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TEMPLATE

GODS AND DEITIES

OF THE WILDERLANDS

From the just rule of Mitra to the coiling evil of Set; from
the River Goddess Modron who walks the streets of her
town to the evil sea god of Viridistan, Armadad Bog; from
the strange and monotheistic Mycretians to the barbarian
god Odin, deities and their followers play a key role in the
Wilderlands. This chapter details many of the deities of the
setting as well as several new domains and powers affiliated
with several of those deities.

There are many deities in the Wilderlands—so many, in
fact, that they cannot all be detailed here. The following
listing of gods is not comprehensive or exhaustive but
reflects many of the important faiths within the Wilderlands.
The Wilderlands is an open setting. Feel free to add gods
from any source or product.

Though many are not detailed here, gods from most
traditional pantheons are present in the Wilderlands.
Refer to the Third Edition version of Deities and Demigods
by Wizards of the Coast and to earlier versions of the same
book for details. A free download is available at
www.judgesguild.com detailing the other gods not described
below. Sages believe the multiplicity of deities is due to the
Wilderlands intersecting with so many other planes of
existence and alternate Primes. Some gods, prominent on
other worlds, are of lesser power in the Wilderlands and
conversely some lesser deities of a pantheon, such as
Manannan, are of great importance in the Wilderlands.

The Babylonian gods Anu, Anshar, Dahak, Drauga,
Ishtar, Marduk, Nergal and Ramman are commonly wor-
shiped, mostly in Tarantis or in the Ghinnor Successor
States of Lenap and Tlan.

The Celtic deities Dagda, Arawn, Brigit, Diancecht, Dunatis,
Goibhnie, Lugh, Math, Morrigan, Nuada, Oghma and Silvanus
are commonly worshiped by Tharbrians. The Celtic god
Manannan is worshiped in the City State and is detailed below.

Even the Central American deities Quetzalcoatl,
Camazotz, Huhueteotl, Tlaloc and others are worshiped,
though rarely.

The Chinese deities Shang-Ti (worshiped as Shang Ta
in Viridistan), Chao Kung Ming, Chih Sung-Tzu, Huan
Ti, Kuan Yin, No Cha and others are worshipped in the
Wilderlands, mostly in or around Viridistan.

The Egyptian deities of the Pharaonic Pantheon, includ-
ing the gods Ra, Anhur, Anubis, Bast, Horus, Isis, Nephthys,
Osiris, Ptah, Seker and Shu as detailed in Deities and
Demigods and other volumes, are worshiped in the Desert
Lands and other regions of the Wilderlands. Several Egyp-
tian deities are widely worshiped—Thoth and Set, both of
which are detailed below.

The Finnish mythos, including the gods Ahto, Ilmatar,
Louhi, Mielikki, Surma, Tuoni and Ukko are worshiped,
but they have few temples and are generally only worshiped
individually.

The Greek mythos are widespread in the Wilderlands,
including the gods Zeus, Aphrodite, Appolo, Ares, Artemis,
Athena (who is very prominent in the Wilderlands and is
worshiped in several incarnations), Demeter, Hades, Hecate
(also prominent in the Wilderlands), Haphaestus, Hera
and Poseidon. These gods, while prominent throughout
the Wilderlands, are more common in parts of Altanis and
the many islands throughout the Wilderlands than in the
largest city states.

The Indian mythos, including the gods Indra (known as
Kara), Agni, Kali, Karttikeya, Lakshmi, Ratri, Rudra, Surya,
Tvashtri, Ushas, Varana, Vishnu and Yama, are uncom-
mon and are normally worshipped only by members of the
far-off Kingdom of Karak, where these gods are dominant.
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The Japanese deities are strangely absent from the
Wilderlands, though they are more common in several
adjoining Alternate Primes.

The Norse gods, including all those detailed in Deities and
Demigods such as Odin, Aegir, Balder, Bragi, Fenris Wolf,
Frey, Freya, Frigga, Heimdall, Hel (who, like Hecate, is of
greater importance in the Wilderlands than is normal in her
pantheon), Loki, Magni, Sif, Surtur, Thor (very popular in
the Wilderlands), Thrym, Tyr, Uller and Vidar, are very
prevalent in the Wilderlands and are heavily worshiped by
all races, but in particular by Skandiks and Tharbrians.

The gods of the Sumerian mythos, such as Enlil, Enki,
Inanna, Ki, Nanna-Sin, Nin-Hursag and Utu, are wor-
shiped primarily in the southern lands such as the Ament
Tundra and Ghinor.

Most of the denizens of the Wilderlands are polytheistic,
believing in many gods and spirits, with a few notable
exceptions such as the Mycretians who follow the god Mycr
(monotheistic) and the worshipers of the foreign gods of
Pegana (a pantheon of multiple gods that allows for no
other gods). Because of the sparse population of the
Wilderlands there are few truly large and organized reli-
gions, except perhaps for Armadad Bog whose worship has
spread due to the influence of Viridistan. Even Mitra, a
lawful good god who is widely worshiped, does not have an
overarching organization of his clergy over more than one
region of the Wilderlands. Thus, worshipers of the various
gods—once away from their temple hierarchies—have great
leeway in enforcing the will of the deities.

DIVINE QUALITIES
 The word “deity” covers a broad range of beings—true

greater “gods” with the power of creation, lesser gods, demi-
gods, animal spirits, forgotten gods, alien gods, god-priests
and living gods that wander the world and are worshiped.
All deities, however, by definition, deal in divine magic.
“Deity,” meaning a source of divine power, should be
distinguished from a “god,” meaning a thing or object that
is worshiped. Anything that is worshiped can be a god,
regardless of whether there is any divine force behind it.

Besides commonly acknowledged “gods,” many spirits
live near or within objects, geological features, fauna, flora,
artifacts, winds, and buildings. Rare is the natural feature
that does not have a corresponding minor deity that is
worshiped by the local populace. Some have even achieved
some degree of importance, such as the Toad-god of the
Mermist Swamp. Minor gods with less than one hundred
worshipers are not listed, unless they provide some notable
curiosity such as Morkalla. One advantage of the multiplic-
ity of deities is that Judges can easily import their favorite
deities from any setting into the Wilderlands.

NATURE OF DIVINITY

Unlimited: There are an unlimited number of deities in
the Wilderlands and the universal total of divine power is
also unlimited. As mentioned above, there are hundreds
and even thousands of lesser household gods as well as many
gods of each divine rank.

Obtaining Divinity: While the “divine spark” shared by
all deities seems to be of the same mystical nature, there is
no single way the divine spark is obtained. It may be innate
to the deity, such as the divine spark possessed by the greater
gods Odin and others. It may be earned by a deserving
mortal or perhaps by the continued worship of a false god.
It may be stolen by a mortal, a hero or a lesser god. It may
even be imparted, such as by the ascension of Morg, the
once-mortal follower of Thoth as a gift from Thoth himself.
Some deities have even been known to surrender their
divinity. Some, known as the forgotten gods, have lost the
divine spark. Generally, if a character achieves 20th level
and has a patron deity, that deity normally offers that
character the chance to ascend as a lesser deity in his or her
court.

Dependent Deities: Except perhaps for the mysterious
Mycr, all the deities of the Wilderlands are powered by the
worship of their followers. Loss of worship can lead a deity
to lose the divine spark. Worship can also create a deity
where none previously existed, such as in the case of the
worship of an idol without a deity that overtime grows so
widespread that the worship itself actually creates a new
deity. Greater Gods, however, have an inherent spark of
divinity and cannot ever truly lose their status as a deity,
though their divine rank may decrease from lack of worship.
The reason for this inherent divinity is unknown and may
be a result of their divine presence on multiple planes of
existence and multiverses.

Behavior of Deities: The gods of the Wilderlands come
in all types—benevolent, indifferent, hostile, active and
distant. Many desire only the love of their worshipers, while
others desire their blood and souls. Some behave as truly
greater beings endowed with infinite wisdom, others be-
have as average adults on their good days and spoiled
children on their bad days. Some pretend to be omniscient
when they are not, others pretend not to be omniscient
when they are. Most bicker, quarrel, connive, plot, love,
hate and make war against each other, which spills over to
their followers. There are very few that seem to remain (at
least to their worshipers) above the divine fray. While many
of the actions of the gods may seem to be driven by human-
like emotions such as love and hate, the actual motives of
the gods are a mystery even to their followers.

False Gods: There are many gods, such as false gods and
idols, which are not truly “deities,” in that there is no true
divine power behind them. They have no divine rank.
These false gods may be widely worshiped and may even
have a hierarchy, a temple and an organized religion.
Sometimes, such religions are led by wizards using arcane
power or by persons possessing magic items, or sometimes
there is no magic behind the “god” at all, only the social
convention of worship. Such false gods are usually the
creation of an individual or group seeking personal power,
though over time though those persons may have died and
the custom of worship has lived on. Strangely, due to the
power of worship, even these false gods can gain divine
power, and in effect become gods. This is, of course, why so
many liches and evil wizards prop themselves up as gods
over unwitting populations. Sometimes a false god may
draw the attention of a deity who will provide divine power
to what is otherwise an empty religion.
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BENEFIT OF DEITIES

The obvious benefit of the deities is the divine power and
abilities they impart on their mortal priests and followers.
These powers are not limited to clerics. Because the gods are
so present in the Wilderlands, many non-clerics have
patron deities and can even become champions. Clerics and
non-clerics alike can even try to ask for divine intervention
by the deity themselves.

Gaining A Patron: Some deities allow anyone to select
them as their patron deity. Other deities require those who
would have them as a patron to be devout followers, though
not themselves clerics or adepts, providing proper worship
and living in a manner generally consistent with the teach-
ings of the deity. Still others ignore those who select them
as a patron. Generally, a person may not have more than
one patron deity at a time unless the Judge allows otherwise.

Invocation Of A Patron: A person who has a patron
deity can invoke the name of that patron deity up to once
per week, normally in times of crisis or under other circum-
stances important to the deity’s goals and domains, and
thereby seek to gain the aid of the patron deity. If, in the
opinion of the Judge, the person invoking the patron meets
the deity’s requirements to obtain a patron and if the action
attempted for which the person is requesting aid meets the
goals of the deity and falls within the deity’s portfolio of
interests, the deity will grant a +1 or -1 divine bonus to the
person in that situation, at the discretion of the Judge. On
rare instances, in the discretion of the Judge, a deity may
grant a bonus of up to +2, though never higher. If the Judge
is unsure of whether the deity will aid the person, the Judge
may require an ability check at DC 10 based on whatever
ability is most relevant to the deity, such as Wisdom for a
god of knowledge, Strength for a war god or Charisma for a
god of song.

An actual cleric or druid (or other divine class) of a
particular deity may make a number of invocations per week
equal to his or her Wisdom bonus and does not need to make
an ability check. Abusing this invocation ability should be
met with the god’s displeasure, either by the deity withhold-
ing aid in the future or dispatching a divine messenger or
portent to deliver a stern warning to the person.

Calling Upon A Patron Deity: Worshipers may also call
upon their god for divine intervention. Divine intervention
is always at the discretion of the Judge. Some deities are
more prone to answer such calls than others. Some respond
with divine aid or divine servants. Others respond by
physically manifesting their avatar on the material plane.
Generally, the chance for a deity to answer a call for
intervention is 1% plus 1/2% for each cleric level the caller
has. Many things influence this general guideline. Deities
cannot manifest outside of their normal area of influence.
Calling upon Modron to manifest and aid you in Viridistan
will be met with nearly no chance of success, while calling
upon her in her own city of Modron will yield greater than
average success. Such calls should be reserved for truly
catastrophic situations, as most deities feel that the power
they provide their priests should be sufficient to meet their
needs. In fact, many stern and lawful gods will refuse such
requests, though many evil gods will appear even more
frequently if it serves their evil goals. Again, divine inter-

vention is always at the discretion of the Judge. It should
also be noted that divine aid will not necessarily come in the
form requested by the caller, but rather will come in what-
ever form is desired by the deity in keeping with the
principles of the deity. A deity is never required to inter-
vene. Abusing this ability will be met with even greater
wrath than abusing the invocation ability.

Champions: Some persons offer such service to their
patron deity that they are designated as champions of that
deity. Whether selected as a favored mortal by a fickle
goddess of beauty, rewarded for some exemplary service by
a god of law, chosen for their devout lifestyle by a pious god
or graced by being an embodiment of the ideals of the deity
on earth by a god of good, a champion receives some
tangible benefit determined by the Judge. Normally, a
champion gains one of the following boons for as long as the
person remains a champion: +1 to +3 divine bonus to a
relevant attribute of the choice of the deity, an ability
normally reserved for clerics of the deity, divine protection
equal to a divine bonus from +1 to +3 to the champion’s
AC, the ability to use a certain spell once per day (normally
less than 5th level), a bonus feat he or she otherwise would
not have access to, a greater chance of calling on the deity
for divine intervention, or in the most extreme case access
to a divine feat or ability. Generally, a deity does not select
a champion of less than 8th level. Note that clerics do not
normally become champions except in extreme circum-
stances, as deities feel that the abilities they provide their
priests are reward enough. The drawback to being a cham-
pion, of course, is that opponents of your patron deity will
seek you out to thwart, discredit or kill you even more so
than they would an average priest of your deity. A deity must
have a divine rank of 6 or higher to have a champion and
may have 1 additional champion for each 5 divine ranks
above 6 (i.e.: 2 at divine rank 11, 3 at rank 16).

Worshipers: Deities are worshiped by the faithful, which
is not limited only to clerics or druids. So long as a leader is
charismatic and faithful (sometimes not even faithful), that
leader can found a temple or church. It is a mistake to
presume that all heads of religions are clerics or druids.
Sometimes churches and temples are headed and run by
fighters dedicated to a god, or by a powerful wizard who has
chosen to honor his vile god or by expert merchants.
Religious hierarchies can be political appointments or re-
wards. It is entirely possible to have a church without a
single cleric worshiping a deity. Worshipers need only faith,
not a specific class. The religions and temples of the
Wilderlands reflect this reality.

<1>Cosmology
The simplest way to handle the cosmology of the

Wilderlands is to adopt the default order of the planes as
traditionally done in the various Third Edition rulebooks,
with Astral and Ethereal and Inner and Outer planes, etc.
This is certainly a workable way to handle the order of the
universe.

However, the Wilderlands was created before the First
Edition Player’s Handbook and thus was not designed with
that particular cosmology. Instead, unlike the planes of
other official fantasy settings, which seem so well-traveled,
the planes in the Wilderlands should be mysterious and
new. They should defy a firm categorization, since they are
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fluid and undefined and each overlaps the other to a great
degree. The early fantasy works of H.P. Lovecraft, Robert E.
Howard and Michael Moorcock definitely influenced the
cosmology of the Wilderlands, and the planes reflect it. The
planes are not commonly visited by mortals, though the
Wilderlands are filled with ancient gates to the other planes
from a time when older, more advanced civilizations trav-
eled the planes extensively. It is more common that creatures
from the planes visit the Wilderlands than the other way
around. The following “planes” exist in the classic
Wilderlands setting.

The Prime: The world in which your campaign exists.
The prime is more a “universe” than just the single planet
on which the Wilderlands is located. There are thousands
and thousands of other solar systems and perhaps even other
inhabited planets. For those so inclined, space travel could
be a real possibility. Some even say that the Wilderlands
were settled originally by an Ancient Race of space faring
sentient creatures and that the Markrabs themselves are a
space faring race. Sages say that the Prime and the universes
in it represent the ultimate embodiment of Law.

The Void: The “universe” of the Prime is surrounded by
the void, an infinite expanse of complete emptiness. It is
said that it is in this void that the elder gods originated, gods
of absolute evil and madness. Legends tell of times when
creatures from the Void can descend on the Prime. Ancient
sorcerers are said to traffic with such alien creatures in an
attempt to gain greater power and knowledge. Some say the
Markrabs are such creatures. Others who claim to have seen
such mind-rending monstrosities claim they are like blots of
fetid living blackness, nearly formless. Demons and night-
mare creatures reside in the Void. The Void surrounds the
prime, but also mingles with it. If a spell calls for astral
travel, it means travel to the Void. Sages say that the Void
is the ultimate embodiment of Chaos.

Alternate Primes: There are other versions of the main
world. Some ahead in time, some behind in time, some
diverging as a result of different events. For example, there
are alternate primes where the Philosophers, not the Pious,
won the war and the world is ruled by logicians and the gods
have receded (some would say that might be our world).
Other primes might have the Dragon Empire never having
fallen, or the First Men never having been beaten back by
the early tribes of what became Kelnore. There are an
infinite number of alternate primes.

The Planar Membrane: A difficult concept to describe,
the Prime and the Void—though infinite—are enveloped
in a membrane of sorts that is magical and generally imper-
ceptible. It is easy to pass through the membrane to the
Shadowlands or the Netherworld or even the Celestial
Realm. But it is difficult to pass from those planes to the
Prime, unless one is a natural denizen of the Prime. This,
essentially, keeps out creatures from the Shadowlands,
Netherworld and Celestial Realm unless magic originating
from the Prime brings them to the Prime. Such creatures
can, and do, use the many existing gates however to travel
to the Prime. The only exception to this rule is that denizens
of the Prime may not return to the Prime if they have visited
an Alternate Prime without magic from the Prime bringing
them back.

The Shadowlands: The Shadowlands is in some respects
like the Astral or Ethereal plane in that it is a transitional
plane allowing passage into other planes. The Shadowlands
is an infinte expanse of shadowy existence mirroring what
is occurring on the surrounding planes. Strange and evil
creatures inhabit this shadow realm. It is lit from an un-
known source with but the dimmest gray light, giving all its
stark and mostly barren features as deep ashen gray. If a spell
calls for travel to the ethereal plane, it means the
Shadowlands. The Shadowlands are sometimes called the
Spirit Plane, as this is the first destination of souls after
death before they progress to the Netherworld, Celestial
Realm or Arborea.

The Netherworld: Unlike the traditional “abyss” and
“hell” division along alignment lines, there is no such
division in the Wilderlands cosmology. The Netherworld is
a vast and multidimensional realm of darkness and death.
Some portions are black and dark as night, others are red
with infernal flames, others blackened with slime, still
others deathly jungles. All the traditional versions of hell
and the abyss can be found in the Netherworld, but they are
not as distinct, defined and segregated. You might wander
through a diseased forest and wind up at a great precipice
overlooking a barren plain of obsidian with crevasses filled
with fire. Or you might encounter a river of filth guarded by
demons leading to an iron castle filled with devils. The
Netherworld is the embodiment of evil.

The Celestial Realm: Shrouded from the Shadowlands
by a white curtain, the Celestial Realm—like the
Netherworld—is not divided into traditional planes of
“Heaven” or “Asgard” firmly along alignment lines as in the
traditional cosmology. Instead, one may encounter a celes-
tial mountain on which one god has made his home, or a
fantastic city where all live in peace and harmony, or a river
of gold and a bridge guarded by angelic creatures. The
Celestial Realm is the embodiment of good.

The Elemental Planes: Overlapping the Prime are the
Elemental Planes. Unlike the other planes, the Elemental
Planes have firmer divisions, with the rocks and dirt of the
plane of Earth turning to obsidian and lava as they transi-
tion to fire, which becomes smoke and ash as it transitions
to air, which in turn turns to storms and rain as it becomes
water, coming full circle to snow and ice as that plane turns
back to earth. The core of these planes are rather monoto-
nous and incredibly hostile in the extreme to travelers from
the Prime. It is in the transitional areas that most travel
takes place. The elemental planes are a great source of
argument. Some say they are the embodiment of Neutrality,
yet others argue they are all the alignments in one.

The World Tree: At the cosmic intersection between
the Shadowlands, the Netherworld, the Celestial Realm
and the Elemental Planes stands the World Tree—growing
in the elemental earth, fed from the elemental water,
warmed by the elemental flame and expanding in the
elemental air. It is said that a version of the World Tree
extends into every Prime. Legends tell that it is the flower-
ing of the World Tree that created all the planes. Some sages
have said that the World Tree will one day lose its flowers
to bloom again with a new cosmology. Priests, believing in
the eternal nature of their gods, generally reject this notion.



92

GODS AND DEITIES

Arborea: In the shadow of the World Tree is a vast
glade and forested realm. The beasts of the field, good
and evil, lawful and chaotic, roam here. The law of the
wild still prevails, but there is no death, there is no
aging, there is no illness. The creatures of this realm can
be killed, but they cannot die, being renewed the fol-
lowing day. Visitors, however, are not renewed in the
same manner. The outer edge of Arborea is ringed with
hills and mountains as it transitions back to the other
planes with which it intersects. This transitional ring is
filled with cities of creatures of all kinds and is said to
contain the strongholds of wizards who have given up
the Prime. Some have argued that it is this plane that is
the embodiment of Neutrality.

<3>Souls and the Afterlife
Every living creature possesses a soul—a life energy.

Different deities are more or less controlling over what
happens to a soul after death. Some deities require their
worshipers to earn the right for their soul to enter their
particular divine kingdom—be it good or evil. Others
reward their worshipers liberally with admission into
their realm. Some absorb the souls of their worshipers
for their own deific growth, their realm consisting only
of minions not worshipers; the worshiper rewarded with
eternal union with the deity. Others allow the souls of
their worshipers to manifest in various forms, with
varying degrees of freedom of form and movement. Of
those deities that allow such independence of souls,
some allow the souls of their worshipers to wander to
other planes or other deific realms while others tightly
control the souls of their worshipers, binding them to
their realm. This is more a factor of the personality of
the deity than their alignment.

A soul is a type of planar currency among powerful
entities. They can be traded. Mortals may bargain them
away to infernal powers of the Netherworld (demons or
devils). These are called enslaved souls. Aside from
enslaved souls, the primary source of souls is from those
who die without a patron deity (even if not a cleric). It
is firmly believed that such souls are condemned to the
Shadowlands where they are harvested by the various
minions of the other planes—both good and evil.

NEW DOMAINS AND SPELLS

BLOOD DOMAIN

Granted Power: You may sacrifice part of your es-
sence to recall spells you have already cast. You may
recall spells of any level that you know and have already
cast by spending 1 Constitution point per spell level
(e.g., to recall a 5th-level spell would require you to
expend 5 points of Constitution). You cannot lower
your Constitution below 1 using this ability. This Con-
stitution damage cannot be healed or restored magically
and must be healed naturally.
Blood Domain Spells
1 Hemorrhage (see below)
2 Death Knell
3 Blood Purge (see below)

4 Greater Magic Weapon
5 Insect Plague
6 Blade Barrier
7 Pollute the Blood (see below)
8 Blood Storm (as fire storm, but damage is all divine

force)
9 Storm of Vengeance

CHARM DOMAIN

Granted Power: You may cast eagle’s splendor once per
day.
Charm Domain Spells
1 Charm Person
2 Enthrall
3 Suggestion
4 Charm Monster
5 Dominate Person
6 Geas/Quest
7 Symbol of Stunning
8 Demand
9 Dominate Monster

DARKNESS DOMAIN

Granted Power: You gain a +6 racial bonus to Hide
checks. In areas of darkness, the Hide bonus increases to
+10.

DARKNESS DOMAIN SPELLS

1 Obscuring Mist
2 Darkness
3 Deeper Darkness
4 Enervation
5 Nightmare
6 Shadow Walk
7 Dream
8 Power word, blind
9 Power word, kill

TIME DOMAIN

Granted Power: Once per day, as an extraordinary
ability, you can reroll one roll you just made. You must
take the result of the reroll, even if it’s worse than the
original roll.

TIME DOMAIN SPELLS

1 True Strike
2 Gentle Repose
3 Haste
4 Freedom of Movement
5 Permanency
6 Geas/Quest
7 Ethereal Jaunt
8 Temporal Stasis
9 Time Stop
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NEW SPELLS

BLOOD PURGE

Necromancy
Level: Sor/Wiz 4, Blood 3
Components: V, S, M
Casting Time: 1 action
Range: Medium (100 ft + 10 ft/level)
Target: One living creature
Duration: Instantaneous
Saving Throw: Fortitude half
Spell Resistance: Yes

This spell disgorges blood from the body of the subject
(through its eyes, ears, nose, mouth, pores, and so on),
dealing 1d6 points of temporary Constitution damage with
an additional +1 per two caster levels (maximum +10).
Creatures without blood (such as oozes, skeletons, most
undead, for instance) are unaffected by this spell. The target
can attempt a Fortitude save to reduce the damage by half.

Material Component: A few drops of blood and a tiny glass
tube.

HEMORRHAGE

Necromancy
Level: Blood 1
Components: V, S, DF
Casting Time: 1 action
Range: Touch
Target: Creature touched
Duration: 1 round/level
Saving Throw: Fortitude negates
Spell Resistance: Yes

Your touch opens a wound that gushes blood and refuses
to heal through natural means. The target sustains 1d2
points of damage per round from the bleeding until the spell
duration expires. Nonmagical healing cannot stop the
bleeding. A cure spell heals lost hit points but does not stop
the bleeding. A heal spell heals lost hit points and stops the
bleeding. A cure spell cast by a cleric of equal or higher level
than you heals lost hit points and stops the bleeding.

POLLUTE THE BLOOD

Necromancy [Evil]
Level: Sor/Wiz 6, Blood 7
Components: V, S, DF/M
Casting Time: 1 action
Range: Close (25 ft + 5 ft/level)
Effect: Ray
Target: One living creature
Duration: Instantaneous
Saving Throw: Fortitude half
Spell Resistance: Yes

The subject’s blood is transformed into a highly caustic
acid. You must succeed at a ranged touch attack to strike a
target. This effect deals 1d6 points of damage per caster level

(maximum 15d6) and the subject suffers a -1d6 enhance-
ment penalty to Strength with an additional -1 per two
caster levels (maximum additional penalty of -10) for 1
minute per caster level (maximum 10 minutes). The subject’s
Strength score cannot drop below 1. A successful Fortitude
save halves both the damage and Strength penalty. Incor-
poreal creatures and creatures without blood (plants, undead,
and oozes, for example) are immune to the effects of this
spell.

Arcane Material Component: A few drops of blood and
acid.

MAJOR DEITIES
The major deities represent those gods that are either

commonly worshiped throughout the Wilderlands (such as
Odin) or are prominent in the major cities and thus of great
importance (such as Armadad Bog). Major deities are not
necessarily more powerful than lesser gods or demi-gods
(though they usually are), they are simply either more
popular or more important.

ARMADAD BOG, GOD OF VIRIDIANS,
WATER GOD OF DEATH
Alignment: Lawful evil
Domains: Death, Evil, Law, Water
Symbol: Merman with Scepter and Trident
Typical Worshippers: Fighters, aristocrats, and monks,
mostly in Viridistan
Favored Weapon: Trident

Armadad Bog, water god of death, is lawful evil. He is
believed to be the father of the original Viridians who are
the descendants of the god’s interbreeding with merfolk.
The religion centered on the worship of Armadad Bog is
called Mer Shunna and followers of Armadad Bog are Mer
Shunnans. Hautulin Seheitt, the “Green Emperor” of
Viridistan is the chief worshiper of Armadad Bog and has
himself been made a God-Priest by Armadad Bog. Armadad
Bog has come to reside in the magical grottoes beneath the
Imperial Palace in Viridistan. Armadad Bog possesses the
four Amulets of Power, including the Amulet of Khetren
which enslaves the merfolk of the Trident Gulf to him.

Worshipers of all levels must follow the Armadad Law,
which requires daily ritualized flogging with the tail of a fish
symbolizing repentance for not being born a merman or
mermaid as well as the weekly God-feast and the monthly Mer-
Moon Sacrifice—a ritual that is at once beautiful and ghastly
in which three maidens are sacrificed and all worshipers must
drink of their blood performed by Murielle Eidn, wife of the
Emperor who is also a high priestess of Armadad Bog. Al-
though the Armadad Law attracts some due to its regiment,
many of his followers are strong-armed into his worship due to
the economic benefits of dealing with his temples, bribery,
deceit, and sanguinary threats. The domains he is associated
with are Death, Evil, Law, and Water. His favored weapon is
the whip, trident, scepter and sword, and assassins, evil monks,
and evil fighters worship him. Worship of Armadad Bog also
includes the Dance of the Orkiss. Some sages claim this is a link
to the demon-god Orcus, though this has not been confirmed.
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GODS AND DEITIES

ATHENA, BATTLE GODDESS

OF WISDOM
Alignment: Lawful Good
Domains: War, Good, Law, Knowledge
Symbol: Owl
Typical Worshippers: Sages, fighters, paladins
Favored Weapon: Spear

Athena, Battle Goddess of Wisdom, is Lawful Good.
Athena attracts warriors who desire to see justice done in
the Wilderlands. The domains she is associated with are
Good, Knowledge, Law, and War. Her favored weapons are
the spear and shield. Athena has a temple in the town of
Bryny which on the Rorystone Road between Thunderhold
and City State.

In Valon, Athena is worshiped as Amala, Warrior-
goddess of the Sea. Her domains are War, Good, Law,
Water.

HARMAKHIS, GOD OF DEATH
Alignment: Chaotic evil
Domains: Death, Destruction, Evil, Chaos
Symbol: Skull and scythe
Typical Worshippers: Fighters, Aristocrats, City State
Favored Weapon: Flail

Harmakhis (Har-ma-kiss), God of Death, is Chaotic Evil.
Harmakhis’ cult preaches a doctrine of “might makes right”
and appeals to many rulers who desire not be shackled by
laws or morals. His priests teach that only a person who gives
much to Harmakhis in treasure and sacrifices may avoid the
gloom of the afterlife. He has a high temple in the City State
of the Invincible Overlord and more than a few nobles and
senators are worshippers. The religion seeks political power
and influence to better spread its evil teachings. It is
believed that Harmakhis is an aspect of the Celtic god
Donn, worshiped by the Tharbrians.

MITRA, GOD OF JUSTICE, FIRE AND LAW
Alignment: Lawful good
Domains: Fire, Good, Healing, Law, Protection, Sun
Symbol: Scales of justice
Typical Worshippers: Paladins, fighters, experts, monks
Favored Weapon: Longsword

Mitra (My-tra), god of justice and contracts, is lawful
good. His titles are Friend of Man, The All-Seeing, and Lord
of Justice. Mitra provides justice for his followers in ex-
change they must treat each other fairly and hold to their
given word. Mitra is widely worshiped throughout the
Wilderlands, though mostly in areas where Viridian priests
do not hold sway. Sacred Oaths made in his name are sworn
in front of holy fires. He is also popular among common
folks as his clerics protect them against those who would
exploit them or prey on them. His symbols are a flame, and
the lion. His worship is centered on the town of Modron.

MYCR, THE UNKNOWN ONE
Alignment: Lawful good
Domains: Law, Good, Healing, Protection, Plant
Symbol: None
Typical Worshippers: Monks, healers, gardners
Favored Weapon: Quarterstaff

Mycr (Mi-ker), The Unknown One, is lawful good. Mycr
is one of the most mysterious deities known in the
Wilderlands. He has no known avatar, but exhibits great
powers even over other gods. His followers (known as
Mycretians) teach that he is the one true god and the others
are false demons or apparitions. His followers have a very
strict moral and ethical code by which they must live. His
worship is centered on the five Holy Cities of the Desert
Lands. Mycretians are pacifists and will not fight except in
defense, and then only with the least force necessary.
Mycretians are also excellent herbalists, renowned for their
skill with and knowledge of many plants and their mystical
qualities. Their skill in this regard is often as much in
demand as their spirit gifts of healing.

NEPHTLYS, GODDESS OF WEALTH
Alignment: Lawful neutral
Domains: Animal, Law, Luck
Symbol: Two large horns circling a lunar disk
Typical Worshippers: Money-changers, thieves, aristocrats
Favored Weapon: Quarterstaff or dagger

Nephthlys (Nef-thil-is), Goddess of Wealth, is lawful
neutral. She is the goddess of wealth and fate. Merchants
sacrifice to her to decrease the risk of their journeys. In the
last thousand years her temples have become a focus for
banking with merchant being able to make deposits in one
temple and withdrawing in a temple in another city. She has
temples or shrines in all the major cities of the Wilderlands
including Viridstan, and City State.

ODIN, BATTLE GOD OF KNOWLEDGE
Alignment: Neutral good
Domains: Air, Good, Knowledge, Strength, Travel, War
Symbol: A never-blinking blue eye
Typical Worshippers: Rulers, nobles, lawyers, fighters,
warriors
Favored Weapon: Spear

Odin, Battle God of Knowledge, is lawful good. He is also
known as Wotan the All-Seer and One-Eye to the Skandiks.
He hanged himself off of the world tree and sacrificed one
of his eyes to gain the wisdom of Gaea. It is said among the
gods that there is no other who knows the will of the world
than Odin. Odin is also known as the chooser of the slain
picking those worthy warriors who died in battle to join him
Valhalla. The Skandik people revere him, and he has major
temples in the City State and Tarantis (where he is also
known as Woten).


