven Heavens of absolute lawful good. 

The Twin Paradises of lawful/neutral good. 

Tho layors of Elysium of neutral good. 

Tho Happy Hunting Grounds of chaotic/neutral good. 

The layers of Olympus of absolute chaotic good. 

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

chaotics. 

The layers olLimbo of neutral (absolute) chaos. 

The layers of Pandemonium of neutral/evil chaotics. 

The 666 layers of the Abyss of absolute chaotic evil. 

The layers of farterus of neutral/chaotic evil. 

Hades' "Three Glooms" of neutral (absolute) evil. 

The furnaces of Gehenna of neutral/lawful evil. 

The Nine Hells of absolute lawful evil. 

Tho nether layers of Acheron of noutral/evil law. 

Nirvana of neutral (absolute) law. 

The layers of Arcadia of neutral/good law. 

The plane of Concordant Opposition of true neutrals. 
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As can bo soon from Fig. 3. tho sovonloon Outor Pianos contact each other 

at thoir topmost layors. It Is possiblo to move dlroctly from tho upper loyor 

of ono Outor Plano to on adjacent ono (though it is not nocossarily ad¬ 

visable or safe). Thus a boing could go from tho topmost layer of tho Abyss 

to Pandomonium or Tarforus, and it is likowiso possiblo to move from 

Hades to Tarfems. Gehenna, or the plane of Concordant Opposition. 

ETHEREAL TRAVEL AND COMBAT 

the ether. The first time a journey between two points is made, the DM 

should check for encounters three times. On the second journey, he or she 

should chock twico, and on all subsoquont journoys botwoon tho two 

known points, only ono chock need bo made. 

All movement and travol in tho Ethoroal Plano is subjoct to certain hazards. 

Some monsters are able to function partially in this plane, while some 

roam tho piano frooly. Tho worst hazard, howovor, is tho Ethor Cyclono. All 

these dangers are detailed below. 

A character can achieve the ethereal state (move to the Ethereal Plane) by 

various means which include magic spells, magic Items, magical ointment 

(oil of othoroalnoss) or psionic discipline. It is possiblo to movo to or about 

any of the Inner Planes which the Ethereal Plane permeates, and it is pos¬ 

sible to movo from plane to plane ethereally. To move on the Ethereal 

Plano, an entity has but to will movement for it to happen. If concentration 

upon movement lapses, progress immediately halts. Ethereal travel is tire- 

loss and rapid. Croaturos in othoroal slato need noithor food, drink, rest 

nor sloop. Ethoroal croaturos may movo from piano to piano by moving 

from the shadow of one plane to the shadow of another. This may be ac¬ 

complished by concentrating upon moving to the desired destination. This 

gets easier with practice, as the being marks out a mental "trail" through 

Ethereal Encounters 

Encounters occur on a 1 in 20; if the party is following an unfamiliar 

"path", check three times total: at the beginning, midpoint and at the end 

of tho journey. If an encounter is indicated, consult tho Ethereal Encounter 

Tablo (bolow) and roll percentile dice. Road to tho right on tho tablo to 

find the creature (and number) encountered. Evasion is possible only if the 

adventurers are able to movo more quickly than the monster encountered. 

This will only occur if the party is both following a familiar "path" and the 

least-intelligent member of tho party has a highor intelligence score than 

the most-intelligent pursuer (due to the fact that ethereal travel is a func¬ 

tion of mental concentration). 
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Ethereal Encounter Table The Ether Cyclono 

KNOWN PLANES OF EXISTENCE 

Dice 

Score Creature Encountered Numbers 

The twisting vortex of the Ether Cyclone is caused by fluctuations of the In¬ 

ner Planes, and as such is only encountered on ethereal journeys between 

01-04 Aerial servant 1 planes. There is a non-cumulative 5% chance per plane crossed that a par¬ 

05-06 Basilisk* 1-2 ty will encounter the Efher Cyclone. The effects of being caught in the 

09-11 Cockatrice* 1-4 Cyclone are detailed below: 

12-16 Couatl 1-4 

17-23 Djinni 1-6 Dico Score Effoct Of Cyclono 

24 Dragon, chromatic 1 1-10 Blows so as to move party in random direction at 1201 per 

25 Dragon, platinum 1 round, and if travelling is involved, party is slowed so as 

26-27 Efreetl 1-3 to incur 1 additional encounter check. 

28-32 Elemental, air 1 11-15 Blows to a plane different than that which the parly is near 

33-34 Elemental, earth \ or desires to travel to; the usual encounter checks must 

35-36 Elemental, fire 1 be made. 

37 Elemental, water 1 16-18 Blows so as to cause party to be lost for 5-60 days, and 

3842 Ghost 1 when no longer lost the party will arrive at a different 

43-44 Gorgon* 1-2 plane as determined by random moans. 

45-46 Groaning spirit 1-2 19-20 Storm cyclone causes party to be lost for 10-120 days, and 

47-51 Human traveller — see Character Subtable** unless saving throw versus spells is made, the party is 

62-53 Intellect devourer 1-2 blown to the Astral Plane. If a save is successful, then 

54-56 Invisible stalker 1-3 parly will still arrive at a randomly determined plane 

57-61 Kl-rln 1 touched by the ether. 

62 68 Lammasu 2-8 

69-70 Medusa* 1-2 Ethoroal Combat 

71-72 Nightmare 1-4 

73-74 Salamander 2-5 Though the Innot Planes are moro phantoms to creatures on tho Ethereal 
75-77 Shedu 1 Plano, such creatures will certainly bo "real" to each other, ond normal 

78 81 Spider, phase 1-6 melee or spell casting is possible between ethereal beings. II is also 

82 88 Thought eater 1-3 possible to combat creatures who exist or function partially on the Ethereal 

89 Titan, elder - 1 Plane. Thus, those creatures whoso attack forms extend to the ethereal can 

90-92 Titan, lesser 1 bo attacked by ethereal creaturos. It is only in these instances that spells 
93-94 Titan, major 1 con bo cast from tho Ethoroal to the Prime Material Plano, and then they 
9597 Wind walker 2-5 will only affect the creature with ethereal connections. Ethereal combat 
9ft 00 Xom 36 damage is actual damage. 

* Those creatures' perceptions extend Into the Astral and Ethereal Planes 

(as do tholr magical attack forms), but they do not actually travol 

therein. Their possible appearance applies only to situations in which 

the encountering parly is nenr to the Prime Matorial Plane, and could 

therefore possibly be affected by the creatures' attack forms. 

**Tho Charactor Subtablo used for DUNGEON RANDOM MONSTER EN¬ 

COUNTERS in the DUNGEON MASTERS GUIDE is used, with tho follow¬ 

ing modifications: Party sizo will bo only 1-6. No limits to tho number of 

characters of one class apply There will always be 1 cleric; if there are 2 

or moro in tho party, there will also be a minimum of 1 magic-usor. 

Character level will bo: 

ASTRAL TRAVEL AND COMBAT 

Astral travel is possible by various means including magic spells and 

psionic discipline. The Astral Plano touches only tho endless Prime Ma¬ 

terial Plane and the 17 "first layers" of tho Outer Pianos. The Astro/ Plano 

does not touch any of the Inner Planes other than tho Prime Matorial Plane. 

It is possiblo to movo about, in. or to any of the Prime Material universes or 

to the first layers of the Outer Planes by moans of astral travel (see the 

clerical astral spell tor pertinent details). As with ethereal travel, move¬ 

ment through tho Astral Plane Is speedy, and while there the Individual 

needs no food, drink, rest or even sleep. 

CLERIC 9th 18* 

Druid 7th 14th 

FIGHTER 8th m 

Paladin 7th 16th 

Ranger 7th 16th 

MAGIC USER llth 20th 

Illusionist 10th 17th 

THIEF 9th 16th 

Assassin 10th- 15th 

MONK 8th- 17th 

BARDf llth- 18* 

f 7th or 8th level fighter ability. 6th to 9th level (d4 *b) thief ability. 

Beings in an astral state movo from place to place simply by concentrating 

upon moving to the desired destination. As with ethereal travel, this gets 

easier with practice, as the astral traveller "learns the way". The DM 

should check for encounters throo times on the first Journey between two 

points, twice on the second journey, and only once on any subsequent 

journeys. 

Astral Encounters 

Encounters in tho Astral Plano occur on a 1 in 20 chance; chock one. two or 

three times per journey, depending on the parly’s familiarity with the 

route followed. Use the table below to determine creature(s) en¬ 

countered Evasion is handled as described undor Ethereal Encounters 

(qv.). 
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Astral Encountor Tablo 

Dico 

Scoro Croaturo Encountorod 

• 

• Numbers 

01-04 Aorial sorvanl * 1 

05-10 Basilisk' 1-2 

11-13 Cockatrice* 1-4 

14-16 Demon, major 1 

17-22 Demon, minor 1-3 

23 Demon, prince 1 

24 Devil, arch- 1 

25-28 Dovil, groator- 1 

29-37 Dovil, lessor- - 1-3 
38 Dragon, chromatic 1 

39 Dragon, platinum 1 

40-41 Gorgon* 1-2 

42-46 Human traveller— soo Character Subtablo** 

47-49 Intellect dovouror 1-2 

50-55 Invisible stalker 1-3 

56 61 Kirin A 1 

62-63 Modusa* .1-2 

64-71 Night hog • . 1-4 

72-74 Nightmare 1-4 

75-79 Rakshasa 1-3 

80-91 Shodu 2-5 

92 Titan, elder 1 

93-97 Titan, lossor 1 

9860 Tifan, major 1 

*Sqq bononth Ethoroal Encountor Tablo 

•*Soo bononth Ethoroal Encountor Tablo. 

Tho Psychic Wind 

Perhaps the most dangorous thing that can happen to an astral trnvollor is 

gottlng caught in tho psychic wind. No ono knows how or why tho wind 

blows, but all fonr its olfocts. Tho chnnco o(u dolnyod ordisruptod Journey 

is a non-cumulative 5% por piano crossod (including nltornoto worlds of 

the Prime Material) or solar system travelled to (if journoying across tho 

Prlmo Matoriol). Tho offoclo of tho psychic wind aro shown bolow: 

Dico Scoro 

1-12 

13-16 

17-19 

20 

Effoct Of Wind 

Slows travol only, incur 1 additional check for random on- 

countar. 

Blows off courso, and party is lost for 2-20 days* timo, thon 

must return to starting place. 

Blows off courso so that party nrrivos at a difforont destina¬ 

tion ns determined by random method. 

Storm blows, and unless a saving throw versus magic is 

made, the silver cord is broken, and the party is killed. If 

a savo is successful, tho party i3 lost for 4-40 days and 

must return to the starting place thereafter. 

PLANAR TRAVEL 

The purpose of this section is to sum up all of the information that has been 

stated or implied about planar travel. First, travel among the Inner Planes: 

this is usually dono by moans of tho Ethoroal Plano, as it pormoatos all of 

tho Inner Planes. (It is not possible for creatures on the Outer Planes to "go 

ethereal".) As with all planar travel, it is also possible to pass directly from 

ono plane to another by moans of "gates", thereby avoiding ethoroal 

travel. A gate may be formed by a magic spell (such as a gate spell, or 

con/ure elemental, which forms a direct opening between the planes) a 

magic itoin (o.g. an amulet ol tho pianos, a well ol many worlds, a cubic 

gate, or any of the various elemental-summoning devices), or divine inter¬ 

vention. Thoro aro also diroct nexial points connecting the Prime Matorial 

and Elemental Planes. 

Travel to and from the Outer Planes is usually by means of gates or via the 

Astral Plano. (Note that tho Astral Plane can only be entered from the 

Prime Material Plane or one of the "first layers" of the 17 Outer Planes.) If 

a being is gated to ono of tho Outer Pianos, ho comes comploto with body 

and possessions, leaving no part of himself behind. However, if a being 

astrally projocts and travols tho Astral Plano to ono of tho Outor Planes, ho 

loavos his matorial body bohind on tho Primo Matorial Plano, connoctod to 

his ossonco by a silver cord. If his material body is destroyed or tho silvor 

cord Is snapped while he Is In the Astral Plane, the being Is permanently 

and irrevocably killed. If he moves to one of the Outer Planes from the 

Astral Plano, a body torrns around him, but it Is dovoid ot possessions. Both 

bodlos aro now connoctod by tho silvor cord, and if either body is 

dostroyod, tho being will continue on in tho remaining body (reluming in¬ 

stantly to the Prime Material if the Outer Plane body is killed). If Ihe silver 

cord is snappod on tho Astral Plano, tho unoccuplod body dies. 

Random Determination of Planes 

If foi some leuson it becomes necessary to choose a plane of existence at 

random, tho following toblos may bo usod: 

Innor Pianos 

Dio Roll Plano 

1-2 Primo Material Plano 

3 Primo Material Plano (altornato world) 

4 Posltlvo Matorial Plano 

5 Negative Material Plane 

6-7 Elemental Plano of Air 

8-9 Elemental Plane of Earth 

10-11 Elemental Plano of Fire 

12-13 Elemental Plane of Water 

14 Parn-Elomontal Plano of Dust 

15 Para-Eloinontal Plano of Hoat 

16 Parn-Elomontal Plano of Ice 

17 Para-Elemental Plane of Vapor 

18-19 Ethereal Plane 

20 Plano of Shadow 

Noto: If astral pro/oction doos not involve a silver cord attachment, then 

the party concerned is both lost and arrives at a difforont destination when 

struck by a psychic storm wind. 

Astral Combat 

As on tho Ethoroal Plano, astral boings aro "roar to oach othor, and can 

cast spells and melee normally. The major impediment to these activities is 

that astral travellers employing an astral spell or the psionic astral projec¬ 

tion discipline do not carry their possessions with them into tho Astral 

Plano (except for certain magic items that have a multi-planar existence, 

o.g. an amulet of tho planes). Boings travelling astrally by these modes 

will thoroforo have to roly on their natural weaponry or spells without 

matorial components in any astral melee. Most croaturos can do no more 

than destroy the astral body, causing the silver cord to return to the 

matorial body and preventing further astral travol for a poriod of timo. 

Very powerful beings (gods, demigods, etc.) might be able to snap tho 

silver cord, thus killing the astral and material bodies simultaneously. 

Outor Pianos 

e Roll Plane 

1-3 Astral Plane 

4 Seven Heavens 

5 Twin Paradisos 

6 Elysium 

7 Happy Hunting Grounds 

8 Olympus 

9 Gladshoim 

10 Limbo 

11 Pandemonium 

12 Abyss 

13 Tartorus 

14 Hades 

15 Gehenna 

16 Nine Hells 

17 Acheron 

18 Nirvana 

19 Arcadia 

20 Concordant Opposition 
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APPENDIX 4: FURTHER REFERENCE 
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Hackin. J. et al. Asiatic Mythology. New York: Crescent, {no date). 

Hamilton. Edith. Mythology. Boston: Little. Brown & Co.. 1942. 

The books listed below constitule some of the references used in compiling Hodge. Frederick Webb. Handbook of American Indians. New York: 

this work. They, as well as numerous other works, contain much more de- Rowan & Littlefield. 1965(2 volumes). 

tailed accounts of the gods and their divine characteristics than can be in- Kramer. Samuel N. (ed.). Mythologies of the Ancient World. New York: 

eluded heroin. Further research is recommended to the DM who wishes to Doubloday, 1961. 

augment the given information. Leach. Maria & Fried, Jerome (eds.). Funk S Wagnall’s Standard Dictionary 

of Folklore. Mythology, and Legend. New York: Funk & Wagnall, 1972. 

Aldington. R. otal. (translators). Now Larousse Encyclopedia of Mythology. Malory. Sir Thomas. Le Morto d’Arthur (2 volumos). England: Ponguln 

New York: Putnam. 1968. Books. 1978. Paperback. 

Budge. E. A. Wallis. The Egyptian Book of the Dead. New York: Dover. Nicholson. Irene. Mexican and Central American Mythology. England: 

1967. Paperback. Paul Hamlyn. 1967. 

Bullfinch. Thomas. The Age of Fable. New York: Cromwell. 1970. Schwab. Gustav. Gods and Heroes. Now York: Pantheon. 1946. 

Christie. Anthony. Chinoso Mythology. England: Paul Hamlyn. 1968. Squire. Charles. Celtic Myth and Legend. Hollywood: Newcastle Press, 

Davidson. H. R. Ellis. Gods and Myths of Northern Europe. New York: !975. Paperback. 
Ponguln Books Ltd.. 1964. Paperback. Tripp, Edward. Meridian Handbook of Classical Mythology, New York: 

Frazor. Sir James G. Tho Goldon Bough. Now York: University Books. 1961. Crowell, 1970. 

Ganlz. Joffroy (trans.). Tho Mablnoglon. Middlesex. England: Penguin Stormbringer. White Wolf and Elricl; Chaosium. Inc., P.O. Box 6302, 

Books Ltd., 1977. Albany. CA94706. 
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Blue Sphere (Tyche).74 
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Camaxtli .33 
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Dagda.26 
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Death.98 

Doep Ones.45. 43. 47. 48 
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Dovouror .98 
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Dinncecht.27 

Dionysus .68 
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