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INTRODUCTION

You pause beyond a veil of flowering vines
and listen to the bickering within the grove.
Another trade agreement gone awry, another
shedding of blood at the borders. You shake your
head. Nothing seems to change. This time, however,
there must be peace. You know thar a crisis is coming, one
that will involve these two races—old and new—working
together to save their people. This time, you must interfere.

You step through the green curtain and the two gods fall
silent. You remain silent, but your presence makes those gods
present look ar one another as though for the first time. The
conversation begins again, this time civil and productive. You
stand unobtrusively in the background, but all are aware of
your presence.

As the two gods reach negotiations you slip away, satisfied. You
are Fate, the caretaker of the heavens, counselor to the gods,
and the presence of something greater. This is your duty to the
gods and the Fire of Creation.

WHaAT THis Book ENTAILS

Once you learn how the gods are formed and what the
setting is like by reading the New Gods Handbook, one
person—you—must learn how to run this game for your
friends. You are the gamemaster, or Fate, and your goal is to
ensure that everyone at the table, including you, is having
a good time. This is not a difficult task; Fate’s job is more
work intensive than that of the other players but most who
run the game find the position satisfying and fun.

In this book you will learn how to be a gamemaster for gods,
the best methods for refereeing the PCs in this setting, and
how to create and run adventures. Everything you need is
here, including a detailed history of the Known World, in-
depth information on the personalities and backgrounds of
the elder gods, and an intro adventure to get you started.
This book also provides plenty of optional rules for set-
up and play, as well as a ruleset for playing New Gods of
Mankind as a boardgame instead of a roleplaying game.

v ) .,l'v"l

Zaer pbne 1 HE ART OF PLAYING FATE
e oov @ As Fate, you are part storyteller,
part referee, part set designer, and
part supporting cast. If New Gods of
Mankind were a video game, you would
be the CPU, the scenario designers, the
writers, and the voice actors. Fate’s role is a big
one: If people are bored or frustrated or unhappy,
that is, unfortunately, ultimately your fault. If everyone
is having a good time around the table—and that’s usually
the case—that’s your doing as well and you deserve ample
praise for it.

STORYTELLER

As a storyteller, it’s your job to come up with adventures
for the player characters to undertake, and then to set the
PCs on those adventures and, along with the players, carry
those adventures through to their conclusions. Like novels
or movies, these adventures have characters; they have
beginnings, middles, and ends; they have protagonists
and antagonists; they have conflict and challenge. Because
of these traits, people sometimes refer to adventures
as “stories,” and the better your story, the more fun the
game.

Your goals as a storyteller are to:

e Tell a good story. You present a story each time you
introduce an adventure. Published stories, like “Wolves at
the Door” provided later in this book, provide everything
but the characters’ reactions to the situation. If you create
your own adventure, you need an interesting plot and a
“hook” to get everyone involved.

* Make the player characters the stars of this story. The
players’ decisions must matter; their choices are essential
to the plot. You know whats really going on, but you
have to center it on what the players want to do with their
characters.

* Add perspective. The characters are part of a whole;
your adventures should remind the players that there
are many exciting things happening in both the Known
World and celestial realm. They are gods, but not the only
gods, and their corner is not the only place where drama
is unfolding.




e Keep the game moving. While
constant battle is not the answer, there
should always be something happening
to grab the players’ attention.

* Maintain free will. These are gods; they
must believe that they are all-mighty. In other
words, if they choose to go in a direction that 'you
have not planned, you cannot simply say no. However,
you are allowed to come up with good reasons within
the storyline why they can't go there. You may come up
with a crisis that keeps the characters where they are or
bring in another god that prevents them from passing into
their Domain. Be warned, however, the reasons must be
credible and interesting; otherwise you may be accused of
“railroading”—forcing the players to follow your plot and
only your plot.

* Improvise. Sometimes you have everything planned out
and the players do something completely unexpected.
That’s when you may have to create new characters, scenes,
or even entirely new adventures off the top of your head.
Don't panic though; in most cases improvised adventures
are more fun to run anyway.

More information on creating adventures appears below.
Creating adventures is perhaps the one facet of Fate that
requires the most preparation, but a solid adventure creates
memories that players talk about for years.

REFEREE

As a referee, it’s your job to enforce, interpret, and make
judgment calls regarding the rules. If a PC god wants
to armor his peasants in plate mail of shining light, you
decide (ultimately) of what power that Miracle must be.
If a player wonders whether or not a specific Miracle falls
under his Domain, you make the decision. Though the
rules system is robust, it cannot take into account every
action the players may want to take (especially since they’re
gods!), so you'll need to make rulings on the fly when the
rules don’t cover something that the players want to do.
Though one of your jobs is to enforce the rules, you
don’t need to know this book word for word, end to end.

However, it is important that you read
pretty much the whole thing and have
a good idea where to look to find the

rules if something comes up during play.

More information on interpreting the rules

appears below.
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As the referee, remember:
* You are in charge. Your word is final. The players will let
you know if you make a bad decision and you should listen
to their arguments, but do not let them bully you.

* Play fair. You are not trying to win against the players.
Do not change situations or numbers just to frustrate them
or make things more difficult. If the players are defeated,
they want to feel like they had a fair chance and should
not feel like they had no choices. They should never feel




like their characters would never have
succeeded. Likewise, if the players resolve
the adventure you created for them in a
completely unexpected and easier way
than you planned, do not punish them for
innovation. The main goal is to keep the
game fun for everyone.

¢ The rules should not get in the way of fun. Let the
characters and the action move the story along. If using a
rule slows the story down, abbreviate it or eliminate it all
together to keep everyone focused on the plot. The rules
are only as important as you and the players think they
are.

SET DESIGNER

As the set designer, you have to convince the players that
they are in the game. You have to capture the ambiance
and tone of a realm filled with primitive tribes, celestial
heavens, self-important deities, and scary leviathans. You
have to make the players believe they are gods with the lives
of their Bronze Age followers on the line.

As a set designer, it is best if you:

* Use all the senses when describing scenes. Keep your
descriptions filled with flavor and plenty of details when
it is important. If the gods hear a call from their followers,
they should feel the desperation of the prayer. If they walk
into the celestial sphere of Everwinter, they should feel as
though they just stepped into an eternity of ice and snow.
* Be consistent. Make sure your description is reliable and
constant. If a treasure can be found where five stones stand
in a circle, remember that there is five, not four, when they
get there. If things do change, make sure there’s a valid
reason for that change. You may want to take notes so that
you don’t contradict yourself or to remember especially
good descriptions, such as Jamab’s tendency to spit tobacco

at the feet of people he dislikes.

* Keep it exciting. Make things special; don’t just describe
the gnomes’ land as a “mountain.” Talk about the craggy
peaks reaching towards the heavens and the ores flashing
in the morning light.

* Be inventive. You don’t have to keep
everything the same all the time. Create
new treasures, and

cities—even a race or two. As long as they
“fit” the universe, the players will accept
them readily.

creatures, towns

SUPPORTING CAST

As the supporting cast, it is your job to portray all the other
characters in the game. One of the PCs might take mortal
form and speak to the barbarian leader—that barbarian
leader is you. If the PCs upset a rival god, that god might
come knocking on their doors, angrily demanding that
they explain themselves. Again, that god is you. You don’t
need to be a theater student or command an arsenal of
different voices and accents (though those traits certainly
help), but the more distinct, realistic, and memorable the
characters in the game, the more enjoyment everyone will
get from it.

As an actor, try to:

* Make the characters you play notable. Whether god, hero,
or a common mortal, the characters the PCs meet should
be distinctive in some way. That way they will stand out
in your plotline and help the players recall any clues they
received from these characters. Once again, make notes so
you can recall these traits.

* Give them flair and personality. While you are not
required to take on new voices or accents, each character
you portray should have a personality and you should
speak and act like that person. Think of what that character
would be doing and thinking. If the player characters are
talking to a dragon god, the dragon god may respond to
the PCs with barely contained hostility and disgust, just
because they are gods of humans. Likewise, a priest of the
new god would be exhilarated that his god is speaking to
him and be complacent and humble.

* Maintain consistency. If a leviathan attacking a village
wants only to destroy mortals by ripping apart any it sees
with its bare hands, it does not suddenly poison the water
hole, nor does it suddenly change tactics and use calculated




flanking maneuvers to gather the
humans together in one small area.

How THis GAME DIFFERS
Chances are, you're already familiar with
roleplaying games and you already knew all
that stuff (above) about Fate’s role. New Gods of
Mankind, however, is different from other roleplaying
games; rather than controlling a single character, players
control gods with numerous mortal followers. This dynamic
creates a unique experience that requires special notes, even
if you're already an ace at gamemastering.

GODS AND MORTALS

Each player controls a god—that’s his character. However,
each god, in a sense, also controls'a bunch of mortals. In
some respects, a PC god’s followers are a cross between
player characters and nonplayer characters (NPCs). In
most cases, the players decide what their gods’ followers
do: march to war, till the fields, hold long celebrations,
tap their fingers on oak trees one day a season, and so
forth. However, these mortals are, for the most part,
simply normal, unremarkable people, and you (Fate) also
have some control over their actions and their capabilities.
A player can say he wants his followers to all drop what
they’re doing, take up arms, and kill the barbarians in the
field below, but you are within your rights to tell him that,
while his followers might indeed be able to do this, many
of them simply aren’t fit for combat: They are weak, or
old, or handicapped. Besides, if the entire population is out
campaigning, what do they eat? How do they stay alive?
What happens to their village if no one is around to protect
it or even cut the weeds in the fields?

These factors are up to both you and your players to jointly
resolve. Ultimately, though, the player controls his followers,
and you control the consequences. If the villagers do all go
to war, you might rule that they run out of food and need
to start making Body checks to avoid starvation. You might
rule that the lack of food weakens them, reducing their
Body scores to d4s until they are able to get food again.
When they return to their village, they might find that
their envious neighbors have taken control.

THE ' CARE AND FEEDING OF
MORTALS
Gods of all stripes exist, from warlike
savages to benevolent caretakers. Yet no
matter a god’s inclinations, Domains,
or personality, he relies on his followers for
power. That’s an important point, because players,
especially players who are familiar with roleplaying games
and have played other games, are used to thinking of their
characters as single, independent beings—and the fact that
they control gods might reinforce that thought. However,
gods are not independent; they need their followers, or
they’re no longer gods. Thus, players might be tempted to
ignore the needs or pleas of their followers. That philosophy
spells doom for a deity.

Make sure your players understand the link between them
and their followers. Gods can interact with their followers
in any way they like—they can be fearsome and vengeful
deities of hot fire and cold steel who make their followers
shiver in their beds or kind, wizened grandmothers who
make their followers feel warm and cozy—as long as they
properly care about them.

THE POWER—THE ABSOLUTE POWER!

This is a game about gods and Miracles. Since gods can do
just about anything, the Miracle system allows players to
do just about anything. However, that kind of freedom can
force complex decision-making on Fate. Since the PCs can
do whatever they want based on their powers and resources,
you'll probably need to make judgment calls about a great
many Miracles.

Unlike some other games, New Gods of Mankind
doesn’t attempt to codify everything it possibly can into
a set of rules—such an approach, which some players find
equitable and fair, takes power away from Fate and puts it
into the rules. While rules are important, this game is not
about rules—it’s about crushing your enemies with balls of
fire, sending your followers to explore the Known World,
protecting them from their foes, and playing diplomatic
games with the other gods. Therefore, the rules system, at its
core, is simple: everyone has a Body, Mind, and Spirit score




that he uses for everything; you roll dice
pools against each other to determine a
conflict’s outcome, and the highest score
wins. The system for creating Miracles
is fairly robust by necessity, but a lot of
the specifics are left up to you. This game
assumes that Fate—you—can make for a better
and more fun game experience than dozens of pages
of rules. And you can. Just be prepared—and make sure
your players are prepared—for the degree of gamemaster
decision-making this game asks.

Fortunately, you aren’t alone out there; this chapter includes
numerous tips and bits of advice for ensuring that the game
runs smoothly, equitably, and everyone has a good time.

DoNT UpPSET THE NEIGHBORS—THEY'RE GODS
The PCs have access to great power, but if they don’t temper
that power with the wisdom as to when and where to use i,
chances are they won’t last long. Other gods—some much
more powerful than the PCs—hold sway in the Known
World, and they take a dim view of upstart gods messing
with their followers. If the PCs’ solution to everything is
just to throw Miracles at it, they’ll make enemies quickly.
This diplomatic labyrinth creates a check on the power of
Miracles. Though the PCs can just make all their enemies’
bones turn to goo, they might not want to. They may need
to think of more creative solutions to their problems.

EveryBODY WANTS TO RULE THE WORLD

In many games, the player characters exist in the world,
and do all sorts of cool things in it, but only rarely, and
usually only late in their careers, do they create significant
and lasting changes on the world. The games give you
a setting and plops the characters into it. New Gods of
Mankind also gives you a setting, but says “pick up, break,
spindle, and mutilate it.” The player characters are gods,
and gods can and should affect the world. Think of the
setting as the current setup of a board game or a bunch of
blocks in various stacks; the players move the pieces or the
blocks as they play, and over the course of a campaign the
board can change drastically. The PCs might take over a
continent. They might wipe out an elder race. They could,

conceivably, destroy or enslave the entire

world. Not only should you allow these

sorts of things, you should encourage
them. The PCs are mighty gods, and they
should change the world over the course
of the campaign. These changes might be
small at first—affecting only a small area or small
number of people—but as the campaign progresses, the

PCs should be able to shake the world.

WHAT THE PCs Do

When you begin a new campaign, chances are good that
new players will think: “Okay, 'm a god, that’s cool, but
what do I actually do in the game? I mean, if I was a mortal,
I'd probably have a sword and go fight monsters to get their
treasure, or something, but since I'm a god... do I still do
thae?”

The answer is that the PCs generally do two things:
undertake adventures, and do whatever they want.

UNDERTAKE ADVENTURES

An adventure is like a story that you create for your
players. It’s like a story, except you don't write the roles of
the protagonists, because that’s where the PCs come in.
In some ways, an adventure is more like a framework for
a story: You have in mind an opening problem that gets
the PCs involved in the adventure; you know the primary
forces and characters at work; and you have at least some
idea of what the PCs will want to accomplish and how the
adventure will probably play out in a big-picture sense. The
story isn’t actually told, however, until the PCs get into
the adventure; then they and you cooperatively tell the
adventure’s story. Sometimes the PCs do exactly what you
expect them to do; more often, they surprise you in some
way. In any case, everyone hopefully has a good time.

Adventures can revolve around anything: the PCs’ followers
face some threat; a new mystery needs solving; an outside
party or the PCs’ followers ask for help; diplomacy with
other gods; and anything else you can imagine. More
information on creating adventures and the different sorts
of things they might involve appears under “Adventures,”
below.




WHATEVER THEY WANT

Since the PCs are gods, they probably
have some ideas about things they want
to do: expand their territory, convert the
nearby barbarians, build a castle, conquer
the neighboring tribe, or anything else. The
PCs might also be working up to particularly
large goals: they want to challenge the elder gods, take
absolute control of the Known World, explore the Celestial
Realm, stop the creation of Leviathans, discover the secret
nature of Fate, or travel to other worlds. Since they're gods,
they might get there eventually; but theyll need to gather
followers, allies, and power if they are to succeed.

The PCs have their own ideas about what they want to do
more often than in other games; in a typical New Gods
of Mankind campaign, some adventures may be ones that
Fate designs while others come from the players directly.
The PCs are more likely to take up time with their own
pursuits as their careers progress; they become comfortable
with the setting, and they gather power.

Allowing the Players to Run: If you have a great adventure
you want to introduce to your group, but the PCs have their
own plans, what do you do? Do you introduce them to the
adventure anyway, hoping that they’ll either concentrate
all their attentions on it or at least split their focus between
the two pursuits, or do you allow them to do what they
want and put your carefully constructed adventure aside?

As difficult as it may sometimes be, when the players have
their own plans, allow them to carry them out. Put your
adventure back in the drawer—you can use it some other
time. In fact, when the players have their own thoughts
about what they want to do, that’s a very good sign for
both the game and for you as Fate. The players care enough
about the game and the setting to want to take some control
of it. It even makes your job easier, in a way; you don't need
to go through the work of creating a plot hook to get the
heroes involved in an adventure, because they already want
to get involved with an adventure for their own purposes.

Remember; hang on to that adventure you designed,
because you’'ll use it later. You might need to adjust it

slightly based on any changes that occur
in the world and to the PCs since you
designed it, but it should be mostly good
to go. Your players” actions may even lead
into what you had designed weeks or even
months ago.

Since the players are likely to have their own ideas about
what they want to do, you might need to come up with
adventures—or, at least, things that are like adventures—
on the fly. The PCs, for example, want to stage a preemptive
ambush on the salamander force camped twenty miles
to the south of their tribes. The adventure neednt be
particularly complex; if you didn’t have other plans for the
salamanders, well, all you need to know is how many there
are and their statistics (which you can find in New God’s
Handbook Chapter 8: Other Races of the Known World),
and they’re ready to combat the PCs’ followers.

That's a perfectly fine adventure, and it’s probably what the
PCs were expecting. However, you're free to throw some
plot twists into the adventure, particularly those that relate
to adventures you have planned for further down the line.
Such plot twists might affect the adventure’s outcome (i.e.,
they might throw a wrench in the PCs’ plans) or they could
simply be tantalizing hints about what’s to come.

For example, as the campaign progresses, maybe you want
to introduce a new salamander god who is gaining worship
among secret sectors of their populace. Continuing the
above example, maybe the salamander force contains a
cell of cultists to this new god—and maybe one of the
cultists is a hero of that god and wields frightening powers
against the PCs’ followers. Maybe the god himself watches
the battle and supplies Miracles to keep his priests alive
or to crush the PCs’ followers. On the other hand, if you
don’t want the PCs to run into this sort of competition or
want to reveal the mystery more gradually, maybe the PCs’
followers simply find some strange symbols burned onto
some of the salamanders’ bodies in the aftermath, or they
find some heretofore unknown holy symbols stashed in a
secret compartment in a wagon.




When the PCs take control, they mlght
have any number of things they want to
accomplish. They might want to build a
fortress or train an army. While the basic
rules don't include much information on
these activities and therefore the success and
effects of such actions are up to you, be sure to check out
the optional board game rules in New God’s Handbook
Chapter 6: New Gods of Mankind as a Strategic Board
Game. Even if you don’t use these rules in your campaign,
they should still give you a good idea of how long a castle
takes to build and what sorts of benefits it supplies.

ADVENTURES

Adventures are an integral part of the game. An example
adventure, “Wolves at the Door,” appears in Chapter 6.
This adventure is great if you're wondering what to design
for your players; it’s also good as a reference so you can
see the sorts of things that make up an adventure. The
adventures you create do not need to be quite as fleshed
out as “Wolves at the Door.” Unlike a published adventure
in a book, you do not need to make sure all your words are
spelled correctly, that you detail every possible outcome,
and so forth. In most cases, your adventures will probably
consist of about a page of hand-written or typed notes, a
page or two of statistics and other game information, and
a bunch of ideas in your head. This section helps you come
up with those ideas.

If the descriptions below don’t give you enough ideas to
start making adventures of your own, Table 1-1 contains
one hundred adventure ideas. Select one you think sounds
good, or, if you like, roll randomly to determine the starting
point for an adventure.

TasLe 1 - 1 One Hundred Adventure Ideas
d% Adventure Idea

01 The PCs’ followers discover an abandoned
underground city.

02 The village’s livestock fall sick for no apparent
reason—another god is interfering.

03 An elder god takes a mysterious interest in the
PCs, providing a challenge to overcome

in exchange for future assistance.

08
09

10
11
12
13
14
15
16
17
18
19
20
21
22

23

24
25
26
27
28
29
30
31

32

A demon possesses the PCs” high priest.
The PCs discover a secret cult to a
Leviathan or other god among their
followers.

06 A solitary madman attacks the PCs’

village—a madman with the strength of

dozens.

07 A meteor crashes to the ground not far from the
PCs village. It radiates strange supernatural
energy.

A minor Leviathan terrifies the PCs’ followers.

A neighboring village has a sudden spike in

power and efficiency.

Monsters of some variety appear near the PCs’

village. They haven't killed any villagers—yet.

Strange lights and noises come from the ruined

tower at the edge of the PCs’ territory.

The PCs’ scouts discover a cave with some

valuable items—but undead servitors guard it.

A nearby, secluded vale holds a fruit tree with

mystical power.

A villain escapes to the territory of a neighboring

god.

A nearby mountain starts issuing smoke; the

ground trembles; a fiery glow lights the smoke at

night.

The villagers’ babies are mysteriously stillborn.

A rival god’s missionaries visit the village.

The soldiers of a neighboring territory perform

“combat exercises” near the PCs’ territory.

A PC’s Domain in the Celestial Realm is mysteriously

getting smaller.

A new god arises in the neighboring barbarian tribes.

A PC’s priest is poisoned.

Local children discover a cave with thermal springs nearby—

perhaps as source of power.

A dead man’s spirit lingers in the tribe and

threatens to become a god in its own right—

but it also gives fine advice and is an asset to

the tribe.

‘The nearby forest seems to be moving closer

and closer to the village.

Woodsmen who venture into a forest do not return.

An undine tribe moves into the PCs’ fishing waters.

A shadowy traveler offers immense riches in

return for gems from gnome mines.

A haughty, aggressive youth against traditional

ways—Ilike the “old” gods—gathers a following.

A villager begins research on a way to live forever.

Something is wrong with the Well of Souls—

many more souls than normal escape to

become demons.

Fate has taken a keen interest in the PCs’ tribe. It

asks for a conference with them.

An elder god wishes to make a pact with the PCs’ tribe.
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Salamander slavers raid the PCs’
tribal territory, taking half of their
worshippers.

Recent followers who died and wish
to go to the PCs’ heaven are not
making the trip. Their souls have
disappeared without a trace.

The PCs’ tribe is having nightmares; a
Leviathan in the Veil of Dreams is responsible.

A meeting of the PCs’ tribal elders declares the
worship of another god acceptable.

Sylphs around the Known World leave cities and
territories for destinations unknown.

A nearby graveyard prevents spirits from leaving
the Known World, making for restless souls
haunting the PCs’ tribe.

Gnome artisans and merchants visit the PCs’ village.
‘The PCs’ tribes have learned new techniques for building
structures and farming. They now want to build their first city.
A meeting of all gods of the Known World has been called
in the Courtyard of Fate in the Celestial ‘Gardens.

Lugos the Sylph god has challenged the PCs in a

series of contest, intent on mocking human gods.

A dragon god asks for an audience with the PCs.

'The god is quite open about the meeting.

A distant, rival human god asks for help.

Demon spirits infest the livestock of the PCs’ tribe.

A local demon wishes to serve under a PC or

pantheon. Can it be trusted?

An exiled/lost god returns from the Abyss.

Climate changes forces the Jurelian giants further

south. Although aggressive, they would like a

temporary truce.

A gnome child is kidnapped by sylphs/raiders

and winds up in the PCs’ tribe. Gnorr and

Methussa accuse the humans of stealing the child.

One of the elder gods has a (fleeting) romantic

interest in one of the PCs.

A large unidentified object is traveling through

the Abyss towards the Known World. Invaders or
meteor?

One of the PCs’ priests is corrupting the youth

of a village, sparking fear among the children.

A young child is born with the memory of his

previous incarnations, including as an elder race

and perhaps even as a First One. All the elder

tribes and gods show interest.

'The PCs’ followers discover a large meteorite,

and its metal makes incredible weapons. Gnomes

wish to trade.

A Plthunlos-worshipping undine is washed

onto the PCs shore after a massive storm and offers

a trade agreement in gratitude when the PCs
unknowingly assist him. Celundynn finds out.

The leader of a village dies and the tribe

is divided as to who should replace him.
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57 The PCs’ tribe discovers a plant that
produces hallucinations, euphoria, and
addiction.

58 The PCs’ tribe discovers new
irrigation  techniques that produce
an overabundance of food despite the
land’s condition.

A leader from another tribe in the region is
requesting all humans unite under a common
banner.

The PCs hear a rumor that a human who visits the island of
Kukulcan can contact the Invader’s spirits without conflict.
Two elder gods have decided to settle an

argument with a game — and to use the

PCs’ followers as their pawns.

A sudden plague strikes the tribe, but is it natural

or something more?

A minor feud between the PCs’ followers and a neighboring
tribe threatens to escalate into major conflict.

A Leviathan-cult demands tribute, making

various threats of what will happen if the

PCs’ tribe doesn’t comply.

Refugees from a far-off war ask to join the PCs’ tribe, but
their different customs and ways lead to friction as they try
to integrate.

A god of gambling and trickery challenges the

PCs to a game with their faithful as the stake - but he
doesn’t plan to play fair.

The neighboring tribe boasts of the magnificence

of their grand new temple.

Some of the PCs’ younger followers become

impetuous and wild—they’ve been at peace too

long, and are spoiling for a fight.

A powerful God vanishes. What happened to her,

and who will convert or conquer her lands and

followers?

The PCs" main temple burns to the ground—and

it seems some of the priests were responsible.

A trader sold trinkets to many villagers

last year—now those who bought them refuse to

offer worship to the PCs.

The PCs’ followers find a large seam of

gold, bringing both wealth and the attention of

powerful tribes.

Two leaders vie for a particular position, and each
recruits other tribesmen to help him.

A neighboring tribe invites the PCs’ villagers,

along with other tribes, to a large festival.

Another pantheon approaches the PCs in the

Celestial Realms and asks for an alliance.

A tribal elder dies suddenly under mysterious
circumstances. The tribe is in shock, and no one

wants to replace him.

The food the tribe stored for the winter wasn’t

sealed up properly, and is now rotten. Without

the food, the tribe will starve.
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The leader of the PCs’ tribe assumes
complete control of the tribe and
becomes a tyrant.

One of the PCs’ most faithful followers
longs to enter the priesthood, but his
family forbids it.

A PC’s hero grows arrogant. Those
around him begin to worship him
directly, rather than the god he serves.
A member of the PCs’ tribe manifests
supernatural abilities. The tribe assumes the abilities are
gifts from the PCs, but they are not.

Overnight, a sapling appears in the middle of a tribal village.
It grows into a mighty tree over the course of the day, and just
keeps growing,

The PCs’ followers discover an ancient stone

archway. When touched with divine power, the

archway becomes a mystical portal leading to a

distant part of the Known World.

During a battle with an enemy tribe, the PCs’

tribe captures a mysterious artifact. They cannot

discern its secrets, but now it is beginning to

hum at night.

Hunting is poor this season. Wild game is

nowhere to be found, though the rest of the ecology
seems to be intact.

A group of the PCs’ followers is captured

by Wood Nymphs while hunting in the

forest.

Salamanders approach the PCs’ tribe and offer an
alliance against a common foe.

A group of visitors arrive in the PCs’ lands telling

horror stories of vicious invaders who drove them

from homes. A short time later, the invaders

arrive in pursuit.

A neighboring tribe offers to share its

technological secrets with the PCs’ tribe in

exchange for an exorbitant amount of food.

A caravan of human slavers passes through the

PCs’ territory. They are willing to buy any stock

the tribe is willing to sell, and are selling their

stock at very reasonable prices.

An elder god lays claim to part of a PC’s home in

the Celestial Realm.

A mortal claims one of the PCs as her parent,

and appears to have evidence to support her

demigod claims.

A rival god wants the land the PCs claim as their

own. He is willing to move the followers, and
compensate them for the troubles, but really

wants the land.

The craft-makers of the PCs’ tribe are obtaining
craft-making secrets from gods outside their

pantheon.

Two neighboring gods are having a
bitter conflict, and both ask the PCs to
take their side in the conflict.

96 A spirit appears to the PCs’ tribe and
claims to be an emissary from another
world.

The PCs’ follwers are missing. Where the
tribe once lived, there is now an
enormous mountain.

98 The PCs’ follwers have adopted an additional set of
commandments. They are not offensive
commandments, but they are not those
set down by the PCs, either.

99 A group of new gods are banding together in an effort

to create their own new world, away from the Elder
Gods. They want the PCs to help them in their mad
quest.

100 Strange omens are seen in the sky: new

constellations, strange comets, and blood-red clouds
that do not change their shapes.

97

ADVENTURE STYLES

Adventures come in many varieties, and many blend
different styles. The following are some elements you might
include in your adventures.

CoMBAT

Players like combat. I’s thrilling, you should have little
trouble adjudicating basic combat using the rules in New
God’s Handbook Chapter 5 Playing the Game and it gives
PCs the chance to use Miracles to influence the outcome.
Be careful, though, that you don't give the PCs challenges
that they can’t handle—or, at least, that they can’t handle
without specific tactics. Also, avoid the temptation to create
obstacles that the PCs can solve only through combat.
Every challenge they experience should have multiple ways
to solve it. Since the PCs are gods with world-changing
power, theyll probably think of all sorts of crazy ways
to overcome their problems. Remember to allow these
possibilities.

Examples of adventures that focus on combat include
attempting to destroy a rival village, assassins slaying
a temple’s guards on their way to the high priest, and
explorers encountering monsters in the wilderness.




DirLoMACY

The Known World contains many gods,
all living in the Celestial Realm, all
controlling mortal followers, and most
trying to grab a little more power, prestige,
and land than the others. The Known
World includes many gods more powerful than

the PCs—more established human gods, Leviathans,
and of course the elder gods—and such entities might
ignore the PCs or might view them as potential resources
or threats. These deities likely keep cautious eyes on the
PCs—and the closer the PCs’ followers are to the other
gods’ territories, the more closely the other gods, and their
followers, watch the PCs. The PCs might view the gods
of the surrounding territories in similar ways: as rivals to
overcome, as potential allies to enlist against their enemies,
as gods best avoided entirely, as beneath their notice, or in
any other sense.

Divine diplomacy is common. Gods form alliances,
barter for land, demand recompense for grievances, and,
more often than their followers might wish, wage war on
each other. The PCs can easily become involved in these
diplomatic games. Another, nearby new god of mankind
mightask the PCs to form an alliance for protection against
the hostile undines nearby. The PCs might feel hemmed in
by other gods and seek to expand their territory, but must
think of a way to do so without angering more powerful
deities. A PC might offer some sort of service—allowing
gnomes to live on his territory, for example—in return
for some other benefit, like permission to mine gems in
the gnomes’ mountains. The gods’ followers might work
out such arrangements on their own, but considering how
active gods are in the world, they are likely involved in such
affairs.

Gods can communicate with each other through their
followers, and often do so. Though the exchange may look
to be an emissary speaking with a village leader, the two
gods involved watch closer and might inspire their followers
with the proper things to say. Gods can also speak to each
other directly in the Celestial Realm.

DuNGeEON CRAWL
You and your players might be familiar
with traditional fantasy roleplaying
games, which often 'involve  parties of
adventurers  descending | into
“dungeons”—to slay the monsters, find the
treasure, and/or rescue the prisoners. You can play
these sorts of adventures in New Gods of Mankind as
well. The Known World is rife with dungeons, whether
these are natural cave complexes, ruined temples and cities,
hostile fortresses, reeking sewers, or anything else. Rumors
speak of these dungeons, whispering of the monstrous and
demonic guardians and of the treasures—both magical
and mundane—that they guard. In such a world, a tribe
might produce a small group of young people eager to earn
glory for themselves, their tribe, and their god by braving
these perils and reaping the rewards. These people are
adventurers. Their lifespans are understandably short, on
average, but they can garner great rewards.
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Of course, a dungeon crawl adventure in New Gods of
Mankind is different from those in other games. Mortal
creatures have only three statistics, for example—Body,
Mind, and Spirit—while those in other games usually have
many more statistics and capabilities. (Of course, the Body,
Mind, and Spirit scores are all you need to run the game.)
Yet even more telling is the fact that the players control
gods who ‘might be watching the adventurers, perhaps
assisting them with inspiration and Miracles when the
going gets tough.

One variation of a dungeon crawl adventure is' when
the gods themselves take mortal form and descend into
a dungeon. Such a deity might join a group of mortal
adventurers (disguising his divine nature or not, as he
chooses), or an entire pantheon of gods might manifest and
head into a dungeon. In this way, a New Gods of Mankind
of adventure is quite similar to the dungeon crawls from
other games. In fact, you can adapt adventures for those
other games for use in New Gods of Mankind—though of
course the differences will be great, so you might just use
the adventure’s basic plot and dungeon layout. The PCs,
however, are not your standard mortal adventurers—they




are gods, and they draw on godly power
as they move through the dungeon.
Such an experience can give the players
a rush of power, especially if they are used
to crawling through dungeons as mortal
weaklings.

EXPLORATION
The Known World is a big place. While the players may
have read New God’s Handbook Chapter 2 Xil's Guide
to the Known World, chances are they will not remember
everything, and even if they do, their characters don’t know
that information. Even though they are gods, they are not
omniscient—even gods don’t know everything about the
Known World—and to new gods of mankind, it is an
unexplored land full of potential hazards and resources.
And on the off chance that the players have assimilated all
the information this is your campaign. You can add new
areas or change any of the information as you like.

Gods may send explorers into the surroundings just to see
what’s out there. These hearty souls travel by land and sea
to reach faraway places. As these they move farther afield,
they (hopefully) take detailed notes and sketch accurate
maps of the places, people, and things they encounter. If
a god’s tribe is lucky, these explorers may figure out how
to send some of these items back to their homeland, but
normally the tribe doesn’t benefit from these explorations
until the explorers return, which can take years.

An exploration adventure meshes well with a mystery
adventure, and in some cases the two may be
indistinguishable. For example, a fishing boat might spy
a distant island on a particularly clear day. The mystery
arises; what's on the island? Resources the village might
use? A possible way to expand its territory? People? Possible
trade partners or a hostile culture? Potential converts? The
tribe might then send members to explore the island.

Exploration adventures are a good chance for you to
introduce the player characters (and players) to the Known
World, its history, its people, its mysteries, and its dangers.
You can make heavy use of New God’s Handbook Chapter
2 in such an adventure.

HoRROR
The Known World is a young, primal
world full of adventures to experience,
monsters to slay, lands to explore, and gods
to challenge. However, beneath all of this
lurks something darker. Brutal deities demand
that their followers spill blood. Demons possess
the unwary. Sinister cabals of evil gods gather innocents
for human sacrifices. Gods struggle to consume each other.
Leviathans strive to bury the world in madness and hatred.
All of these elements lend a horror element to the game, if
you and your players find such things engrossing, and you
can base an adventure on such aspects.

The players control gods, though, and how do you scare a
god? You can't make it bleed or tear off its limbs or place
it in a room with its greatest fear—a god is immune to
such tactics. Sinister beings can inflict such hardships on
a god’s followers, however, and people under such horrors
whimper to their gods for help. Such prayers are often
frightening in themselves, full of half-mad recollections
about tortures and beasts. In the end, you probably won't
end up scaring the characters—but a horror adventure can
still scare the players, which is what a good horror story is
all about.

Not all groups enjoy horror adventures. Your group may
prefer to gloss over these unsavory aspects and instead see
Leviathans as big monsters to kill, as tragic souls to redeem,
or anything else that isn’t particularly horrifying. Yet for
groups who enjoy horror experience, the Known World
allows it—in as much or little detail as you like.

MYSTERY

The Known World is full of mystery. From the enigmatic
First Ones who existed long ago to the Invaders who
enslaved the world, wonder awaits even gods, Add myriad
gods, demons, spirits, and Leviathans who leave nothing
but ruins and bones and a god will have more questions
than answers. More mundane mysteries also exist; a god
may need to determine who or what is responsible for
his people’s missing sheep or why the native wildlife has
recently become more aggressive. Most adventures include




an element of mystery; some revolve
around it.

One easy way to create a mystery
adventure is for the PCs followers to
discover something: an abandoned city, an
old relic, strange markings burned into an animal
hides, the same word written over and over again on

the side of a wall, an underground cavern, a tiny barbarian
tribe with bizarre practices, or anything similar. Many gods
are motivated to investigate based purely on curiosity—and
even if the gods are not motivated in such a fashion, their
people might be, setting off a chain of events that sooner
or later demands a god’s attention. If no one’s looking into
your mystery, you can turn it into more of a threat or a
resource: people vanish when they sleep in the cavern, or
the ancient city’s walls bear glyphs that speak of a powerful

relic within.

THE FIRST ADVENTURE

The first adventure in a new campaign is important. It sets
the tone for the rest of the campaign and, if you and/or your
players are new to New Gods of Mankind, it serves as an
introduction to the rules. It also serves to set the backdrop
for the campaign; the players have already thought about
what they want their gods and their followers to be like,
but it’s not until play actually begins—the first adventure
starts—that they see their choices in action and solidify the
details.

The following are some ideas you might consider when
thinking about the first adventure.

The One in the Book: Chapter 6 contains a sample,
introductory adventure called “Wolves at the Door.” It’s
a fine adventure to start your campaign. However, if you
or your players have already played or read it, or you have
your own ideas about how you want your campaign to
begin, you might not want to use it. It’s still valuable as
a reference, though; you can look to it to determine what
elements an introductory adventure should have. You might
also modify it so it more closely matches your tastes.

Introduce the Rules: The first adventure
should introduce the players to the
game’s rules, if they havent played this
game before. Make sure you give them
opportunities to cast Miracles—and make
sure some of those opportunities involve
different sorts of Miracles, so the players become
used to determining Miracle costs for various goals as
well as using their creative thinking to use Miracles for
different purposes. Also be sure to include some type of
conflict so the players can try out the conflict resolution
system. The conflicts should be straightforward and simple;
basic combat is an excellent choice.

Introduce the Setting: Even if first-time players have read
Xil’s Guide to the Known World, they have yet to see the
setting in a real game. Experienced players of New Gods of
Mankind still may notbe familiar with the particular corner
of the world in which their gods begin. The first adventure
should introduce the setting, even if it’s in a small way.
You probably want to introduce the important aspects: the
Known World is a young and vital world full of spirits and
gods. Some of these gods are much more powerful than the
PCs, so you might want a small interaction with an elder
race. The threat of demons and Leviathans also lurks, so you
might want to incorporate one of these beings—or simply
rumors or tales of one—so the PCs know they exist.

Keep it Simple: At its heart, New Gods of Mankind is a
mechanically simple game. Much of the complexity doesn’t
come from the rules but in the stories that are told and how
conflicts are judged. Therefore, you as Fate hold a great deal
of power; the rules are all here, but you determine when
and how the PCs experience them. You probably want to
keep the first adventure simple, with a few basic Miracles
and conflicts to get the players thinking about how they
might use these aspects in the future. You might include a
simple diplomatic encounter as well, but save the intricate
web of divine diplomacy for later.




Keep it Short: Hopefully, the PCs can
finish the first adventure in a single play
session. That will give them a sense of
accomplishment early on as well as a taste
of what to expect in future sessions.

Provide Rewards: Make sure that the PCs get a
significant reward for accomplishing their firstadventure:

a new ally and/or new followers are good choices. Rewards
provide the players with a sense of success, and they’ll be
eager to get back to the game.

Make it Interesting: With all the above suggestions to keep
the adventure short and simple, you might be tempted to
create an adventure in which a small barbarian gang assaults
the PCs’ village, the townsfolk defeat them, and everyone
goes home happy. While that could be a fun adventure
and also serve all the other purposes of a first adventure,
it sounds a bit boring. You probably want to throw in at
least a small plot twist: the barbarians were hired by a rival
village, for example, or constantly chant a strange name as
they throw themselves into battle. Maybe a spy within the
PCs’ village gives them the guard patrol routes, allowing
them to sneak into the village and attack the temple.

Hook to the Next: You might also want to include hints
about the next adventure or the characters or story lines
you plan to explore later in the campaign. For example, the
name the barbarians chant could be a new Leviathan—you
might plan for the PCs to interact with the Leviathan in
the next adventure, or it could be a villain they’ll confront
much later in the campaign. The first adventure should
also reveal the local surrounding, so the players know with
whom they’ll be interacting in the near future.

CAMPAIGNS

A campaign is a continuing game, a number of adventures
linked together featuring the same main characters, like
episodes in a TV series or chapters in a novel. Sometimes,
campaigns work toward a final, ultimate conflict or goal,
as in a novel; other times, while a few adventures together
might form a cohesive story arc, the campaign itself is

freeform and doesnt work toward an
ultimate end—many television series
work in a similar way.

Your campaign can either work toward an
ultimate goal or not, as you choose. You also
have several other things to think about when

planning a campaign. Remember, though, you dont
need to figure our all of these aspects before you begin
your campaign. Some of these aspects will come about
naturally through play such as a long-term goal, and
your players might come up with ideas theyd like to see
incorporated in the campaign. Where possible, you should
include these ideas; it saves you some work and keeps the
players interested.

Even in a campaign with an ultimate goal at the end, not
every adventure needs to work toward that goal. Every once
in a while, something might happen that has nothing to
do with that goal. These adventures serve several purposes:
they give a break from the focused challenges of the other
adventures, and it doesn’t make sense that every adventure
in a god’s career are all focused on the same thing. Outside
forces come into play; even if the PCs want to send their
scouts to perform reconnaissance on the gnome city prior
to crashing its gates, they may first need to deal with the
mysterious illness afflicting their people. Of course, the
PCs may eventually discover that what they thought was
an unrelated adventure was instead part of a larger scheme:
one of the gnome gods discovered their plan and visited the
disease upon their people, for example.

The adventures in a campaign usually span the genres
presented above. You might have a combat adventure,
then a mystery adventure, then an adventure that blends
exploration and dungeon crawling.

You can also take one of the genres described above and
apply it to your entire campaign—you could base an entire
campaign around exploration or combat (such as a great
war). Even in these cases, the campaign’s adventures don’t
all fall into that category. Players (and GMs) get tired of
combat after combat, so throw in the occasional mystery
or diplomacy adventure.




Below are a few ideas of ultimate goals
that might lie at the end of a campaign.

CARVE A NICHE

The Known World is a big place with
many gods and spirits. The elder races all

have their gods, but humanity has only a few
established gods and even they are weak compared to
the elder gods. Most human tribes focus their attentions
on new gods: gods like the PCs. However, new gods of
mankind come about fairly often in these times, and just as

PowEer LEVEL

By default, each PC begins with 100 followers and
50 Belief. Those are the starting numbers for new
gods of mankind. That’s enough followers and Belief
for the players to feel like gods, but they need to be
careful with their Miracles to avoid exhausting their
resources—they can’t just throw fire and lightning
all day. Of course, if you and/or your players want a
more powerful game, you are welcome to allow the
PCs to begin with more followers and more Belief.
You can choose whatever numbers you want for these
statistics; the following are some benchmarks.

The PCs are... | Followers | Starting Belief
New gods of 100 50
mankind*
Ascendant gods 500 250
of mankind
Established gods 1,000 500
of mankind
Major threats 10,000 5,000
World-shakers 100,000 50,000
* The default.

often their people fall to some calamity
and the gods wither away almost as
quickly as they arrived. Humanity needs
gods—powerful gods who' can protect
them from their enemies and allow them to
stand against the elder races.

The PCs might want to be these gods. They may have
goals that stop short of taking over the world or slaying the
elder gods, but they might want to establish themselves as
the elder gods’ equals. Doing so is not easy, as burgeoning
human tribes are fragile and their enemies many. In addition;,
the more powerful a human god gets, the more warily the
elder gods watch him. Other human gods jealously guard
their positions and see other human gods as rivals to their
power. Still, if the PCs are cunning and intelligent, they

could lift themselves to become the gods for humans across
the Known World.




CHALLENGE THE ELDER GODS
The elder gods are probably the most
powerful entities with which the PCs
might deal. They rule the world, though
not peacefully; the salamanders’ dragon
gods vie with each other for control while
waging war against virtually every other race; the
Jurelian giants’ brutal deities want to kill everyone and
drink their blood; the undines two gods are engaged in
an ages-old feud. The elder gods mostly see humankind
as small and inconsequential: useful for slaves, but that’s
about it. They don’t view human gods with much more
esteem.

The PCs may want to change things. They may want to
take rulership of the world away from the elder gods, exact
vengeance for hardships done to their people, or simply
prove that they can stand toe to toe with these great deities.
A campaign could easily focus on the goal of, eventually,
the PCs gaining enough power to challenge the elder gods.
They probably have dealings of various sorts with the elder
gods before this time: peacefully, diplomatically, or on the
battlefield. The elder gods are extremely powerful, and if
the PCs do something stupid they could easily see elder
race armies march all over their populace, so they must be
careful. Diplomacy serves them well; a PC may make an
alliance with one elder god, for example, to assist him in
battles against another.

Of course, the elder gods have so many worshippers that
the PCs are unlikely to wipe them out entirely. The elder
gods may lose power as their cities fall, but they remain
gods, burning with hatred and a desire for vengeance.

DEreAT EviL

The PCs might set themselves up as a force for good in
the world. Such selflessness is rare and it might not be the
PCs’ only goal, but the Known World needs such gods.
Selfish deities, murderous Leviathans, cunning demons,
and brutal mortals are everywhere.

If the PCs hope to eliminate all evil in the world, they’re
asking too much. However, they could, potentially,

defeat some particular source of evil.
) Likely candidates include particularly
bl vicious elder gods (the salamanders’
s 5 dragon gods are notoriously warlike, and
the Jurelian giants’ gods are savage and
violent), monsters (like those that come from
Demon’s Reef in Ar-laneth), violent sects (such
as the followers of Plthunlos), and especially demons
and Leviathans. The powerful and mysterious entity called
Fate seeks to eliminate Leviathans and return demons to
the Well of Souls, so the PCs would help it out if they
take such tasks upon themselves. Though Fate’s motives
and thinking are inscrutable, it might indeed feel gratitude
toward the PCs for assisting it with such a job—or even
succeeding where it could not.

Discover THE TRUTH

The Known World has many mysteries, and the PCs may
set out to discover the greatest of these for themselves. They
may wonder about Fate’s true nature; they may be curious
about the Creator that began the world and the universe;
they may seek to discover if other worlds exist and, if so,
what they are like and if they have their own gods. This
book mentions numerous mysteries, but leaves the details
for you and your players to discover. The true natures of
Fate and the Creator, for example, do not appear in these
pages, and you are free to invent whatever you like about
them.

While the PCs work to uncover such secrets, they’ll likely
face many challenges along the way. Especially powerful
entities (like Fate) guard some of these secrets and other,
more obscure guardians might protect others. Yet the PCs
may have help along the way: ancient prophecies and
texts that supply them with hints; old weapons, relics, and
forgotten gods that lend potent aid against the guardians;
and diplomatic bargaining power (“we kill this Leviathan,
you tell us what we want to know”) all serve the PCs
well. A campaign of this sort may require the PCs to send
followers throughout the world, piecing together old texts
to discover obscure bits of lore. While they do so, of course,
the PCs face other dangers common to new gods.




ADJUDICATING THE RULES
Another of your roles as Fate is to make
sure the players play the game according
to the rules. When a dispute over the rules
arises, it’s your job to arbitrate: decide
what the rules actually say in regard to the
situation, or, if they aren’t clear or don’t address the
situation, it’s your job to come up with a judgment or
alternative that makes sense and keeps the game moving.
As mentioned earlier in this chapter, New Gods of
Mankind leaves much open to GM interpretation. Expect
to be called on at least once a session (at the very least) to
resolve something that the rules don’t clearly spell out. For
example, if a PC’s Domain is ‘supremacy’, what sorts of
Miracles does it encompass? If a PC performs a particular
dark and frightening Miracle, is it scary enough to generate
Terror?

The following sections give you some advice on how to
resolve these and similar situations.

THE Basics
The following are some rules of thumb for resolving all
disputes and rules questions the players might ask you.

COMMON SENSE

This is the most important “rule” of all. In general, when
youre making a judgment about the rules, use common
sense. In fact, common sense trumps the rules as they’re
written—the rules exist to provide you with a framework
for casting Miracles and engaging in conflicts, not as a
substitute for logic. For instance; one of the players has
a question about his followers fleeing from a collapsing
library: do they use Body or Mind? Body is the obvious
choice, but if it makes more sense to use Mind—for
example, if the followers’ escape relies on how quickly they
can navigate the library’s underground labyrinth rather
than simply how fast they can get out of the building—use
Mind.

GOOD REASONS FROM THE PLAYERS
Be open to the players’ arguments about the rules. If a
player can give you a good reason why a particular rule

should: work in a particular way, you
_ should probably let it work in that way.
Blf  Such reasoning is most likely to arise
A =3 during the casting of Miracles, when
players might come up with all sorts of
reasons why a particular Miracle falls into their
Domains or their inclinations or whatever. If you
agree, then allow the Miracle to fall into that Domain
or inclination—the new gods of mankind are already
outnumbered and outgunned, and if they can cast the
occasional Miracle at a lesser cost for some creative reason,
no one’s going to complain.

Fun

Remember, your primary role is to ensure that everyone
around the table (including you) has fun. Therefore,
you might want to give the players some leeway. Even if




a player’s arguments about why the
animal-killing spell is in his love Domain
don’t convince you, you might want to
let it go anyway—or offer a suggestion
for a Miracle that would fall into the love
Domain—Dbecause that would just be more

fin.

Similarly, you should probably be nice to your players.
Don’t make rulings against them just because you want to
irritate them. Since you control the bad guys, sometimes
it’s easy to feel that the game is competitive: you against
the players. That is not the case, so don’t use your immense
power as Fate as a weapon against the players. Generally,
allow them to do what they want to do.

One aspect of trying to make the game fun that arises
in most roleplaying games is whether or not Fate should

fudge die rolls in the players’ favor.
Since you're probably rolling dice where
the players can’t see them, it’s easy to say
“nope, the barbarians don’t resist your
Miracle” or “oh no, my highest was a 2!”
even if the dice show otherwise. Many GMs
say that fudging die rolls is acceptable when
otherwise the PCs would die or suffer some other

horrible calamity from something not brought about by
stupid actions. Others say that you shouldn’t fudge die rolls
at all—the game includes that element of random chance
for a reason, and you should let the dice land where they
may.

The decision as to whether or not to fudge die rolls is for you
to decide. Your players might also have some ideas about
how they want you to handle it—some players don’t want
you to ever cut them a break while others might appreciate
the occasional fudge just to keep the game fun.

MAKE 1T A CONFLICT

Any Miracle that affects living creatures in any way besides
a flat-out bonus (i.e., anything that isn’t clearly and only
positive) creates a conflict. When in doubt, it’s a conflict.
For example, if a PC wants to create an image of his face on
the side of a barbarian tribe’s yurt, hoping to convert them
to his worship, the result is a conflict: the barbarians resist
the attempt with their Spirit. If they succeed, they dismiss
the face as natural or unimportant; if they fail, they pay it
heed. You might then rule that simply seeing your face on
the yurt isn't enough to make them abandon their ways and
join the ranks of your followers, but it might make them
more susceptible to similar tactics. You might give them
penalties on their Spirit rolls when it comes to resisting
later conversion attempts. In this example, you made the
Miracle a conflict, and common sense prevailed—you did
your job as Fate.

Equity

Be fair to all the players. If a dispute arises between players,
you might not be able to rely on the “be nice to the players”
suggestion, because you can’t be nice to both of them.
Instead, you need to do your best to resolve the situation
based on the rules, common sense, and your experience as

a GM.




Such a situation is most likely to arise
in a game that pits players against each
other from the start—while New Gods
of Mankind is a cooperative game by
default, you can also play it competitively
(see “Player Versus Players Games,” below,

for more information). In such a game, your role
is.much more like a referee than in most games, so be
sure to be impartial.

You'’re THE Boss

You have ultimate power over the game. You can even
change, delete, and add rules as you like (though hopefully
not actually during play). It’s your game, so do what you
want with it. This also means that once you make a ruling,
even though the players can try to get you to come around,
what you say goes. Most players familiar with roleplaying
games understand this dynamic already, but in some cases
you might find it important to remind them that you're
Fate and therefore have the final say. Fate can't cheat—he’s
Fate!

MATH

Sometimes the rules involve math. You might need to
double something, for example, but what happens if you
then need to double it again? What happens if you need
to round a number? The following rules apply to such
calculations.

Doubling: In most cases, when you would multiply a
number (for example, to double it) and then apply another
multiplier (like doubling it again or tripling it), each
additional multiplier’s factor drops by 1. Therefore, two
doublings equal a tripling. For example, if a god normally
gets 20 Belief, but he has two effects that each double
that number, he gains 60 Belief. You might think of this
as adding percentages together before applying them to
the base number; a doubling is +100%, so two of them
together equal +200%: a tripling.

Rounding: When you end up with a fraction, you need
to round. In general, use the normal mathematic rules
for rounding: round down if the decimal number is 4 or

lower; round up if the number is 5 or
higher. Thus, 4.5 rounds up to 5, while
4.4 rounds down to 4.

Use THE BoARD GAME RULES?

New God’s Handbook Chapter 6 includes
rules for playing New Gods of Mankind as a

combination' roleplaying game/tactical ' board game.
When you plan to start a new campaign, you probably
wonder whether or not you should use these rules. Note
that they make the game significantly more complex, but
many players enjoy tactical combat and the board game
rules allow them to experience that in the context of a
roleplaying game.

Fortunately, you can't really mess up this one. If you begin
the campaign with the board game rules, and find that
everyone hates them or has a difficult time with them,
you can always kick them out and play the campaign as
a straight roleplaying game. Conversely, you might begin
the campaign as a straight roleplaying game and introduce
the board game rules sometime in the middle. You might
do so just because you or your players want to try them
out, or because something in the campaign makes them
suddenly necessary: a salamander army amasses close by,
for instance, or a rival village sends troops to march on
the PCs’ territory. You might then ditch the board game
rules when they no longer seem necessary; or, if everyone’s
having a good time with them, continue playing with them
for the rest of the campaign.

You might consider the following when deciding whether
or not to use the board game rules.

Ask the Players. Before the campaign begins, you should
probably ask your players if theyd like to try out the board
game rules. Be prepared, though, for answers like, “I don't
care.” What a player really means is, “I don’t care, as long
as I have fun.” So you might want to consider some other
points.

It’s Different! Odds are, you and your players have played
roleplaying games before.’ You've probably also played




tactical board games, or maybe strategy w i-.
games on the computer. Yet you probably — {&ammsay,
haven’t played a game that combines the  § ,
two genres. Some players might find such
a game to be fresh and stimulating. On
the other hand, some players may prefer
their game genres not to cross like that, or might

simply dislike strategy games.
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PvP. If your game pits players against each other (it’s a
“PvP” game), the board game rules are probably the way
to go. They help ensure fairness to conflicts and provide
concrete resources and territories that the players can affect.
The players are probably more familiar with competition in
board games rather than roleplaying games.

Armies and Territory. If armies are at work, the board
game works best. They can maneuver around the board,
attempting to second-guess each other. If you want your
campaign to include such strategy—you envision gnome
armies maneuvering near the PCs’ territory, and imagine
the PCs will want to raise armies of their own to combat
them—the board game rules work well. They also work
well in campaigns in which you and/or your players want
to focus on territory: gaining it, improving it, conquering
it, and the like. If your players primarily want to sit at home
and tackle the adventures you throw at them—and don’t
mind representing territory and followers abstractly—the
board game rules might not be necessary.

PLAYER VERSUS PLAYER GAMES

By default, New Gods of Mankind is a fairly traditional
roleplaying game: The players and player characters work
together—in this case, as a pantheon of gods—to complete
shared goals. They may have differing ideologies and clashes
of personality, but in the end, they’re a team.

Another way to play this game is to pit players against each
other from the beginning: you can run a player-versus-
player (PvP) game. The Known World has plenty of gods,
after all, and one of the best ways for them to gain more
followers and territory is to conquer their neighbors. PvP
games are mighty and brutal: Mortals butcher each other,

shining heroes inspire their troops, and
god fights god in tremendous, ground-
shaking conflict.

If you and your players want to play a PvP
game, you probably want to use the board
game rules in Chapter 6 in the New God’s

Handbook. Also, since the players face off against each
other, you may want to give the roleplaying aspects—going
on adventures and such—a backseat. Since the PCs arent
cooperating, they are unlikely to both undertake the same
adventure.

The basics of such a game are simple: One player takes a
turn, moving his troops and commanding his followers to
build structures and so forth, then the other player takes a
turn. After each player has taken a turn, that’s the end of
a season. New Gods as a Strategic Board Game includes
everything you need to know about training armies,
building defenses, acquiring territory, and the like. Note
that a PvP game can easily incorporate more than two
players, all competing against each other—or perhaps in
teams of rival pantheons.

One question comes about regarding initiative: Which
player goes first? You might have the players roll dice to
see who will have the initiative in this season. Whoever
scores the highest may chose which order he will play. If
the highest roller chooses not go first, the second highest
dice roll will start the season. You might also allow PCs to
cast Miracles to influence their initiative rolls. Alternatively,
you might have each player write down what he wants to
do in the upcoming season, and then both sides take their
turns at the same time.

INCLUDING ROLEPLAYING ELEMENTS

If you and your players still want some element of
roleplaying, you might give them each small, individual
adventures that they undertake on their own. These
adventures work best if they are short (a player can
complete one in just an hour or two) and provide tangible
benefits or penalties to his strategic board game situation.
Since you probably don’t want one of your players to go




in the other room to play video games
for a couple hours while you run an
adventure for the other player, the best
way to handle these adventures is to meet
with your players each individually on
different days, leading up to the day when
they clash on the battlefield.

FATE’s ROLE

A PvP game likely plays out similar to standard strategic
board games, except the PCs can throw Miracles around
to influence the game. The players must manage their
resources—primarily their followers—but the game’s
winner is likely to be the player who uses Miracles with the
most creativity and intelligence. Thus, your role is mostly
one of referee: ensuring that the players follow the rules

and arbitrating questions about Miracles
and the like. You are likely more involved
in the game than a referee in a sports
contest, but not as involved as a GM in a
traditional roleplaying game.

TIME

PvP games are generally over fairly quickly—within a
single play session or two—ijust like other strategic board
games. Only rarely does a PvP game turn into a full-fledged
campaign, but if that's what your players want, you can
certainly give it to them. Such a game might work best if
the PCs aren’t necessarily enemies at the beginning, but
neither are they allies. As the campaign progresses, they
may be forced to become either, and perhaps change from
allies to enemies as time goes on.




CHAPTER 2: THE
HISTORY OF THE
KNOWN WORLD

New gods have a lot more to deal with than just
their tribes” survival. The Known World has a
lengthy history, and sometimes the past rears
its ugly head to affect the present. Humanity is
a relatively new factor in a world of elemental
creatures, but humans and their gods have already
played a significant part in protecting themselves and the
elder tribes.

Before humankind arose, the Elder Gods helped shape and
reshape the world—something most new gods don’t learn
except in bits and pieces from their tribes or encounters
with the Elder Gods. You (the GM) might use this history
for adventure hooks, plot advancement as your campaigns
progress, and to provide you with a better understanding
of the Elder Gods’ motivations and psychology.

THE HisTorY OF THE KNOWN WORLD
As compiled by Shadora, Elder of Lore and Gatherer of History
for the Crater of Lugos

My name is Shadora, and I have worked in the service of
Lugos for well over a century. This compilation you hold in
your hands is my lifes work, and I am ready ro join my god.
[ present this without bias to any race, no gentling of the
words to spare any feelings. I start with the words of our gods
themselves.

In the Beginning there was Fire

A conflagration of creational energies
Spinning in Void

Spawning Earth

The earth formed our first world
Seething with subdued blazes

And it rained

Forming Water

Covering the naked world was the oceans
Rising and falling with the swaying of the wind
For Air came
Telling Lies

After these small words life was born

Living and dying as all life does

Breathing Air

Touching Earth

Made of Water

Full of Fire

Most scholars believe that the Known World

was once a place of raw elemental energy. Fire, Water,
Air, and Earth were in harmony, constantly clashing yet
melding. From these elements we, the elder tribes, came
into being and lived as primitive souls on the unbroken
world. We were many, so many—millions and millions of
pathless immortal creatures in a world of our own making.
We played for millennia, and while we wandered, the world
took our energy and evolved, covering itself with life.

According to legend, the Creator rearranged the universe—
the salamanders and sylphs both believe with the Creator
accomplished this task with Its fiery breath. We were given
mortality and became civilized. Our energies at that time
were powerful and long-lived; thousands of years would
fall away before our First Ancestors would pass on; to
where, we do not know. During that time each elder race
chose a newly evolving species to help lead to sentience.
The salamanders chose the giants, the gnomes selected
the nympbhs, the sylphs took the sprites, and the undines
watched over the selkie. Eventually, these creatures grew
independent of us, and we saw them as comrades rather
than servants.

THE INVADERS

Thousands of seasons ago, the elder races prospered, filling
the lands with cities. Then the Invaders came. They came
from beyond the stars in large metal airboats and landed
among the islands of Celdynn. At first these Invaders were
quiet and curious, as were our First Ancestors. They met
with the Invaders and attempted to communicate with
them. They were similar to the native races in that they




were bipedal, with faces and hands much
like ours. But they were manipulators, these
Invaders, and they betrayed the kindness of the
elder races.

The Invaders were powerful; far more powerful than
the elder tribes. Their ships were unlike anything
the First Ancestors had ever seen. With these ships
the Invaders had the capacity to travel throughout all the
reaches of the Known World, from the deepest depths of
the oceans to the fiery infernos of the volcanoes. It was as if
they mastered all the elements and knew no bounds.

Season after season, the Invaders took more and gave
back little. The First Ancestors found themselves trapped
by the Invaders’ machinations. Realizing the danger, they
mounted an attack, The Invaders retaliated and destroyed
the elder races’ cities. They enslaved the entire Known
World, harnessing the elements and taking the elder races
as their slaves. We neared extinction. In desperation we all
called out, and Fate intervened.

The gods came to us, for us, at this time of great need, as
brothers and sisters working together, bringing us hope.
We won small battles, and slowly the Known World freed
itself from the chains of slavery. With each passing moment
we became stronger—but were still unable to rid ourselves
of the Invaders.

Finally, great Lugos gathered his fellow gods and traveled to
the Invaders’ largest city on what is now called Kukulcan.
He tells us in his own words how he created dissension
and chaos, destroying the Invaders while entrancing their
gods. With the Invaders sufficiently distracted, he pulled
together all the gods and all the tribes and attacked.

In the end, we, as one great tribe united under a common
goal, went forth to destroy the Invaders. We fought over
several seasons, until at last the armies were at a standstill.
Our ancestors numbers thinned considerably until we
were but a handful compared to the myriad of beings that
had existed before the war.

Then the gods forged Gnorr’s mighty hammer,

World-Splitter, and destroyed the Invaders once
and for all. The hammer’s blow disrupted the
world as we know it, but again Fate came and
the world was whole again—although different
than before. The elder races had lost much of their
knowledge and started over with the simplest of
villages. The Elder Gods helped where they could
and became essential to our lives. This is the Known
World as we know it today.

THE WAR OF THE ELEMENTS

The first Elder Gods were many: Lugos of the sylphs,
Gnorr of the gnomes, Celundynn and Plthunlos of the
undines, Thuun of the giants, and the nine dragon gods of
the salamanders.

THE WINDS OF WAR

Once the Known World was reformed and civilization
reestablished, the Elder Gods found themselves idle.
The dragon gods outnumbered the other gods, and the
salamander tribes benefited from this disparity in disputes
of territories, the arts and sciences, and in battle. The
dragon gods were a majority in the heavens and constantly
influenced events to suit their desires. Tempers flared.

The other gods found ways to influence their tribes
and raise other spirits to become gods. Celundynn and
Plthunlos were the first to find a solution, “siring” Grun
of the Ice and Snow. Gnorr brought forth Methussa and
Bruin to stand at his side, and later fathered Rethan and
Fors from Methussa’s mortal incarnation. Lugos, working
with the sprites and sylphs, brought forth three wind
gods—Nephon, Nihir, and the Unnamed One, and later
took the Unnamed One as a lover.

The dragon gods were so many that they often spent their
time bickering among each other in their celestial domain,
but when they returned to the Celestial Gardens, they
found that the other Elder Gods outnumbered them; no
longer would the votes be constantly in their favor. Enraged
at their brethren and despising the younger deities, the




dragon gods secretly prepared for war.

Not all was well with the other Elder Gods,
either. Grun, elevated to godhood by Plthunlos
and Celundynn to be their God of Ice and Snow,
regularly visited Thuun, God of the Giants, in his
frozen domain. Grun was drawn to Thuun, first as
a friend and then as a lover, and eventually Grun
moved into Thuun’s celestial home, estranging
himself from the undine god and goddess. Thuun was
smitten with Grun, given over to the newer god’s whims.
Thuun gave Grun total leadership over the giants, preferring
to sit in the background and watch in contentment as his
mate ruled in his stead. Grun was all too happy in his new
place, but deferred to Thuun often, and together they
brought forth even more gods from the frozen wilderness.
These actions started the rift between Plthunlos and
Celundynn, as each felt the other responsible for Grun’s
loss.

Meanwhile, the gnome gods could not control the wood
nymphs. Much to their chagrin, the wood nymphs refused
to worship anyone but themselves, raising their own kind
to godhood. The wood nymphs separated themselves from
the gnomes and other gods, gathering in the forests while
the wood gods laid claim to many regions in the Celestial
Spheres. The nymphs were the first to draw blood from the
other races, denying everyone else entry into their forests.
The wood gods were callous and rude to the other gods,
refusing to give way on any matters they felt took anything
away from their nymph tribes.

Lugos was also unhappy. The Unnamed One, whom Lugos
had taken as a lover, no longer wanted to be with him. She
was a cold wind god and frequently worked with Grun
during the Known World’s winter months. She fell in love
with Grun, and when Grun did not return her love, she
became grief-stricken. The other two wind gods felt their
sister’s pain and distanced themselves from Lugos, God of
Thought and Air. The twisted love triangle between the
gods spiraled out of control when Lugos decided to rid
himself of both his lover and Grun. The dragon gods joined
him and together they confronted Grun in the Celestial

Sphere of Winter. Grun cried out to his lover,

and Thuun retaliated. The War of the Elements

spilled out of the heavens and onto the Known
World.

THE WAR

Season after season their fight raged, drawing in
mortals as well. Giants came out of the frozen lands
and attacked sylph cities. The wind gods convinced

their sister to hide with Grun in Thuun’s domain until
the fighting was over. The disgruntled gods manifested
themselves in the mortal realm to decide the victors. They
became fierce mortal monsters, laying waste to the world.
The mortals battled each other just as ferociously.

Only a few would not take sides. The gnome gods refused
to battle. While Gnorr and his god-kin sympathized with
Lugos, they refused to assist him. Celundynn also did not
want to go to war, for although she was angry with Thuun
for taking her “son” away, she also had contempt for the
Unnamed One’s foolishness. Her husband, Plthunlos, on
the other hand, defended Grun against Lugos and the
dragon gods—in particular the Dragon God Draax, whom
Plthunlos defeated in a vicious sea duel.

While the dragon gods and Plthunlos recovered from their
fights, Lugos entered Everwinter to attack Grun directly.
Grun knew the Elder God was angry, but did not understand
the true reason why, dedicated as he was to Thuun. Lugos
found his Unnamable Lover hiding within Thuun’s castle
and dragged her to Grun and Thuun, throwing the
Unnamed One at Grun’s feet in a fit of rage. The wind
goddess confessed her great love before all, leaving Grun
and Thuun in shock. She reached for Grun while he stood
dumbfounded, and Lugos’s temper snapped. He moved to
strike Grun, but Thuun stepped forward and blocked the

blow.

In his anger, Lugos had terrifying power, but the god of the
giants was more than a match for him. The battle spanned
the heavens, and their rage sparked winds and storms that
pounded the Known World. As devastation threatened




their people, several gods came as one to Gnorr,
begging him to use his World-Splitter to end

the conflict. Gnorr refused.

Unwilling to abide by Gnorr’s decision, the
dragon gods convinced the gods of wood, wind,
and snow to steal World-Splitter while the Dragon-
Kin distracted Gnorr. The young gods lifted the
weapon from its hiding place on the Known World
and together attacked Lugos while his back was turned.
The blow split the heavens and sent Lugos crashing into
the Known World, creating the crater on the plains of
Jasinu. The blow killed thousands of mortals of all races.
Everything, both above and below, paused in shock.

With his opponent defeated, Thuun, with some remorse,
returned to his domain—and found Grun locked in a
passionate embrace with the Unnamable Lover. His howl of
anguish echoed throughout the heavens and in the mortal
world as well. Grabbing both betrayers, Thuun prepared to
hurl them both down onto the broken body of Lugos:.

FATE INTERVENES

Before Thuun could act, a winged woman appeared. This
was Fate. She stepped in front of Thuun and demanded the
god to cease. Unable to move, Thuun looked on helplessly
as Fate explained why this war had to end. The world below
was crying out for mercy. No one was unaffected by the
destruction. One mighty blow to the ruined world, and it
would shatter. It is over, Fate decreed. Fate forced Thuun to
release Grun and the Unnamed One to her for judgment
and left Thuun to brood in his domain. Fate then gathered
Lugos’s broken energies and returned him to his rightful
place among the spheres.

Then Fate set judgment on the gods. It exiled Grun and the
Unnameable Lover to the Abyss. All of the younger wind
and ice gods chose to go with them; only Nephon stayed
with Lugos as an underling in the sylph god’s service. Fate
punished the wood gods for stealing World-Splitter, and
returned them to spirit form to live again as mortals among
the nymphs, where they eventually claimed the wood
nymphs as their own clan.

THE AFTERMATH

Thuun, bitter over his lover’s betrayal, grew sullen

and withdrew from the other gods. His giant
tribes took to calling him Lord of Destruction,
and to this day Thuun reminds himself of Grun’s
treachery at the sacrifices of Grun’s Circle of
Stones.

Plthunlos and Celundynn settled their differences, albeit
temporarily, and set about making repairs, as did Gnorr

and his kin. The dragon gods avoided punishment for
their actions in the War of the Elements, but lost the other
gods™ respect. Instead of retaliating directly, the dragon
gods worked over the years to convince their salamander
followers that they are more powerful than the other races.
Dragon god Kanos and her siblings pushed their people to




become highly competitive, especially in battle,
thereby preparing the salamander tribes for
future conquest.

Lugos was subdued by his near-destruction.
The great god of wind desired to make amends
toward his followers. He returned to the crater and
made it a holy place. After time Lugos regained his
mischievous personality, but the god never again allowed
his followers to worship any other sylph gods. Nephon was
content to remain a small influence in the Known World,
and eventually Lugos and Nephon became friends.

The War of the Elements left many long-lasting effects on
the Known World. The air sprites were weakened from their
battles and no longer thrived. Over the course of the next
several hundred years, pure-blood sprites became extinct
and only those who crossbred with sylphs were able to keep
their lineage alive. The selkie comrades of the undines found
that changes in the waters inhibited their reproduction;
only through the combined efforts of Celundynn and
Plthunlos did several hundred selkie survive. The wood
nymphs, however, thrived and assimilated the rest of the
nymph population.

A GOLDEN TIME

For several hundred years, there was peace. The gods helped
their peoples develop new cities and for a time stayed very
to their followers, repentant for nearly destroying the world.
The gods believed there would never be another war.

Unknown to the elder races, though, more changes were
coming. The War of the Elements did more damage than
the gods realized. Spirits from the Well of Souls found ways
into the Known World through tiny tears in the fabric
of space and time. These were the first demons. The war
had altered the face of the Known World, allowing for an
increase in mutations and new species. The peace could
not last.

THE COMING OF HUMANKIND

Distrust brewed among the gods. The

salamanders prepared for conquest under their
dragon gods™ direction. The gnome gods passed
edicts to their followers. Gnorr, under Methussa’s
advisement, granted the gnomes with the gifts of
forging and weapon-making. Lugos, who did not
want the sylphs to fight, convinced his people to
avail themselves of all races, using charm, eloquence,
and subterfuge. This tactic ensured that they not only
avoided direct attacks on their cities, but also allowed the
sylphs to influence the other races and record their words
and actions.

The undine god and goddess felt a distinct disadvantage.
The undines were restricted to the water, unable to
compete directly with the other races. Other races could
attack the undines, but the aquatic mortals could not give
chase. Plthunlos and Celundynn argued over the best
course of action. Exasperated, Celundynn finally gave the
power of metamorphosis to their followers, allowing them
to transform their tails into legs to walk upon the land.
Plthunlos hated this action, believing the change weakened
the undines and made them more susceptible to other gods’
influences.

Plthunlos’s strategy for dominating the Known World was
more sinister. He returned to the island of Kukulcan where
the Invaders once lived. After finding their ancient remains,
he took the doomed selkies and altered their bodies with
the Invaders’ bones and flesh. He created new beings with
the intelligence of the selkies, but capable of walking on
dry land like the Invaders. Filled with an ingrained need
to conquer, yet an instinctive respect for the sea, these
new beings burst from the waters throughout the Known

World.

This new race was called humanity.

Celundynn was horrified, but Plthunlos assured her the
creatures were under his control. For the first few hundred
years of humankind’s existence, humans, at Plcthunlos’s
behest, spied on and created chaos for the land-bound
races while Celundynn fumed.




THE UNDINE DIVIDING WARS

After Plthunlos created humans, Plthunlos and
Celundynn could no longer work as partners
of the seas. They lived separately, not speaking
to one another for several seasons at a time. Yet
Plthunlos wanted to create a new god, one for
the humans, ensuring their loyalty to the sea. He
came to Celundynn and asked her forgiveness. He
convinced Celundynn they should both manifest on the
Known World as undines so they could procreate. She
prepared herself for the coming pregnancy, but her people’s
needs kept her away. Frustrated, Plthunlos decided to pull
the undine tribes together and head to deeper waters,
separating them from the rest of the world and ensuring
that their people would no longer need her attention.

Celundynn was distracted by disturbing reports of demons
shooting out from a reef in Ar-laneth. Twisted and
maddened, these new beasts created havoc for the undines.
This situation required her complete attention. The goddess
told her husband that all the seas were their responsibility,
and she needed to keep near her undine priests to battle the
threat. From his underwater abode near the city at Fanos,
Plthunlos grew angry as Celundynn left for long periods
of time.

THE WAR

Plthunlos gave up on procreation and followed Celundynn
back to the demonic reef. The god planned to kill her
undine incarnation, sending her temporarily back to their
domain in the Spheres. Then he would force her followers
on the ocean’s surface into the depths, abandoning Demon’
Reef. When Celundynn saw her husband and the intent'in
his eyes, which was the breaking point. She attacked, and
Plthunlos was so surprised at this that she landed a fatal
blow, killing her husband’s incarnation.

When he reappeared in the Celestial Realms, Plthunlos
was beyond rage. He incarnated again, this time as a
great shark, and gathered his loyal servants on Fanos to
force the goddess and her followers into the deep. Undine
fought against undine, brother against brother, wife against

husband. At last, Celundynn walked ashore
at Ar-Celdynn and Plthunlos was unwilling
to follow. She helped her undine warriors
strengthen their cities’ fortifications. While on dry
land she created several sets of enchanted claws
for her champions and took Fanos, her husband’s

only surface city, by force. The magic claws became
known as Lothnecels—“Hands of the Goddess.”

FATE INTERVENES

As a great shark in the depths, Plthunlos terrorized his wife’s
followers. The undines’ faith in Plthunlos was shaken, but
their faith in Celundynn was strengthened. The ancient
scrolls say that Plthunlos became a great Leviathan of his
own making, bent on destroying his own people. Finally,
Fate subdued him and gave him an ultimatum: stop or be
removed from the Celestial Realm.

This situation was unexpected for the Elder Gods. They
could have their godhood taken away? Could Fate really
do thae?

None of the Elder Gods, including Plthunlos, wanted to
test it. Both Plthunlos and Celundynn returned to the
Celestial Realms. The sea was now divided between them—
Plthunlos had the deep, and Celundynn had the surface
waters and seashores. The undines continued their battle,
but only half-heartedly. Many worshippers of Plthunlos
turned to Celundynn, fearing the wrathful sea god.
Celundynn forbade the worship of Plthunlos anywhere
near the surface cities, and most of the undines were happy
to acquiesce. Plthunlos was left with only a handful of
dedicated worshippers who left for the deep and started
their own colonies in caves and underwater grottos.

THE AFTERMATH

The Dividing Wars lasted for only a few years, but the
results would be felt for many seasons. With their followers
divided, both sea gods were significantly weaker than
before. Celundynn still focused on Demon’s Reef, but
avoided the other gods in the Celestial Gardens. Plthunlos
wanted nothing to do with surface creatures and gave up




his control of humans, expecting them to die
without his influence.

The Undine Dividing Wars taught the gods that
that their existence is tied to the worship of their
followers. Some, like Lugos and Thuun, were the
primary gods of their tribes and remained powerful.
Others saw their own weaknesses. Nephon, Lugos’s
servant, wandered the Gardens sadly, recognizing the
extent of his punishment. The sprites that once worshipped
the wind were gone, and few sylphs called out his name.
Lugos tried to help the weakening god by reminding his
people of Nephon’s existence, but the wind god remained
withdrawn.

THE BATTLE OF DRAGONS

The dragon gods were angry at the other gods. They believed
that all the long-term damage to the Known World was the
fault of the other Elder Gods. Each felt that they needed to
rise to superiority—that the Known World would benefit
from such an occurrence. After all, unlike some gods, they
were not plagued by silly sentimentalism or bitterness.

They did not, however, work well as a unit. Star-Scaled
Kanos believed that under her laws the Known World
would no longer suffer from chaos and mayhem. Tukonos,
Dragon of Searing Thought, felt they needed to return to a
time when the dragon gods made the majority of decisions
for the good of all mortals. The Dragon of the Forge,
Moorhanos, claimed that the gnomes stole their smelting
knowledge from her; she wanted the gnomes punished.

THE DRAGON GODS UNITED

It was Draax, dragon god of the Boiling Sea, who saw the
weakening of Celundynn and Plthunlos as an opportunity
for pushing the dragon gods’ campaign. Draax watched the
bitter fight between the sea gods and called to her brethren.
By controlling the seas as well as the dry lands, Draax said,
the dragon gods could become the most powerful deities in
the Celestial Realms. Draax’s celestial kindred agreed that

wiping out the undines was the best way to gain power.

Celundynn heard the cries from her followers
in the city of Jaash and came immediately
to their aid. The salamanders used ships to
attack Jaash from Ar-Feslynns opposite side.
The undines defended their city easily, and when
Celundynn arrived at the Celestial Gardens to
protest the attack, the dragon gods were arguing
among themselves. This strife led Celundynn to
believe that the attack was weak and did not have the
support of all the dragon gods—but this assumption was
part of the dragon gods’ plan. In the Gardens the dragon
gods “convinced” Draax to incarnate to boost her followers’
morale. The salamanders fought harder, and Celundynn
followed suit, incarnating on the Known World to counter
her foe. As soon as the sea goddess appeared, a second
salamander unit attacked the city from the north while
the dragon gods created deadly firestorms to slam into
the city from the sea. This mighty assault destroyed Jaash
while Celundynn stood in the temple and watched. The
sea goddess gathered what followers that she could and fled
to Celune in tears.

THE GNOMES GODS INTERVENE

Unable to ask her husband for assistance, Celundynn
returned to the Gardens to ask Gnorr and the other
gnome-kin for aid. Methussa and Bruin wanted to support
the undines; Gnorr’s son, Fors, wanted nothing to do with
them. Rethan felt that if the dragon gods were victorious,
they would gain too much power and strike the gnomes
next. Gnorr listened to his wife and children and decided
to aid Celundynn. He granted her strength and outfitted
her people with gnome-made weapons. Unbeknownst to
Celundynn, these weapons would lead to future pain and
suffering for her people, but at the time they helped her
keep the salamanders from destroying her other surface
cities.

A DUEL OF DEITIES

At the same time that Celundynn’s undine faced the
dragon gods’ wrath, Plthunlos’s followers suffered attacks
in Ar-Naluun, near the place where Plthunlos had defeated
Draax in the War of the Elements. Plthunlos challenged
Draax to a rematch—if Plthunlos won, the dragon god




would exile herself from the Known World’s
seas. If Draax won, Plthunlos would leave.
Draax agreed and they clashed again in the seas
of Ar-Naluun. Mindful of Fate’s warnings, both
gods moved their followers away from the sea
and the other dragon gods begrudgingly agreed to
protect the lands for all.

Tribes on both coasts watched the spectacle as the
two deities fought—a great shark against a fiery dragon.

In the end, the two gods found themselves at a stalemate,
neither able to do make headway against the other. They
decided that they would share the seas—Draax above and
Plthunlos below—if they could force Celundynn to leave
the waters altogether. They left behind much devastation

and what would eventually be known as the Rift of Draax
and the Teeth of Plthunlos.

Draax and Plthunlos returned to the Celestial Realms,
intent on destroying Celundynn and her followers. With
the gnome gods’ assistance, though, the sea goddess and her
undines were not as easy to eradicate as they first thought.
She triumphed in battle after battle.

THE DRAGON GODS DIVIDED

At this point, the dragon gods’ unity collapsed. Moorhanos
wanted to attack the gnomes for interfering, and she
convinced Thaminx to join her, pulling several salamander
tribes away from their other battles to attack Rhok-Darva.
Tukanos discovered that the sylph tribes were recording
their own version of the battles, and she wanted to punish
them. Xtheni and Maathenos fell into fighting each other.

Amid this chaos, Celundynn retook the city of Jaash and
pushed back the remnants of the salamander invaders,
thereby regaining much of her strength. Plthunlos realized
he could not defeat his wife by himself and re-gathered
his tribes to move back into the deep, Celundynn and
her followers chasing them. The gnomes and sylphs easily
repelled ‘the disorganized salamander attacks, and the
salamander tribes turned against each other. Suddenly, the
dragon gods realized they were fighting only themselves.

THeE WAR ENDS

Once the dragon gods realized the futility of
their war, the Battle of Dragons ended. Meeting
again as a pantheon, the dragon gods settled their
differences and made new laws for their people.
These new laws created the salamander noble
houses, allowing the dragon gods to decide who
would organize their wars in the future. Also at
this time, Thaminx and Xethalchoate formalized their

marriage, leading to speculation that more dragon gods
would come soon. Such progeny, however, have yet to

appear.

THE WAR OF SEA AND EARTH

Before the dragon gods settled their differences, a second
battle was already underway. Once Celundynn recaptured
Jaash, she was stronger, but weakened considerably over
the next several seasons. The undines knew their mighty
weapons were gifts from the gnome gods. They also knew
that without them, their people would have perished. Their
relief in repelling the dragon gods turned to admiration
for Gnorr and his family. Celundynn found herself in
peril as several undine tribes took to worshipping Gnorr
and his kin. The sea goddess moved quickly to secure her
followers—and thus her power.

THE DESTRUCTION OF ARADOR

She chose the gnome city of Arador as her example. The
Battle of Sea and Earth was not so much a war as a rout.
Having incarnated to retake the city of Jaash, Celundynn
commanded absolute loyalty among the Jaash undines. She
gathered her powers.and gave the order for the undines to
attack Arador, a budding city of trade and commerce. The
undine warriors destroyed the shoreline city from beneath,
causing it to fall in on itself. Many gnomes died that day
and, already repentant, Celundynn moved her undines
away from the shores to allow the surviving gnomes to
swim for shore unmolested.

NEGOTIATION

When a remorseful Celundynn returned to Jaash to plan her
next move, she was startled to find Methussa, Gnome God
of Diamonds, incarnated and waiting for her. Celundynn
expected a battle, but the wife of Gnorr insisted she was




there to negotiate, having slipped away from
her husband. Methussa was sympathetic to
Celundynn’s troubles despite the recent attack
on her own people; she did not want to see
Celundynn perish after all that had happened.
The two goddesses sequestered themselves in a
tower and talked for days while Methussa’s brother,
Bruin, helped rescue the surviving gnome tribesmen
from the rubble of Arador.

After three days, the goddesses reached an agreement.
Celundynn and Methussa convinced their tribes to open
new trade and commerce. Celundynn collected the
idolized gnome weaponry, promising her people would
learn directly from the gnomes how to make weapons
using gifts from the sea. In return, undines in the waters
around Arador would no longer harass the gnomes, and
the undines would provide the gnomes with minerals from
the sea.

THE AFTERMATH

The War of Earth and Water was the shortest war between
the tribes anyone had ever witnessed, and it was the last time
the Elder Gods battled each other directly on the Known
World. All was not calm, however; Methussa returned to
the Celestial Realms to find her husband enraged. He had
planned to take down the undine civilization and their
goddess with it. Methussa eventually regained Gnorr’s
favor, but Lugos reported to his sylph priests that Gnorr’s
anger lasted for years.

No one knows what convinced the two goddesses to work
together—most speculate that they were both wives and
women and their conversations were on the softer things in
life. Lugos, however, suspected that Fate asked Methussa to
intervene. The mysterious being, perhaps, was concerned
with upcoming events that would require all four elder
races, and more, to work together if they were to survive
survive.

THE FIRsT GODS OF MANKIND

Over their centuries of war and trade, the Elder Gods
saw many minor gods enter the Spheres, only to vanish
again. A few stayed and carved out permanent residences.
The wood nymphs’ strong beliefs—that each of their

people was a god—caused Fate to set aside a

portion of the Spheres for them. The gnome

gods encouraged their people to revere family
ancestors and heroes of their people, and these
ancestors—such as Perrus, God of Flint, Gulfoss,
God of Underground Streams, and Gern, God
of Ash—eventually made their own homes in
the Spheres. Each war brought forth heroes and
individuals who stood out, and these too saw people

worshipping them; same few became true gods, but most
for only a few years. However, soon after the abortive War
of Sea and Earth, a new type of god entered the Celestial
Realms. These were the first gods of mankind.

The elder races did not like these new creatures; they
reminded the older gods of the Invaders. The elder races
believed these humans were nothing more than animals
to be put under the plow or used as ritual meals, but they
did note some differences between the humans and the
Known World’s other bestial creatures. The humans were
prolific—far more prolific than the elder races. They were
also adaptable and inventive, able to do well in even the
harshest of environments. The Elder Gods were shocked
when Fate allowed the first new gods to pass into the

Spheres.

The Elder Gods looked upon these new beings with disdain,
but they could not act upon them in the Celestial Realms
since Fate had allowed them entry. Instead, the dragon
gods and several others made sure these vile new creatures
did not inhabit their heavens. The human followers who
brought forth the new gods quickly met their ends; the first
few human gods were extinguished.

But more human gods followed them, and still more after
that, until new gods came not once every generation, but
every year, and then every season. The humans were many—
too many. Several Elder Gods believe that annihilating the
species was the only answer, but Celundynn and Methussa,
for two, bowed their heads and said nothing,.

Then the Leviathans came.




THE WAR OF THE LEVIATHANS

The coming of the Leviathans was marked
by a time of wary peace among the races.
Celundynn and her ever-vigilant tribes managed
Demon’s Reef. The few demons that escaped were
recaptured readily. Although scholars consider
Plthunlos the first being to manifest on the Known
World as a Leviathan (in the Undine Dividing
Wars), Fate subdued him easily. None of the elder races
considered the possibility that another Leviathan would
ever appear.

After the War of Sea and Earth ended and the dragon
gods settled their differences, trade bloomed between the
races with new vigor. Members of all the races traveled
throughout the Known World, searching for new lands
to claim and new resources to further their civilizations.
Rumors of ancient treasures spurred merchants and
historians to wander the seas.

THE CursSED ISLAND OF KUKULCAN

It was at this time that a small salamander merchant fleet
traveled south beyond Celdynn, to Kukulcan. The elder
races knew that accused island was where the Invaders
met their end thousands of years ago and that their spirits
haunted the island. These spirits were unlike those of
Known World creatures. The Words of Lugos state that
Lugos believed the Invaders were from a place so far
away 'that their spirits could not return to their original
habitat, and the Celestial Realms did not recognize them as
belonging to the Well of Souls. So instead the spirits of the
Invaders festered in the Known World, growing madder
with each passing century.

Prior to the salamanders’ endeavors on Kukulcan, curious
explorers visited the cursed island numerous times. Many
priests and priestesses hoped to experience the place where
the First Ancestors defeated the terror from the stars and
record their findings. Most who stepped foot on the island
never returned and the island soon became known as
Kukulcan, undine for “Dead-Not-Dead.”

The salamander captain was a priest from the

House of Draax, a divinely-powered hero with

exorcism magic and scales hardened against
spiritual attack. The caprain (and possibly Draax)
believed that an explorer armed against possession
and resistant to spiritual attack could safely roam
the island.

The salamanders docked just off shore and the captain
went alone, hoping to map the island and possibly find
new materials to make better ships and weaponry among
the ash-covered ruins. He knew he was safe from possession
by demon or spirit. Tales say he heard the whispers, but
paid them no heed. He took an unknown quantity of
metals from the island, planning to later determine their
value, and cast exorcism spells on them just in case.

The priest-captain returned to the ship, secure in the
knowledge that he had succeeded in his mission. He had
heard the whispers, but was unharmed. Expecting to be
hailed as a hero, he returned home.

BRINGING TERROR HOME

Yet the salamander captain had underestimated the power
of the Invaders’ spirits. Years of feeding off the terror of rare
explorers had awakened a hunger in the evil spirits. Why
bother destroying a mere mortal when they could destroy
thousands? Unbeknownst to the captain, spirits infiltrated
his ship while he roamed the island.

The ship now harbored hundreds of these spirits, which
possessed the rats, fleas, cockroaches; even the barnacles
on the ship’s bottom. The ship sailed off with the priest-
captain unaware, blissful in his success in mapping out the
island’s ruins, collecting salvage to study, and “defeating”
the Invaders’ spirits.

The ship docked in several ports on the continents of
Raanon and Frinth before returning to Shha-Naaroth in
the northern continent of Naalgrom. Every time the ship
docked, some of the Invaders spirits slid off the boat and
found new homes. As Invaders they had ruthlessly enslaved




the elder races and ravaged the land. Now, as
Leviathans, they destroyed everything in their
paths.

CRASHING THE SPHERES
The Elder Gods tried to respond, but a new

development surprised them. They captured three
Leviathans—the first three—while they were still
somewhatweak and brought them to the Celestial Realms.
The Elder Gods were curious about these new beings and
perhaps they—and Fate—relaxed their guards too much.
The Leviathans attacked. The celestial beings tried to fight
but the Leviathans’ powers matched the Gods, and they
tore the Spheres apart with their hatred.

Nothing could bring the three Leviathans to heel, although
Fate kept the Celestial Realms from being utterly destroyed.
Each time a god fell, he reappeared in his own domain, but
the Leviathans also seemed to have this power; every time
the gods destroyed one, it rematerialized in the Celestial

Gardens.

The gods grew desperate. They were weakening. On the
Known World, thousands of angry Leviathans gathered the
terror of the mortal tribes, and they were becoming wise to
the ways of subterfuge and seduction.

The gods were trapped. The Leviathans in the Celestial
Realms would not let them escape to help their followers.
Fate could not help god or mortal, and the Spheres
threatened to dissolve into the Abyss. It is written in the
Words of Lugos that in that darkest hour, Lugos first felt
the finality of total destruction, and was afraid.

Nephon, God of Wind and servant of Lugos, defeated the
Leviathans in the Celestial Realm. He harassed them until
they all focused on him. Nephon grasped the Leviathans,
biting and slathering at all sides, and plunged into the Abyss.
Nephon was lost, but he had saved the Celestial Realms.
Fate repaired the Spheres and the Gardens, creating a
special holding place in the Courtyard where it or the gods
could cage Leviathans and separate them from the Celestial

Realms’ energies, thereby leaving them without
means of escaping or gaining more power.

CAPTURING TERROR
Mortified at Nephon’s sacrifice, the Elder Gods
were unsure what to do next. Fate charged them
to collect the rest of the Leviathans and save
the Known World. Yet, Fate reminded them,
the Known World was fragile and the gods could not
fight directly on the lands below, for the Known World
could shatter under such might. All of the Elder Gods’
previous wars were fought either face to face or through
their followers. The Leviathans had no leaders, stole the
gods’ followers, and did not care if the world survived. The
gods were spending all their energy simply keeping their
people alive. The Leviathan cage remained empty. Time
was running out.

It was Baesop, Human God of Storms and Sea, who
brought the first defeated Leviathan to imprisonment. The
Elder Gods had not even considered the new human gods
in their planning. Lugos, in his Words of Lugos, gives us a
personal account of this incredible sight:

The gods stood as one in the Courtyard, like we had done
so long ago in the time of the Invaders. The Gardens had been
restored to their former glory, but we were solemn and still.
Fate was not with us, overwhelmed by a tireless line of souls
with no end, bereft of all that once held them alive. We were
tired.

All of our mighty weapons were useless against the Leviathans.
All of our powers were being sucked away. Our people fought
hard but were overwhelmed by terror so quickly that we often
could not intercede. We were dying, along with our world.

The Courtyard fell silent. The birds and animals vanished,
leaving behind a feeling of anticipation. We turned, all our
eyes falling to the empty cage, its door standing open, waiting
Jor us to do something.

A cold wind suddenly poured over us. The door slammed shut
and the Courtyard was filled with the howls of rage from the




beast within. The mortal souls shrank in terror,
but the Leviathan was trapped and unable to feel
their fear. Its powers ebbed. A form appeared next
to the cage and we recognized it—a human god,
recently placed among the heavens. It had done the
unthinkable, the impossible.

As Fate stepped forward to deal with the beast, the
new god turned to us with a twinkle in his eyes and
humor twitching his lips. He had bested the Leviathan and,

in his own way, bested us.

The humans, it seemed, were not as useless as we once

thought.

The Words go on to reveal that the elder races were forced
to ask the young usurper and his kin for assistance. Baesop
showed the Elder Gods how to use trickery to defeat the
Leviathans—a tactic' the “honorable” Elder Gods had
never considered. Together they wrestled the Leviathans
to a standstill. Many of the ferocious beasts survived and
went into hiding. Also, since mortals always have the
potential to fear or be terrified, the door will always be
open for more Leviathans to come forth from Demon’s
Reef and elsewhere. Still, the Known World was safe once
more, thanks to the concerted efforts of the elder races and
mankind.

Perhaps the gods gave them too much leeway at first; the
human gods increased in number as their tribes flourished,
unimpeded by the elder races. The humans built new cities,
sometimes on the ruins of the elder races” cities. The Elder
Gods’ tolerance for the humans evaporated quickly.

Since the defeat of the Leviathans, the spirits left on
Kukulcan are merely spirits—for now. More explorers to
that cursed place come back alive, and a few, mainly sylphs,
choose to live among the horrifying whispers.

THe HumMAN-GNOME WAR

The humans were—and still are—strange to the elder
races and the Elder Gods. The first notable human gods
were Baesop, God of Storms and Sea, and Morgis, God
of the Sun and Warriors. Later these two were joined by

Shenna, Goddess of the Home and Harvest,
and Andelmar, God of the Woods and the Hunt.
Unlike the elder races, however, the humans
were inconsistent in their worship. Some believed
in their deities, while others did not put faith in
any gods. Such blasphemy was unheard of among
the elder tribes and their gods—how can people
not worship their gods?

In the generations that followed the War of the Leviathans,
many human villages appeared, and they all wanted
more land and resources—they wanted to be as powerful
as the elder races. The first humans in Sonoma did not
comprehend the leeway the elder races afforded them (and
all humans) for Baesop’s assistance with the' Leviathans.
These barbaric humans felt that war was the only method
for gaining power, and the nearest—and seemingly most




accessible—people to attack were the gnomes
of Rhok-Galinth to the north. They wanted
the gnomes’ treasures and their skills of forging
weaponry.

Although the gnomes did not feel particularly

threatened, they prepared for battle, hoping to

quickly dispatch the new menace. However, the
humans quickly proved to be more than a mere
nuisance. Several seasons passed before they finally
admitted defeat.

Desperate to gain some ground in their hunt for
advancement, the humans turned to Jaash, the undine city
that held sway over Ar-Feslynn. Again the humans were
defeated, but the undines saw their potential, both in their
tenacity and creativity in battle. Gnomes and undines met
in secret. Both races agreed that the younger race, while
primitive, could be a useful tool to further their own goals.
They decided that eradicating the humans was the least
desirable option.

While the undines agreed only to trade with the humans
for fishing waters, the gnomes negotiated peace and
trade treaties to teach them forging. After several seasons,
the gnomes could see that the humans were capable
of innovation at the forge, inventing new techniques
and designs the gnomes could use. These pacts between
gnomes, undines, and humans benefited everyone and led
to the founding of the richest human city, Hrace, thirty
years later.

THE GREAT WAR BETWEEN

SALAMANDER AND GNOME

The Great War was remarkably different than previous
battles among the elder races. Most importantly, the gods
did not start it. The salamander noble houses, without
inspiration from their gods, conceived and put into
motion their warlike plan. This war was also the first to see
siege tactics, complex battle formations, and cavalry units.
Another key difference is that this war continues to this
day, and scholars consider it the longest mortal war ever

fought.

BLOOD AND SLAVES FOR THE FORGES
The War of the Leviathans severely handicapped
the salamanders. The city of Shha-narath, on

the continent of Naalgrom, suffered the most, as
it was the home port for the Leviathan-infected
merchant ship. The city was the blacksmithing
capital for the salamanders, and many forges were
damaged in the battles.

The houses of Shha-narath considered their options.
House Moorhanos controlled the forges, and it thought to
reconfigure the mines to operate exclusively on slave labor.
This new policy freed the salamanders for battle. House
Maathenos was in charge of obtaining the slaves, and their
people raided the countryside. Whole families of humans,
gnomes, sylphs, and undines vanished in the night. House
Xtheni took charge of preparing the salamanders for war,
training them through mock and sometimes real combat.
House Thaminx and House Tukanos looked carefully for
the perfect target.

The members of House Thaminx felt the gnome city of
Rhovma, high in the mountains of Rhok-Drunnor, was the
most viable option. Its lava-driven forges would double the
salamanders’ production of tools and weapons. The city’s
position high in the mountains would ensure control over
the plains below. The nearby Night Sky Lakes and their
wealth of jewels and minerals would boost the salamanders’
trading power. Additionally, conquering Rhovma would
grant the salamanders the power of World-Splitter, Gnorr’s
mighty weapon. The dragon gods saw what their people
were doing and decided to watch and wait rather than
interfere.

The warriors trained, learning how to fight from the backs
of winged mounts. When the humans attacked Rhok-
Galinth, the salamanders waited to see the outcome before
starting their own war. With all eyes on the human-gnome
battle, the salamanders inched closer to Rhovma, taking
slaves and setting up outposts along the way.




THE SIEGE OF RHOVMA

The salamanders waited until the summer after
the human-gnome war. Then, they sent several
hundred warriors marching up different routes
into the mountains. The gnomes came out to meet
them and fought fiercely. Then the salamanders
changed tactics, using hit-and-run fireballs thrown
by the airborne riders. The gnomes found these
tactics difficult to counter, and the salamander forces
slowly pushed them back.

The salamander tactics were working. The gnomes had to
leave the safety of the caves and underground passages to
stop the coming units. When a group of gnomes emerged,
the salamander cavalry swooped down and threw magic
or heavy objects upon them. Halfway through the battle,
the forges of Rhovma fell silent. The gnomes did not have
enough weapons to continue the fight. All seemed lost for
Rhovma.

The courage of a single gnome turned the tide of battle.
Pothesmo, a child, took on a daring mission: He slipped
down the mountainside to an outpost where the salamander
soldiers were resting. Using a putrid fungus that grew deep
within the mountain, he poisoned the watering troughs of
the salamanders’ winged mounts. The boy did what no one
else in Rhovma could do: he stopped the aerial attacks. He
returned to Rhovma a hero.

However, the salamander army, despite the loss; doubled
its efforts, sending for reinforcements from Shha-Naaroth.

THE DIvINE CHAMPION

Gnorr and his brethren slipped away during this temporary
reprieve to find a way to save their followers without directly
interfering. The dragon gods were watching the fight, but
did nothing to aid the salamanders, and the gnome-kin did
not want to provoke them into intervening. They formed
a plan the likes of which had not been seen on the Known
World. They came to Pothesmo as he slept that night and
granted him gifts to make him a true hero. Methussa gave
him a pair of axes with edges of impossible sharpness.

Rethan gave him a shield of the strongest iron,
Fors gave him skin of impervious granite, and
Bruin gave him a heart of gold. Gnorr visited
the child last, and gave him the strength of the

v .
“Ay mountain and the steadfastness of the stone
L

LY beneath his feet.

When Pothesmo awoke, he was a powerful warrior.
The heartbeat of the gnome gods beat in his chest.
Hefting his axes and shield, he moved to the front lines
and fearlessly charged the salamanders. Seeing this miracle
gave the tired gnomes a new burst of strength and they tore
down the path after Pothesmo with shining eyes.

The salamanders retreated under Pothesmo’s might. The
gnome hero stopped at the mountain’s base, leaving the
wreckage of a firekin army in his wake. He refused to chase
the defeated salamanders any farther, calling to all gnomes
to fight only to defend their homes; to attack would be
dangerous.

Twice more in the following seasons the salamanders
attempted to take Rhok-Drunnor, and twice more they
failed.

THE SLEIGHT oF HAND

While the salamanders continued to throw themselves at
Rhovma, Pothesmo convinced the other gnomes to spread
tales of his abilities. These rumors passed to unwary sylphs
who spied on the gnomes for the salamanders. The spies
told the salamander generals Pothesmo’s power came from
the gnomes’ new skills in the western city of Gaaldor, in

Rhok-Gerenth.

The salamander army changed directions and attacked
the gnome city of Gaaldor, believing Pothesmo’s power
somehow came from the Forge City. The sylphs convinced
them that destroying the city would leave Rhok-Drunnor
defenseless. However, this attack was just what Pothesmo
and the gnomes had planned. They forewarned Gaaldor




of the incoming attack nearly two seasons in
advance; Gaaldor was ready. The salamander

armies marched up the pass to Gaaldor and

found themselves hemmed in on all sides. There
WEre no survivors.

POTHESMO’S APOTHEOSIS

Immediately after the gnomes destroyed the
salamander army, Pothesmo encouraged the gnomes
of Naalgrom that the protection of their homes was
their paramount concern. They created new barricades
and reinforced their homelands and added new laws to
ensure that hostile forces would never take their homes.
They enacted new practices and rituals to ensure that their
weapons would never run out in times of battle.

News of the gnomes’ great warrior spread. After Pothesmo
died, he became a protective spirit and eventually came to
the Celestial Realms as Pothesmo, Gnome Ancestral God
of War and Strife.

The salamanders have not forgiven the gnomes for using
such dishonorable and duplicitous tactics. The Great
War Between Salamander and Gnome continues. The
sylphs, despite still being on fairly good terms with both
salamanders and gnomes, were disturbed at the role their
people played in the conflict and have, until recently,
removed themselves from these skirmishes.

THE WARS oF RaaNON

Word of the Great War traveled quickly. Salamanders across
the Known World took this matter seriously, as did the
gnomes. On Frinth, the races waited with baited breath as
salamanders and gnomes spat insults and traded skirmishes
along the Plains of Lashon.

THE GNoMISH TRIUMPH

The salamanders on Frinth abruptly received notice from
Zzzfaa, on the continent of Raanon—gnomes were in
Raanon and had taken the mountain region, calling it
Rhok-Kuden. They were already building a city, Kandalor,
and trading with the local humans. But how? The

salamanders had seen no ships, no sign of their
landing. How did the gnomes not only reach
Raanon, but build a city unnoticed?

The salamanders did not realize the full extent
of the gnome underground network. Since the
War of the Leviathans, the gnomes had patiently
tunneled out passageways throughout the
ground—under the continents, and under the seas. By
the time the salamanders learned of the gnome presence
at Rhok-Kuden, the gnomes had already erected tunnel
cities and underground systems between the three largest
continents, complete with carts and tracks to better move
supplies between the cities. A journey from one continent
to another still took weeks to complete, but gnomes
could make it undetected. The sylphs had heard about the
possible underground realm, but they assumed this tale to
be “another of those gnome rumors,” and they had said
nothing.

THE SIEGE OF KANDALOR

When the salamanders of Ssshna-rabath came to Kandalor,
the gnomes were already fortified and waiting. The
salamander armies besieged the stronghold to no avail. The
salamanders could not penetrate the city’s defenses to break
the gnomes’ hold, and the gnomes had enough supplies to
last a lifetime via their underground network.

The gnomes held Kandalor for over ten years.

Finally, the salamanders decided that if the gnomes could
defeat an army through duplicity, the salamander tribes
could also use less-than-honorable means. Seasons before,
House Maathenos of Ssshna-rabath came across a horrid
Leviathan, called Gorlos, which destroyed creatures with a
skin-dissolving plague; it then fed off the terror of its dying
victims. Using Baesop’s tactics, the salamander priestesses
trapped the creature in a boulder, but instead of bringing it
to Fate, Maathenos retained it for further study. Sufficiently
weakened, the Leviathan could regain its former strength
only if a god granted it a portion of his power.




Now with a ten-year siege sapping salamander
resources, House Maathenos gathered its
priestesses and sent them and the Leviathan
to Kandalor. The salamanders placed the rock
with the captured Leviathan within a catapult.
The priestesses released a portion of its power. The
catapult launched the boulder into Kandalor, and
the salamander armies sped away to a safe distance
to watch and wait.

THE PLAGUE BeAsT FEEDS

The gnomes screamed for their gods as the plague spread
over them. Hearing their desperate cries, Gnorr and his
kin moved quickly and whispered their instructions. The
gnome priests forced their infected brethren away from
the tunnels and used their temporary god-granted magic
to protect those as yet untouched by the strengthening
beast. Once the healthy gnomes were safely in the tunnels,
the priests destroyed the entryways, imprisoning their
writhing, dying kin and the plague beast within the walls
of Kandalor. Just before leaving, the priests used one last
gift from Gnorr—they empowered Gorlos to its former
strength.

When' the cries of pain and anguish faded and the
salamanders were certain Gorlos was spent, they returned
with their priestesses to open the city and learn the gnomes’
secrets. They had given the plague demon only enough
power to wipe out the city, knowing that without terror the
Leviathan would perish. When they entered the city, they
found Gorlos huge, powerful, and ravenous. The priestesses
and the other salamanders did not last long.

To add insult to injury, the salamanders learned that
while they had been busy keeping Kandalor under siege,
the gnomes built a second city within the mountains
near Honoxia. Called Dulanor, or “The City of New
Beginnings,” the gnomes had even had enough time to
erect special fortifications to prevent a second plague from
entering the walls.

The salamanders were baffled as to how the gnomes could
have shipped a second city’s worth of gnomes to the
continent despite House Draax’s vigilant eyes on the seas.

The sylphs then declared that they had heard rumors of an

underground system, but paid them no heed.

The sylphs felt twice duped by the gnomes,

and in many cities stopped working with them,
feeling that the gnomes could not be trusted. The
salamanders tried everything to rid their land of
gnomes, even allying with Raanon’s humans for
a time, but to no avail. Dulanor was there to
stay. Some say the Wars of Raanon yet continue,
while others say that the more recent conquests

in the regions of Gamath and Deluth are a part of the
Frinthinan Wars

THE FRINTHIAN WARS
The salamanders of Frinth are the most powerful of all

salamanders; they train for battle since birth: Unlike the
lands of Naalgrom and Raanon, Frinth is long and narrow.
Sssthra’s Frinthian salamanders showed the world how to
conduct war in all its viciousness. They conquered Frinth’s




humans, and then struck the gnomes of Arador
from both the Plains of Lashon and the sea,
from nearby Zzzalon. They used fire to collapse
the suspected tunnels between Arador and Rhok-
Drunnor and advanced on the mountain with
intent to destroy.

The gnomes immediately surrendered.

The Frinthian Wars are an anomaly, because no elder
race prior to this battle ever surrendered; they always
fought to the last man. More than a little startled and
very suspicious, the Queen of Sssthra negotiated the first
contract of conquest and submission between salamanders
and gnomes, taking the mountain and forcing the gnomes
into slavery. The noble houses felt... unsatisfied with the
turn of events.

THE CONQUEST OF FRINTH

The salamanders of Sssthra eventually took all of Frinth
and part of Raanon, ignoring the wood nymphs to the
north and the undines of Ar-Celdynn. The wood nymphs
were too vicious to enslave, and the undines pointed out
that as they were the only ones preventing creatures from
Demon’s Reef from destroying the world, conquering
them would mean the dragon gods would need to deal
with those demons and spirits themselves. The salamander
queen saw wisdom in this truce and left Cuthe to its own
devices. Aside from the undines and the nymphs, Sssthra
ruled Frinth.

RETAKING ARADOR

The undines at Cuthe weren’t as busy slaying demons as
they made themselves out to be, however. They remembered
the kindness of Methussa, the gnome goddess, toward their
own goddess, and knew that only through a partnership
could they hold Demon’s Reef at bay. Thus, they helped
the gnomes of Rhovma rebuild their tunnels beneath the
sea, underneath Arador, and supplied them with arms and
intelligence.

At around this time, a group of undines found

an ancient scroll that House Tukanos had

hidden near the city of Nesh. This scroll was
an old manuscript of the Words of Lugos. The
undines delivered the scroll to the Crater of Lugos

where a small group of Silver Scroll Gatherers

reviewed it. They were shocked to find a hitherto-
unknown prophecy: Should the dragon gods hold

sway over the Known World, it would crumble. This
same scroll also contained the legend of the War of the
Elements and Fate’s warning that the Known World was
fragile. These Silver Scroll Gatherers met with others of
their kind, selecting the few sylphs who held not loyalty to
the salamander tribes.

These sylphs helped the gnomes retake Arador. The Silver
Scroll Gatherers told their comrades within the salamander
armies that the gnomes had constructed an underground
tunnel; a hole had opened in the ground near Guthenoth
and gnomes were pouring from it. The salamanders within
the gnome mountain were the closest to this alleged
incursion and sent an army to combat the gnomes. With
these salamanders gone, the gnomes of Rhovma stormed
through Arador’s sealed tunnels and retook their city.

Sylphs flew to Guthenoth ahead of the salamander army
and convinced the wood nymphs that the salamander
army was about to attack. The nymphs were waiting at the
forest’s edge when the firekin came into view. The wood
nymphs’ attack was brutal.

RETAKING FRINTH

Naara-Beesh held Frinth alone for six seasons before the
gnomes retook Arador. From After recapturing their city,
the gnomes aided Frinth’s humans and welcomed them,
the sylphs, and the undines inside their city walls. With
the gnomes’ help, the Silver Scroll Gatherers disseminated

another rumor: The sylphs assisted Arador only because of a




viable trade pact between Arador and Dulanor. Today, the elder races and the humans live in a

The secret of Lugos’s prophecy is safe, for now. tenuous balance, and the next war seems hours
With the other races’ partnership strengthening, away. I will be glad to be rid of this aging body
Sssthra’s queen must content herself with what

she has left.

and return to my god’s side in the Celestial Realms

once more. I know that this scroll’s secrets will
never see the light of day, as only my successor will
be able to find it. Perhaps she will be able to learn

what to do with it before her time, too, runs out.

TIMELINE

3,000+ years ago The First Ancestors rule the Known World.

—2,200 years The Invaders arrive.

—2,000 years The Elder Gods arrive and the War of the Invaders begins.

—1,200 years Celune is founded.

—1,150 years Jaash is founded.

-1,100 years Ssshna-rabath is founded.

-850 years The War of the Elements begins.

~740 years The War of Elements ends. The Crater of Lugos is formed, as is Demon’s Reef.
—600 years Humankind first appears in the Known World.

=575 to =570 years The Undine Dividing Wars.

—550 years The horned men of Pashon first appear.
—450 to —430 years The Battle of Dragons.
—415 to —414 years The War of Sea and Earth.

—350 years The human port city of Elio is founded. House Draax sends a merchant fleet to Kukulcan and the Leviathans escape the island.
—325 years The first human gods enter the Celestial Realms.
—300 years The humans of Samona march against Rhok-Gelenth; the gnomes defeat them after a year.

—275 to —272 years The War of the Leviathans.
—255 to =251 years The Human-Gnome War.

—250 years The Great War between Salamander and Gnome begins. The human god Tonaida faces the Nargos and vanishes.
—248 years The Battle of Gaaldor.

—225 years The Samona humans found Hrace on Naalgrom.

—200 years The Wars of Raanon and the Siege of Kandalor begin.

—190 years Kandalor is abandoned. Dulanor is founded.

—180 years The Wars of Raanon end.

—100 years Plague strikes Elio.

—30 to —27 years The Frinthian Wars.

—20 years Gnomes from Dulanor destroy a salamander outpost in the Rhok-Kuden region.

—15 years Amar conquers the human city of Calaba.




CHAPTER 3:
THE ELDER GODS |

Ancient and powerful, the gods of
the elder races of the Known World
sometimes seem as far above the new gods
of humanity as those upstart gods are above
their mortal worshipers. The most powerful
of the Elder Gods have existed for millennia,
molding and directing their race, and fighting
countless wars that raged across the entire planet and killed
unnumbered mortals.

For all their power, however, they are still fellow gods.
Some of them visit the Celestial Gardens on a regular basis,
eager to forge alliances and make trades, happy to deal
with the new human deities when it will bring them some
advantage. Many more will meet with new gods willing
to cross the celestial spheres to their sanctums; the right
combination of humility and compromise can win allies of
enormous experience and power.

The Elder Gods are as diverse as they are powerful. Some
are singular deities, guarding the sole rulership of their
race with immense jealousy, while others are part of large
pantheons. Some Elder Gods pay constant attention to the
mortal realm, answering prayers and directing their faithful,
while others rarely divert their attention from the celestial
realm, leaving their followers to fend for themselves. Many
of the pantheons have seen terrible conflicts between deities
of the same race over the centuries, reflected for the most
part in the mortal realm with wars that set brother against
brother and scar a civilization for decades or more.

But more importantly than the undeniable threat they pose,
more importantly than the opportunities and resources they
could provide, the Elder Gods are palpable demonstrations
of the power and influence that a deity—any deity—can
aspire to. And rare indeed is the newly ascended god who
does not hunger after the heights of power possessed by the
most senior of his peers.

THE GNOME GODS

Powerful, clannish, and insular,
the gnome pantheon eschews the
expansionism of most other Elder Gods,
preferring instead to simply maintain the status
quo and avoid entanglements with other races.
However, this apparent peacefulness extends
only so far as wars of conquest: mortal gnomes
will fight to the death to protect their ancestral
homes, and their gods will back them with all their rarely
wielded might, as any number of tribes and peoples now
remembered only by history have discovered.

Unlike any other Elder Gods, the gnomish pantheon exists
as a family: Gnorr and Methussa are married and have
two sons, Rethan and Fors, while Methussa has a brother
named Bruin. A number of other, minor gnome deities
exist, worshiped by specific clans as their most honored
ancestors now ascended to godhood, but all gnomes
worship the five great gods of their pantheon.

All the gnome gods share the same habitation in the
celestial spheres: Rhok-Etheril, a vast mountain range with
peaks that extend far higher than any mortal mountain, is
riddled with several millennia of tunneling by the souls of
dead gnomes. Rhok-Etheril spans all four celestial spheres,
with its heights on the border of the spheres of Everwinter
and Perpetual Autumn. The mountains there are forbidding
indeed: dark, windswept crags encrusted with ice, while
what little vegetation there is forced to shelter within
crevasses to avoid the killing winds. This harshness suits
the dwellers within who rarely venture to the surface and
appreciate that it keeps the curious from venturing closer.
Near to the Celestial Gardens, the landscape is mundane
and unchanging, and even outside the influence of the
gnome gods other deities find it difficult to work their will
upon it.

Despite their isolationism, Methussa and Bruin visit the
Celestial Gardens from time to time to speak and negotiate
with other gods on neutral ground, and a message of
sufficient import or interest will eventually lead to such a
meeting, though it may take considerable time to arrange.
If matters are urgent, or are insufficiently important to




drag one or more of the gods from their
hearths under the mountain, a desperate
deity might travel to Rhok-Etheril and beg

an audience directly.

GNORR, GOD OF MOUNTAIN
AND STONE

Other races know him as the King of Stone, the
Low Lord, The Unyielding One, He-Who-Speaks-
Slow-Truth. Gnomes, not known for their poetic

use of language, would never blaspheme by applying such
frivolous turns of phrase to their greatest god, so they speak
only of Gnorr, God of Mountain and Stone. As insular
and hard to rouse as the mortal race he commands, when
angered his rage can level peaks and shatter cliffs.

Gnorr’s visage is enormously impressive. While' the color
and texture of his skin may resemble that of black basalt
and his shell, dark iron, these features are barely visible
beneath his enormously long hair and beard, worn wrapped
around himself over and over until the only elements truly
visible beyond the milky quartz-shade of his mane are a
pair of black eyes that gleam like onyx. When he speaks,
his voice is the rumble of boulders shifting, although he
is heard only rarely, preferring instead to listen, to watch,
to think. Gnorr rarely stirs from his vast throne-room at

the heart of Mount Kagramik, the huge central spire of

the Rhok-Etheril range, preferring in the main to leave
active governance of the celestial and mortal realms to
the rest of his family. Between interruptions, he sits in the
heavy silence of his empty hall, pondering deep unspoken
thoughts he chooses not to share.

Husband to Methussa, father to Rethan and Fors, and

brother-in-law of Bruin, Gnorr is the most powerful of

the gnome gods, the deity to which all other members of
his pantheon defer. In practice he rarely needs to exercise
his authority—in the static gnome society new issues that
require arbitration are few and far between. When they
do appear, he prefers to listen to the other gods debate
and argue, trying to convince him, before making his final
decision: Once that decision is made, he expects that it will
be obeyed without further discussion (something that, at

times, his wife has difficulty with).

As head of the pantheon, virtually
all gnomes pay homage to him at the
prescribed 'times of worship, and many
follow him as their patron deity. His
priests wield enormous influence within
mortal society, and hold all but a few of the
highest offices. The temples of Gnorr are always
hollowed from the mountain itself; construction

of a new holy place takes generations before the
entire edifice is considered complete, but the results of
centuries of skilled labor are massive, intricate structures
carved from the living rock without a single break or seam.
The most skilled masons among the gnomes are even able
to incorporate naturally occurring mineral and metallic
seams into. the designs, carving beautiful statues from
outcropping of precious ores and gems.




Beyond his complex and official
hierarchy of priests is a semi-secretive group
named the Stoneborn. The Stoneborn are
a sect that is, in gnome terms, a relatively
modern phenomenon: while it has existed
in some form for millennia (indeed, its own
members claim its foundation dates back to the
very first of their race), it has only become a major
factor in gnome society in recent centuries as the
rise of humanity leads to greater pressure for both peaceful
and warlike relations. The sect is a loose association of
those who do not simply hold to the old ways (as do all
mainstream gnome society), but actively reject any modern
innovation, regardless of merit, preferring to maintain the
“purity” of the race. Some members loudly proclaim their
membership; others go to considerable lengths to conceal
their part in the group. There are no centralized meetings
or hierarchy and, as such, at times different factions within
the Stoneborn have ended up pursuing contradictory goals
(though the sect’s simple tenet of following the old ways
means such internal conflicts are rare).

The cult is dominated by followers of Gnorr and Fors, who
put particular emphasis on the importance of tradition and
isolation. While to an outsider the two sets of faithful may
appear identical, in practice the followers of the God of
Mountain and Stone tend to represent the more moderate
members of the Stoneborn, focused on advancing their
beliefs within the strictures of gnome society. Worshipers
of Fors are generally more extreme in their commitment
and approach. One particularly distinctive feature of the
Gnorrite members of the Stoneborn is their enormous
commitment to aiding one another, helping each other in
times of trouble and ensuring that their members receive
preferential treatment and advancement where possible.
This informal network is one of the major factors behind the
dramatic increase in the influence of the Stoneborn, with
many of their members now in positions of considerable
authority.

Gnorr’s interventions in the mortal realm are both rare
and unmistakably divine in origin; any concern important
enough to warrant his intercession is handled with an
emphasis on raw power rather than subtlety. In most
cases this takes the form of incredible Miracles, almost

always concerning his domain of stone:
crevasses swallow entire armies or hills
and mountains are blasted to rubble;
He has at times temporarily invested
enormous power in a single mortal or artifact.
For all the inefhiciency and inelegance of this
blunt approach, his Miracles are inevitably on
a scale such that they will be spoken of in awe
for generations, and fear of such displays has quashed
more than one conflict before it even began.

METHUSSA, GOD OF DIAMONDS

Wife of Gnorr, mother of Rethan and Fors, and sister of
Bruin, Methussa is a linchpin of the gnome pantheon. As
the only female among the major gnome deities, Methussa
has dominion over women, many of whom choose to follow
her as their primary god, making the Diamond Goddess’s
flock second only in number to that of her husband, Gnorr.
Gnome society may appear strongly patriarchal to other
races, but females have significant influence behind the
scenes; wives and mothers form the backbone of the family
unit, ensuring that everything that must be done is done.

Small but stunning, the Diamond Goddess is the very
incarnation of gnomish beauty. While all gnomes will
acknowledge that her face and figure are flawless, it is her
magnificent hair that draws all attention. Methussa wears
her ankle-length locks in elaborate coifs and spirals that
dwarf the displays of even the most high-born and vain
of gnomish mortals, and she never deigns to wear it in the
same fashion twice. In most cases, the multicolor strands of
her hair are decorated with hundreds of tiny but beautiful
charms of gold, silver, and other precious metals set with
countless precious gems, all crafted for her by her brother,
Bruin.

As the gnome deity with dominion over beauty, it should
be no surprise that the temples of Methussa are oases of
elegance and artistry in a realm dominated by the dull and
the functional. While ostensibly devoted entirely to the
worship of the Diamond Goddess, most of the temples
have large courtyards and annexes officially designed for
the purpose of quiet contemplation and prayer. In practice
these large, highly decorated spaces with numerous discrete
corners serve an essential purpose by providing a private




place for mortals to be alone or with a
friend or partner, isolated somewhat from
the otherwise omnipresent pressures of
work and family that saturate the rest of
gnomish society.

Despite her beauteous appearance and highly
decorated shrines, Methussa is not a deity of peace
and contemplation. Of all the gods of the gnomes,
it is Methussa who most often pushes for conflicts with
other races. Her priests pride themselves on their clarity of
vision and willingness to make clear what must be done,
no matter how unpopular such opinions are. As a result,
the followers of Methussa are invariably the first to call for
close trade agreements with peaceful neighboring races or
punitive raids against aggressive ones.

This belief in the need for involvement with other races
is rarely a popular one; the Stoneborn support attacks
on other races occupying ancient gnomish homelands,
but most other elements of gnomish society prefer to
dismiss other races no matter how important or profitable
interaction with them could be. The Diamond priests hold
their own in these arguments only with the experience of
centuries of such struggles to convince others: the followers
of Methussa have a well-earned reputation for cunning and
politicking. Indeed, the goddess herself is the patron deity
of tradesmen, politicians, and all others who would seek to
turn others to their purpose with words and guile.

Methussa herselfisan expertatsuch mattersof manipulation,
seeking to steer the rest of her family—and particularly her
husband—towards the goals she finds most important.
This brings her most often into conflict with her younger
son, Fors, who steadfastly resists any change to the ancient
ways of gnomish society. He is often supported in this by
his elder brother, while Methussa can usually count on
the support of her sibling, Bruin, leaving Gnorr to make
the final decision. The God of Stone demands his word is
final, but when a decision goes against her, Methussa often
finds ways to twist those words into something more to her
liking. For the most part the fact that she and Gnorr are
husband and wife insulates her from the worst of his anger
at such disobedience, but at times she goes too far and his
rage is terrible.

> Methussa keeps a close watch on the
Q. mortal world, rivaled in the attention she
4 pays to gnomekind only by her son, Fors.
But where Fors leaves mortals to suffer the
consequences of their actions, rarely interfering,
the Diamond goddess is much more willing
to use her powers to do what she considers is
necessary, or to aid her faithful in some fashion.
The method she chooses to achieve this intervention
is dependent on the specifics of the situation; she might use
her powers directly in the form of divine miracles, empower
a mortal or grant him some artifact, or simply appear in a
vision to one of her priests and give them specific orders.

BruiNn, Gop orF GOLD

Younger brother of Methussa, Bruin has dominion over
gold, that most malleable and beautiful of metals, so easily
reformed and never growing dull with age and time. This
is very much reflected in his appearance; while his height
is unremarkable for a ghome he is significantly slight, and
his supple, flowing movements make him almost lithe. His
light-brown red coloring is mostly obscured by his flowing
beard of brilliant gold that he wears wound about his body
in a shining spiral, over and about a relatively small and
light shell of beautifully ornamented bronze.

As the one member of the gnomish pantheon not a direct
member of the family of Gnorr and Methussa, Bruin tasks
his priests and followers with the responsibility of care for
those outside normal society. Gold priests run orphanages
for those rare children who through disaster, illness, or war
have somehow lost their entire extended adult family—
many of these children grow up to become priests of Bruin
themselves. Those gnomes who have for some reason been
ostracized from the main will also pray to Bruin for help,
and as such he is also the god of forgiveness, interceding
with Gnorr at times (often through his sister, Methussa)
when he feels the Great Father has been too harsh.

Though he has a special responsibility for orphans, in the
same way that gold is always fresh and new, Bruin has
dominion over all newborns, children, and childbirth. With
the birthrate so low and newborn gnomes so rare, most
families will make lavish sacrifices to Bruin in the event of
a pregnancy, and grant a further donation when the child




is safely born. When angered, he has
been known to spitefully strike against the
children of the mortal or mortals that have
offended him. To the clannish gnomes, the
killing of these young family members is
often a far worse fate than their own deaths.

His anger is rare and he is the least somber
member of the pantheon. While any other race

would consider him solemn and dour, he is still the most
whimsical and light-hearted of the gnome gods. Indeed,
some gnomes, particularly the followers of Fors, consider
Bruin and his followers to be ungnomish and weak, in the
same way that gold, while decorative, is of little practical
use. The priests of Bruin usually respond with the analogy
that gold illuminates and decorates the mundane and
practical, making an object more beautiful and valuable.
Despite that, many gnomes still consider Bruin the least
of the major deities: he has the fewest followers of them
by some margin, and those he does have are rarely able to
achieve positions of power and responsibility, no matter

their ability.

While the followers of Bruin may suffer a somewhat
diminished social standing, the majority of gnomes do value
the work of the goldsmiths. While the race has little use
for personal ornamentation, master-crafted tools are often
further set apart from their more mundane counterparts
with beautiful inlaid patterns in gold and silver, while
decorative plaques and friezes are used to beautify temples
and public spaces (particularly holy places dedicated to
Bruin or his sister, Methussa). Precious metals, worked or
unworked, are often used by the gnomes as trade goods.
Indeed, by bartering away mere gold and silver that, while
undeniably beautiful, is far less vital than the tools and
other utilitarian objects they do not wish to part with,
gnome traders often feel they are outsmarting the greedy
members of other races.

Bruin also has dominion over literature, though gnomes
are little given to the form. Most gnomish stories are
very old indeed, memorized and handed down within
clans and families, and often jealously guarded, never to
be recited when an outsider is present. Despite this fierce

protectiveness, Gold priests still visit
each clan on a regular basis to record

these epics on thin stone tablets, swearing

mighty oaths never to reveal what they
hear or scribe. These tablets are cached within
the inner sancta of temples to Bruin, where
the sagas are preserved against tragedy or the
erosion of time.

Most Gold priests also know a wide range of public sagas,
so old they have no known clan associations. The most
famous of these are the Etheril Saga, an epic poem of the
creation of the race of gnomes, and the Teaching Saga,
a more light-hearted series of brief stories about Gnorr
and Bruin walking the Known World together before
the coming of mortals. In each story of the latter saga,
Bruin asks a question that is answered by Gnorr, or Bruin
performs some foolish or mistaken act and is corrected
by Gnorr; this saga is recited to teach young gnomes
how they should act and think. Despite the fact that the
saga is almost entirely composed of their deity showing
ignorance, the Gold priests are always happy to recite it (it
is a rare priest who does not know all 106 stories by heart),
as each tale helps a young gnome avoid making the same
mistake—in this fashion, they preach that Bruin achieves
far more by humbling himself with a good heart than by
strictly adhering to proper behavior.

Bruin is the only deity who makes a regular habit of leaving
Rhok-Etheril, both to walk the celestial spheres and to
visit the mortal realm (incarnated as a nondescript young
gnome for the most part). While his wanderings may at
times glean useful information to share with the pantheon,
for the most part they are for his own edification and
amusement rather than to keep a careful eye on the state
of affairs in the mortal realm. When not wandering, he
spends time in his workshop inside Rhok-Etheril, where he
crafts gold and silver decorations and jewelry of exquisite

beauty.

RETHAN, GOD OF IRON

The elder son of Gnorrand Methussa, the primary dominion
of Rethan is over metalworking, and particularly iron and
steel. As such the followers of Rethan are responsible for
the production of the many tools and items required for




This  distaste for weapons is one
inculcated in generations of gnomes by
the Forge-Priests based on commandments
handed down from Rethan that no weapon
be venerated or displayed, no unnecessary weapon
be forged, and no weapon receive decoration.
Weapons are maintained by the priests of
Rethan in closed armories, and only handed out
Rethan takes the form of a short, taciturn gnome for drill, to guards and patrols, or in times of need.
with a rough-hewn look, seemingly carved from pitted While they are commanded to disdain the forging of
gray stone. His hair and beard, while impressively longand - weapons, the followers of the God of Iron also put all of
of shimmering silver strands, are normally worn looped  their skill into the construction of these tools of killing: to
around his shoulders and waist in a utilitarian fashion do otherwise might cost the clans lives, and necessitate the
rather than displayed more impressively, although this does  forging of new weapons when substandard blades break
serve to show off his massively thick shell of chased steel.

While short even by gnomish standards, the enormous
corded muscles of his forearms more than make up for
any deficiencies of his legs—hardened from millennia at
the forge, his powerful arms can wield both hammer and
sword with stunning power.

daily life, from hammers to hinges.
Over the centuries the priests of the God
of Iron have acquired an enormous store of
forge-lore and, after completing their long
and arduous apprenticeships, the smiths
of Rethan are unequaled in all the races of the
world.

As well as tools, the Forge-Priests are responsible for
producing the unrivaled weapons of the gnomes. Though
not a warlike race by nature, the harsh environment in
which they live and constant raids by other species mean
that combatisall too major a part of gnomish life. As such,
Rethan also serves as the main god of battle, though he
finds extremely distasteful the forging of weapons from
metal that could otherwise produce tools and other more
useful items. The duty of producing and maintaining
these weapons is one carried out by all smiths on the
appointed week of Mekk, the Time of Dark Forges.
During this week all Forge-Priests seal themselves up ; E okl ) s
in their workshops where, aside from breaks to eat'and AV - - \!
sleep, they busy themselves maintaining old weapons i1 aa | TP = ‘\..
and forging new ones. By cutting themselves off from - -
the rest of society for an intensive week they seek to ; - 'y | fifeir
dispatch the unpleasant duty as rapidly as possible. ' .
During major conflicts when even the ample armories
are depleted, the head priest of Rethan may be forced to
declare Dor’Mekk—an emergency period of Mekk—
for the production of new weapons. Such a step is never
taken lightly and usually signifies a protracted siege or
conflict with enormous losses.
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and bend in the heat of combat. For the
same reason, significant attention is given
to maintaining the armories of the temple-
forges: a weapon lost to rust and age is a
sign of blasphemous neglect. The skill of
the smiths and the care given to these weapons
means that some venerable swords and axes are
centuries old, yet still hold a keen edge.

Alongside warfare, the followers of Rethan are responsible
for the other major interaction of gnome-kind with the
other races: trade. While such trade is limited to times of
peace and to a few select partners, it gives the gnomes access
to materials and luxuries they have difficulty producing for
themselves, such as certain types of food, fine cloth, dyes,
and myriad other miscellaneous items. The reason for the
involvement of the Forge-Priests is that the trade goods
invariably requested in return is ironwork of all kinds.
While the provision of weapons is rare and only considered
when arming an ally against a common enemy, other more
peaceful steel tools and items are the staple trade items. On
occasion, the trade will instead be one of skills—a smith
will volunteer to tutor one or a small number of the other
race in the techniques of the forge for a period of months
or years. While such a bargain comes at an enormous
cost and care is always taken to pass on none of the secret
techniques holy to Rethan that account for the unmatched
quality of gnomework, the newly trained smiths are more
than a match for any others of their race and can pass on
their skills to apprentices.

Despite their vital contribution to the twin fields of
war and trade in which the gnome race deals with other
peoples, followers of Rethan rarely involve themselves in
the actual negotiations of trade or the prosecution of war,
preferring in most cases to emulate the famous taciturnity
of their god. For the most part they rely on the followers
of Methussa to arrange such matters, and the priests of the
two deities have a close working relationship, considering
themselves the most practical of groups, preferring to focus
on what must be done and not wrap themselves in tradition
and pointless debate.

As for the other gods, the followers of the God of Iron have

immense respect for Gnorr, father of their god, father of

their race. However, on occasion they
do clash with the Stoneborn, particularly
those who follow Fors. They dislike the
Stoneborn’s arch-conservative tendencies
that sometimes place them in opposition over
the necessity of trade with outsiders or lead
them to seeck to quash innovations in tool
design. They also particularly object to the secret
caches of weaponry some Stoneborn maintain—the
Forge-Priests consider the keeping of such stores outside
their temple-forges blasphemous, and feel the tendency of
individual Stoneborn to obsess over these illicit stockpiles
obscene. The influence the Stoneborn exert means that
such caches are rarely discovered by the Forge-Priests, but
when they are not even the tacit support of the sect by
those in power can prevent the followers of Rethan from
confiscating the weapons and smelting them all down to
be re-forged into more peaceful and useful forms. Finally,
the Forge-Priests maintain congenial relations with the
priests of Bruin: both work with metal and individual
smiths and craftsmen often collaborate to add a decorative
inlay of precious metals to a particularly fine piece of work.
However, there is tendency for followers of Rethan to look
down upon followers of the God of Gold as doing work
less vital than their own.

While his followers may clash with the followers of Fors,
the relationship of the pantheon itself is less strained:
Rethan and Fors have a close brotherly relationship. The
God of Iron feels that his younger brother often goes too
far, trying too hard to emulate their father, but Fors can
nevertheless count on him for support when he needs it.
Rethan prefers not to exercise his powers directly, instead
preferring to provide followers with holy artifacts and
direct them to act as they see fit. While this allows him to
aid followers without directly involving himself it does also
mean he tends to pay little attention to the state of mortal
affairs, relying on the other members of the pantheon and
his high priests to keep him informed of events. Instead he
spends most of his time in his great volcano-forge, Mount
Rellak. Here he taps the very magma itself to melt the steel
and iron he works with to forge his potent artifacts. When
not at work, he is known to wander the deep tunnels of
Rhok-Etheril, examining new seams uncovered by the
myriad gnome souls quarrying away and pondering new
and more eflicient forms of tool.




Fors, GOD OF GRANITE
The younger child of Gnorr and Methussa,
Fors is very much his father’s son, taking
many of his sire’s traits to considerable
extremes. As the God of Granite, hardest
and most solid of rocks, Fors exemplifies both the
conservative and stoic tendencies of the gnome
race. While other gnomes may sometimes consider
his followers somewhat dull and rtiresome, they
are widely respected for their hard work and reliability; a
follower of Fors will give his life rather than break even the
most minor promise.

Fors is rarely portrayed in statuary; his shrines and
temples tend to be spartan affairs, with large spaces for a
congregation and a simple raised dais of granite so that the
priest can be seen above the crowd. His true form is large
for a gnome, second only to his father in size among the
main pantheon, and of light-colored, speckled granite rock.
He wears his impressive sandy beard and hair gathered into
a dozen heavy ropes, wound around his arms, legs, and
chest. In striking contrast to his light form and hair, his
shell is of a metal so dark as to be almost black.

Oaths are taken extremely seriously by his faithful; while
all gnomes have a great deal of respect for their word,
the followers of the Granite God treat them as a sacred
trust. Vows should never be taken lightly and those sworn
must be kept no matter the cost. Sermons by the Granite
Priests often revolve around tales of the terrible cost of the
fulfillment of an oath; while such stories invariably entail
enormous loss and sorrow as the price of keeping one’s
word, the final message is always that such suffering is
laudable in the pursuit of maintaining an oath.

Fors and his followers maintain a strict policy of
isolationism: gnomes have no need of contact with other
races and should have no dealings with them whatsoever.
This extends not only to trade and diplomacy, but also
to conquest; while the Granite-Priests may preach the
perfection of the gnome spirit they strenuously oppose any
attempt to go to war with other races, maintaining that
such’ aggression is ungnomish and would serve no good
purpose. The priests of Fors teach that his followers should
fight only in defense of their homes and in such cases the

followers of the God of Granite prove
themselves doughty warriors, refusing
to fall back no matter the force arrayed
against them.

A small portion of believers, however, do hold
a more belligerent attitude; many members' of
the cult of the Stoneborn maintain that while
expansionistic conquest is to be avoided, the gnome
race must retake those portions of its ancestral homelands
that over the centuries were annexed by other races. This
is the point of greatest contention among the followers
of Fors, some believing that by refusing to retake lands
that were theirs millennia ago they betray the “old ways,”
while the majority believes that the need to launch wars
of invasion and conquest to achieve this would be a far
greater violation of these tenets. Since the Stoneborn rely
on the followers of Fors for many of their members, they
downplay this set of beliefs, contenting themselves with
secretly stockpiling weapons, ostensibly for the purpose of
self-protection in the event of an unforeseen invasion.

Fors also has dominion over death and the underworld.
Priests of Fors conduct the elaborate funerals that take
place upon the death of a gnome, after which they are
sealed inside their family tomb. Such tombs are carved
from granite and are set deep inside caves and mountains
some way apart from the rest of society, both to give the
dead respectful peace and to allow room for expansion—
tombs are rarely designed for singular gnomes, but for
entire extended families—extensions are crafted when they
become full. The huge tombs of some of the largest and
oldest clans are vast, sprawling granite edifices built up over
centuries and hold thousands of corpses. When a gnome is
lost in some fashion where their body cannot be recovered,
an empty space is set aside for them in the hope that their
remains can be recovered. The family goes to enormous
effort to do so, as the funerary rites cannot be conducted
without a body, and gnome belief has it that the spirit of
the dead gnome cannot rest easy with their ancestors.

Among the pantheon, millennia-old Fors is perhaps overly
aware of his status as the youngest of the major gnome
deities and as a result he has cultivated an almost palpable
aura of maturity and authority. He participates quite heavily
in discussions and arguments amongst his kin, frequently




clashing with Methussa, his mother, who
tends to favor riskier, more expansionistic
plans and policies. In such disputes he can
usually count on the support of his older
brother, Rethan if he asks for it, while
his uncle, Bruin, tends to side with his mother,
leaving Gnorr the ultimate arbitrator. While at
times arguments may go against him, he always
submits to his father’s will when a decision is made,
and can be depended upon to carry out all plans to the
utmost of his abilities even if he objected to them.

Fors pays considerable attention to the mortal realm,
communicating frequently with his high priests as well
as making his own observations, but rarely chooses to
intervene. He prefers instead that his followers cope with
the consequences of their own decisions and hence grow
stronger and more independent. The only events that can
reliably cause him to take action are threats from outside
events, both natural disasters such as floods and famine, or
attacks by other races. In these cases he wields his power in
whatever way seems the most expedient, most often using
it directly but occasionally empowering a chosen acolyte.

When not overseeing the mortal realm, he busies himself
watching over the souls of those who dwell inside Rhok-
Etheril. With dominion over the dead, he ensures that the
departed gnomes lead lives much as they did on the Known
World, carving deeper and deeper tunnels and caverns into
the bottomless mountain range within which they dwell.
Even in death, the gnomes live in vast and complex family-
clans that stretch across hundreds of generations, governed
by a hierarchy of seniority of stunning complexity.

ANCESTRAL GNOME GODS

Besides the five primary deities worshiped by all gnomes,
most of the larger gnome clans have a particular deity to
whom they alone pray. While less powerful than the main
pantheon, gnomes are often fiercely loyal to their ancestral
god. Over the centuries, the clans have developed complex
and secret rituals for the worship of their family god, which
foster strong clan ties and help them set themselves apart
from other clans and gnomes. Some of the more powerful
of these ancestral deities are described below.

GuULFoss, GOD OF
UNDERGROUND STREAMS
While at first glance water is no match for
the solidity of stone, the faithful of clan
Gulfoss understand the secret of its might: given
time, even a tiny drip can wear a hole through
yards of the hardest rock. Gulfoss has dominion
over water and that which is hidden. He teaches
his faithful the importance of patience and persistence.
Even amongst gnomes, the stubbornness of Clan Gulfoss
is legendary, and they have been known to hold a grudge
for centuries when they feel it is warranted. They are one
of the more powerful political clans, having slowly built
up a web of favors and debts that pay dividends hundreds
of years later. The central shrine to Gulfoss is a massive
cave where an underground stream bursts from the wall
to cascade down the black basalt, forming a spectacular
waterfall where they honor their god.

PErrUS, GOD OF FLINT

Those initiated into the mysteries of Perrus are taught that
he is the second-oldest of the gnome gods, preceded only by
Gnorr—a teaching that directly contradicts the orthodox
chronology of the priests of the high pantheon. Perrus’s
argumentative nature means he does not get on well with
the other gnome gods, but rather than skulk in the dark
corners of Rhok-Etheril perpetually out of favor, he prefers
to incarnate on the mortal realm, where generations of his
clan can revere and worship him in person. As such he has
no high priest, and even conducts rituals and ceremonies
himself. With dominion over flint, both sparks and fire
fall within his domain, and this, combined with his sharp
temper, means that he is occasionally sought out by Rethan
(for whom he has a grudging respect) to aid him in times of
war, either from the celestial realms, or by directing battles
in person.




PERRUS

Primary Domain: Flint

Additional Domains: Conflict,
Anger, Fire

Inclinations:

* Harmony: Destruction

e Balance: Transformation, Creation
* Opposition: Control

Belief: 800

Appearance: His form in the mortal and celestial realms
is the same: a tall, powerfully built gnome with gray-blue
skin. His features are sharp and angular, and he wears his
hair and beard looped repeatedly about his iron shell in a
single rope many yards in length.

Personality: Perrus always feels he has been denied his due,
believing all gnomes should worship him and not simply
his loyal clan. He is moody and ungrateful, argumentative
with other deities, and rarely anything but terse even to
those that worship him.

Symbols: His faithful each wear a crude flint dagger, carved
for them by their father or guardian while their mother was
in labor. Losing or breaking the dagger is considered dire
blasphemy.

Worship: Ignoring the celestial realm, Perrus spends most
of his time in his temple, a vast complex beneath the
Rhok-Kuden range. He prefers to sit atop of his massive,
ostentatious throne, raised a dozen yards off the ground
and approached by a long, straight staircase (no one but
him may set foot on the stairs—even his most respected
followers must wait humbly at its foot). Perrus acts as his
own high priest, conducting major ceremonies himself,
which involve much chanting of praise punctuated with
the striking of sparks from polished flint shields with the
daggers his faithful carry.

Followers: As Perrus has few if any priests, he has many
devoted warriors and smiths to his cause. His warriors,
known as the Flame Bearers, use fiery weapons in the field
of battle to ignite the enemy. Smiths and Engineers of the
flint god create weapons of great destruction involving

flame cannons and smoke bombs. These practices alone -

N

" ostracize his_followers from the other
gnome clans as most gnomes have little to
do with such destructive weapons.

Clan Followers of Perrus

Total number of followers: 500 (Devout)

20% Flame Bearers (Warriors), 10% Smiths and
Engineers

Flame Bearers of Perrus: (Total 100)

Body: d8+4 (+2 Bonus for carrying flame hand cannons
and smoke bombs.)
Mind: d8+1
Spirit: d6
Smiths and Engineers of Perrus: (Total 50)
Body: d8+2
Mind: d8+2 (+1 Bonus for technology of fire weapons)
Spirit: d6




Heroes and Artifacts:
* Urtun: Perrus empowers no heroes or
artifacts, unwilling to trust any mortal
with even a sliver of his jealously guarded
power. In recent years, however, his most
trusted follower has been a gnome named Urtun.

2
Raised in the priesthood, Urtun has become an :’!‘}

unofficial seneschal to his god, reporting news,

making occasional discrete suggestions, and relaying
orders. Despite having no formal rank beyond that of
priest, over the years Urtun has become extremely good
at judging the mood of his petulant deity, ensuring that
audiences are held when he is feeling receptive, rewording
reports to convey bad news tactfully, and suffering Perrus’s
rants and insults with a stoic equanimity. However, Urtun
is now of advanced age and other members of the clan do
not expect him to live out the decade. Urtun is searching
for a successor to train, but has not yet been able to locate
a suitable candidate.

Urtun Seneshal of Perrus

Body: d8 (Racial bonus of +2 taken due to old age)

Mind: d8+1

Spirit: d6+1 (Intuition of god’s mood and assurance of

afterlife)

Major Commandments:

Thou shalt wear thy birth dagger always — the flint daggers
worn by every member of clan Perrus are sacred, and
should any gnome lose theirs then they are cast out of the
clan forever. There are no mitigating circumstances, and
heroic warriors have been carried dying from the battlefield
only to be turned away by their kinsmen as their dagger
was broken or lost during the fierce melee.

Thou shalt keep the fire in thy hearth burning — fire is
sacred to Perrus, and every family of the clan keeps a large
stack of firewood and kindling by their heathfire to ensure
this commandment is kept. In the event a family moves,
the fire moves with them, carried as smoldering coals in
carefully-designed pottery vases that are fed carefully over
the course of the journey.

Thou shalt wear no gold — a relatively new commandment,
handed down in a rage after one of the Perrus’s rare visits
to Rhok-Etheril ended with a huge dispute with Bruin

" overa minor matter of protocol; Perrus

made the decree after Gnorr sided with

his brother-in-law against Perrus. The clan

raised significant capital as the women

were forced to sell their gold ornaments, and now
make do with silver, bronze, or other metals.

Favored Miracles:

* Flint-Swarm: A swarm of bat-like creatures formed
from flint—all razor-sharp angles and corners—pull
themselves from the ground and walls and fly at the enemy
in a mindless frenzy, slicing through flesh and armor and
shattering into lethal fragments against shield and weapons.
Mechanically, this creates a d10 combat resource on the
Group scale (equivalent to ten individuals).

Cost: 7 (Major Innovation of Creation(7), Duration +1,
Domain -2, Inclination +0, Location +1, Scale +1, Total

1)

e Curse of Cold: Perrus is well aware of how vital fire is to
mortals, and one of his cruelest and most effective miracles
is to deny it to his enemies; when he uses this miracle,
no mortal fire, no matter how large, will burn anywhere
within a dozen miles, preventing the inhabitants from
warming themselves or cooking food. Mechanically, this
prevents any non-supernatural fire, no matter how large,
from burning in a territory for an entire year.

Cost: 75 (Legendary Alteration of Destruction(6), Duration
+3, Domain -1, Inclination -1, Location +1, Scale +3, Total 5)




OsrA, GODDESS OF OBSIDIAN
Orsa is the goddess of obsidian, the rare
black glass formed only when volcanic
magma cools fast enough to vitrify. The only
female minor deity of the gnomes, her clan is one of
the smallest, but has considerable influence. Osra
has dominion over speed and adaptability, virtues
that do not come easily to gnomes. Nevertheless, at

times these skills are irreplaceable, and the followers of the
Obsidian Goddess are the best. Those in the clan who show
potential for mental flexibility at a young age are gathered
in groups of half a dozen, teams that they will serve in for
the rest of their lives, forming a bond that exceeds those
of clan and family. These groups spend decades learning
dozens of obscure skills and trades to prepare them for
service; when scouts are needed to find enemy locations
or when some unforeseen accident threatens hundreds of
lives, the faithful of Osra are called upon to serve. While the
fatality rate is high, members of these teams are honored
within the clan as heroes and paragons, and are considered
the most blessed of Osra.

GERN, GOD OF AsH

It may appear lifeless, but the light-gray volcanic ash that
pilesinto driftsacross the mountains ranges is extraordinarily
fertile; without this ash, the gnomes would find it almost
impossible to farm the steep, arid slopes of their mountain
dwellings. Even with ash, such farming takes considerable
effort and skill, and is predominantly the domain of
the clan of Gern, God of Ash. While unglamorous, his
dominion over crops is a mainstay of gnomish life, and their
control of the food supply means that Clan Gern is large
and powerful, though their unexciting work means they
are not accorded the respect they feel they deserve. Gern
himself is stern and serious, never leaving Rhok-Etheril,
and rarely willing to aid his followers should the crops fail
or be destroyed in a raid: instead, his commandments make
clear that they should also turn many underground caverns
over to the cultivation of mushrooms—while the fungi are
hard work to grow and taste unpleasant, they provide a
vital food cache that can be maintained almost indefinitely
should the mountain come under siege or blight strike the
other crops.

PoTHESMO, GOD OF WAR
AND STRIFE
Pothesmo  is  the ' youngest addition  to
the gnome pantheon. His path to godhood is
unique; in the beginning of the Great War
between Salamander and Gnome, he was a
young boy who showed exemplary courage during
the siege of Rhovma in their darkest hour. The elder
gods worked together to make him an unstoppable hero
who broke the siege and drove the salamanders out of the
mountains. He died sixty years after the siege, but his spirit
remained in Rhovma for several more decades. Unlike the
family gods, he has no specific clan. Pothesmo is called
upon in the moments before battle, by mortals hoping for
the strength, courage, and cunning to protect their home
by defeating their enemies. The elder gnome gods look on
Pothesmo with pride for his message of defense and protect
rather than conquer. He is very accessible to followers, even
those not of his race—several human tribes having taken to
worshipping him as well.

THE SALAMANDER GODS

Powerful and fractious, the dragon gods of the salamander
pantheon rule over a vast empire populated with powerful
cities and numerous mortals. While the number and
ferocity of their followers makes them a potent force, they
are riven by constant internal schisms and feuds, with the
varied houses (each sworn to a different deity) constantly
jockeying and fighting for position and power.

Despite their numbers and experience with battle, their
love of hot, arid regions means that they have litte urge to
launch wars of conquest against far-off, wet, rainy lands.
For the most part they content themselves fighting constant
border skirmishes and wars with neighboring races, as well
as launching raids to carry off whatever slaves and valuables

they can find.

While mostdeities take the forms of those thatworship them,
albeit often larger and more impressive, the salamander gods
shun such mundane manifestations, and instead appear as
great dragons, magnificent creatures at least five times the
heightand ten times the length of a salamander, resembling




the rare crag dragons of the mountains.
Somewhat incongruously, many members
of the pantheon prefer forms whose mighty
forelimbs end in delicate, salamander-like
hands, which while taloned still enable
them to hold books or tools. A few even spend a
deal of time in salamander form, rarely assuming
their dragon aspect.

In the celestial realm, the dragon gods lay claim to the
immeasurable desert of Jaa-naareth, an eternal expanse of
trackless sand and barren rock that is spread across all four
celestial spheres, dominating the sphere of Endless Summer.
While each dragon maintains a vast temple-complex where
they dwell surrounded by their most loyal and trusted spirits,
few of them reside there for extended periods: the dragons
spend their time in constant politicking, crisscrossing the
desert to conclude alliances, haggle over terms and treaties,
and betray trusts. Most of them also make frequent trips
to the Celestial Gardens, to meet with other powerful gods
on neutral ground in order to barter for information or
negotiate secret deals.

Kanos, DRAGON GoD oOF THE FIRES ABOVE
With dominion over the stars in the Void, Kanos is adjudged
the most senior of the dragon gods, although not the most
powerful—while the stars may be set higher in the sky than
the sun or moon, they shine far less brightly. Nevertheless,
the Highest Dragon is respected and venerated by virtually
every salamander of every House, and her solemn,
unadorned temples are never bare of offerings.

Though the Highest Dragon is less aloof from the other
members of her pantheon than she is from the mundane
world, she remains one of the least gregarious of the dragon
gods. She invariably takes the form of a tall, thin dragon,
iridescent black scales twinkling with myriad points of
reflected light. Her large black eyes have no pupils: rumor
has it that those who dare to meet her gaze find themselves
lost in the gloss darkness, seeming to fall into an endless
starfield, before awaking to the knowledge of the precise
time and manner of their death.

Salamander lore has it that the stars are the souls of great
warrior-heroes of their race, set in the Void upon their
deaths by Kanos to burn forever more and illuminate the

great darkness. As more salamanders
go to their heroics deaths, so too will the
Void be filled with more and more burning
soul-stars until the Fire-Time, when the
last star is placed to finally blot out the Void
and fill the sky from horizon to horizon with
burning light.

Until that glorious, far-off time, Kanos has the
responsibility for judging the worth of the dead, singling
out those rare few of eternal valor from the common dross.
And though she is renowned for her even-handedness, most
families of the departed will still arrange for her priests to
conduct lavish funerary services in the hope of swaying
her. From time to time even the other gods will attempt to
intercede with her on the behalf of a favored hero.

Her dominion over truth and judgment, and her
detachment from the politicking of the other dragons
ensures that members of her House are respected as judges
and adjudicators. Hence followers of the Star-Scaled are
often called to mediate disputes between individuals and
between Houses, or are responsible for interpreting law
and precedent when required. As such the House of Kanos
holds a position of respect in virtually every city in the
salamander empire.

However, this self-same separation from politics, along
with commandments against bias and favoritism and lictle
military influence means that the House rarely achieves
a preeminent position in society: overt attempts to gain
power for themselves usually results in a loss of their
appearance of fair-minded adjudication. In most cases they
are content to have the ear of the dominant House, rather
than attempting to achieve such dominance themselves.

Another reason for a lack of direct power is that Kanos is
seldom willing to intercede directly on the behalf of her
worshipers; she rarely imbues heroes or uses her powers on
the mundane realm. Those who do require her aid usually
find it necessary to prove the importance of their request
by fasting, embarking on vision-quests, or making some
major personal sacrifice. If she deems the request worthy,
Kanos will usually reply with a vision revealing to them
some hidden truth or personal revelation to help them in
their endeavor.




XTHENI, DRAGON GOD
OF THE FLAMING SKy
Fierce, powerful, and arrogant, more than
any other god the Sun Dragon embodies
those features the salamander race most
admires and the other races fear. Despite the
handicap of masculinity in a matriarchal society,
Xtheni’s belligerent nature and indomitable will
have established him as one of the most powerful of

the dragons, matched only by Thaminx, his constant rival
and occasional ally.

Xtheni’s appearance is undeniably magnificent: his huge,
muscular form is covered in blindingly bright scales of
gold and brass. His claws, fangs, and tail-spikes are fiercely
impressive even for a beast his size, and on the rare occasions
when he incarnates in bipedal form he still eschews armor
and weapons in favor of oversized talons.

The Shining Lord has dominion over fire and the emotions
salamanders associate with it—bravery, rage, and courage.
His worship is uncomplicated and primal, with few rituals
and much empbhasis on simple, powerful rites. As such
the worship of Xtheni is very popular among the young.
His preachers and prophets are renowned for their fiery
sermons that can whip a horde of worshipers into a frenzy
of adulation and veneration.

The festival of Xelex, the High Sun, is held on the summer
solstice and is a time of enormous celebration for the entire
salamander race, not simply followers of Xtheni. The
great drums of the temples of the Sun Dragon begin to
beat at dawn, callingall to celebrate. Sermons are given to
the assembled crowds by followers of each of the dragon
gods, separated by periods of prayer, meditation, or song:
The festival culminates in the final sermon by the highest-
ranking priest of Xtheni in the region, who reminds the
crowd of the essential virtues of the salamander race and
their position at the pinnacle of nature.

The service is timed such that the final words are spoken
as the sun reaches its zenith. The tightly packed crowds,
atmosphere of celebration, and stirring sermons invariably

rouse the mass of festival-goers into a
state of exhilaration. As the sermon ends
the Sundance begins, and the temple
drums (which have continued to beat at
a steady pace since dawn) suddenly break into
a flurry of fast beats and the entire multitude
begins to dance. The frantic, exhausting rhythms
go on all day and into the night as gigantic bonfires
turn away the dark. Dancers drop out to eat, drink, and
talk with friends before rejoining the dance. It is a mark
of great stamina and virility to still be dancing when the
sun comes up again the next day, signaling the end to the
drumming and the festival; most young adults attempt the
feat at some point, though few have the stamina to manage it.

The festival of Xelex is one of the foundations of prestige
and power for the House of Xtheni; the other is the field of




warfare. As the Dragon God of courage
and bravery, it is customary for those first
joining the army to swear oaths to the
Shining One, wishing dread fates upon
themselves should they show cowardice
in battle and desert their companions. The cult
of Xtheni is strong on the battlefield; his priests
often travel with the army, whipping up the troops
into a frenzy of battle-fury with their exhortations
before combat is joined.

Prayers to the Shining Lord are invariably requests for
courage, vitality, or some other inner virtue, rather than
direct requests for aid. This is because Xtheni rarely
manifests Miracles directly, preferring instead to strengthen
and empower his faithful—salamander history records
more heroes of the Shining One than of any other Dragon
God. This is in contrast with his great rival, Thaminx, the
Dragon God of the Burning Earth, who prefers direct
intervention and control.

While the Sun Dragon vies constantly with the Earth
Dragon, his relationship with the rest of the pantheon is
also frequently turbulent as his quickness to anger sparks
off avoidable conflicts. His House is often involved in
skirmishes and quarrels—even by salamander standards
they are hungry for power, and are willing to sacrifice a
great deal to attain it.

Draax, DRAGON GOD OF THE BOILING SEA

As the dragon with dominion over water in all its aspects,
Draax has the greatest difficulty of any of the salamander
pantheon attracting worshipers. Many young mortals see
her domain as a distasteful, if necessary, counterpart to life-
giving fire. Nevertheless, her constant battle to maintain
her precarious position and attract new followers has not
soured Draax on mortals; her mercurial nature means
that she has come to understand and appreciate them in a
fashion rivaled only by Maathenos.

While it is not uncommon for Draax to take on other
forms when it so suits her, she is primarily portrayed

in religious iconography as a large,
sinuous dragon with shining aquamarine
scales and a frond-like pattern to her frills.
However, the Lady of Storms is one of the
dragons most willing to change her appearance
on a whim, whether to better reflect her mood
or as part of a joke or trick, and as such can (and
often does) take any form at all. She is also known
for her wit and her sense of humor, a trait shared by few
of her pantheon. These characteristics are often emulated
by her worshipers, who cultivate both a facility with clever
bon mots, and a love of incisive black humor.

Despite its idiosyncratic deity, the House of Draax enjoys
significant mundane power thanks to their dominance of
long-distance trade. Few others of their race are willing to
brave the oceans, due to their dislike of water and cramped
spaces, and the danger of drowning (their heavy bodies and
short arms make salamanders badly adapted to swimming).
With millennia of experience and their goddess” dominion
over wind and wave, House Draax is able to ship goods to
far-off locations much more rapidly than by caravan. Over
the centuries the House has assembled an impressively sized
trade fleet. Hence many members of House Draax become
merchants, and the House treasury groans with currency.

Even the Draax fleets prefer to hug the coast. Alongside
the threat of shipwreck is that of the undines; the aquatic
elder race has a history of conflict with the salamanders
(particularly House Draax). While the undines are mostly
a peaceful race, groups will occasionally attack isolated
salamander ships, preferring to hole the vessel and wait for
it to sink before picking off the struggling crew in the water.
By remaining within sight of the coastline, salamander
ships can usually make landfall if an undine war party is
spotted.

The wealth of House Draax and other merchant-traders
who venerate the Lady of Storms, coupled with a
psychological need to compensate for the lack of respect
from other salamanders, has led to huge quantities of
money being lavished on her temples. The massive edifices
are traditionally constructed of pale stone, and the interiors




ostentatiously adorned with blue and
gold. The focal point of the temple is
always a large font filled with water and
oil, perpetually burning, symbolizing that
the relationship between fire and water need
not always be an inimicable one.

When it comes to the granting of prayers, Draax
is as whimsical as any other part of her nature;
sometimes important pleas of fervent believers in good
standing go unanswered, while on other occasions frivolous
requests by a mortal who has never even visited her temple
are granted instantly. Her prophets tend to explain this
away as her method of encouraging her faithful not to
become too reliant or dependent on her.

The one situation in which she invariably hears prayers is
from those directly in danger on the ocean; committed
believers can usually depend on her to at least calm the
waves slightly to prevent the swamping of their vessel, or
to send a squall to push them away from threatening rocks.
Those who take to the sea without more than lip-service
to her and then find themselves in danger are advised
to make promises of commitment and offering in their
prayers; as the dragon associated with trade she is often
willing to overlook a lack of former worship in return for a
sufficiently lavish inducement.

While she travels frequently, her temple-fortress in' Jaa-
naareth is notable even in the Celestial Realms: a huge
castle of sculpted coral rising from the center of a vast, bitter
lake. While the water of the lake may be almost impossibly
salty, it still represents the largest body of open water in
the center of the endless desert. The faithful dead of House
Draax ply the waters around her castle in an eclectic range
of watercraft, from sleek ships that cut through lake in
silken silence, to creaking ancient hulks that threaten to fall
apart at any moment, to impossible, multi-hulled vessels
that could never exist in the mortal realm.

DRAAX

Primary Domain: Water
Additional Domains: Wind, Trade,
Speechcraft
Inclinations:
* Harmony: Control
¢ Balance: Transformation, Destruction
* Opposition: Creation
Belief: 6000

Appearance: Draax is usually seen as a large, sinuous dragon
with shining aquamarine scales and a frond-like pattern to
her frills. She readily changes her shape, however.

Personality: Draax is known for her wit and her incisive

black humor.

Symbols: Draax’s followers wear blue as commanded by
their god. Another symbol is the brazier of water with
burning oil on its surface.

Worship: Although not often seen by mortals, Draax is
readily accessible by her followers while out at sea. Her
opulent temples are run by her priestesses, who also do
double-duty as commanders of her fleet.

Followers: Draax hosts one of the largest sea armies in
the Known World. Her followers travel the coast of every
continent and every large body of water. The Shimmering
Fangs of Draax are her finest warriors, resistant to fear and
magic. Her craftsmen make the finest ships and sets of light
armor for her warriors. Priests of Draax practice elemental
magic to bend the winds, waves, and the heat of the sun
to their will. Priests of Draax also serve as commanders of
the fleets.

Followers of House Draax

Total number of followers: 10,000 (Normal)

20% Warriors, 5% Craftsman, Shipwrights, 5% Priestesses
and Priests

Shimmering Fangs of Draax (Sea Wartiors of House Draax: (Total 2000)
Body: d8 +4 (+1 Bonus for extra-light yet durable armor blessed by priests)
Mind: d8+2 (+2 Bonus for resistance to magical attacks)
Spirit: d6+2 (+2 Bonus for resistance to fear and control

attacks)

ien
——




Craftsman and Shipwrights of House
Draax: (Total 500)

. \
- Hessix, High Priestess of Draax

Body: d8 +1 (Disadvantage old age -2

Body: d8+3 from normal stats)

Mind: d8+1 (Skilled in labors) { Mind: d10 +5 (Very powerful mind gifted
Spirit: d6 A by the goddess Draax herself. She may summon
Priestesses and Priests of House Draax: (Total I VA the aid of Draax once per season. She may cast
500) ‘*;é,‘} LA spells to control Draax’s followers. Any warrior
Body: d8+3 ¢ trying to escape battle must roll Spirit vs. Hessix’s

Mind: d8+3(+3 Magical bonus from the goddess

to harness the powers of the sun and wind (For more
information on mortal magic see the Book of Mortals
coming soon.)

Spirit: d8 (Step up bonus for resistance to fear and terror)

Heroes and Artifacts:

While Draax prefers to horde Belief, she invariably imbues
her high priestess with a portion of her power to better
convert others and aid her faithful. Over the centuries she
has also empowered a number of artifacts, a few of which
still survive.

* Hessix, High Priestess of Draax: Originally a member of
House Maathenos, the young Hessix was en route to the
continent of Naalgrom when a storm struck the vessel, and
she was swept overboard. With seemingly no possibility of
rescue, she begged Draax for help, promising first all of
her meager possessions, and eventually her life in servitude.
On a whim, Draax preserved her, calming the storm
and sending a vision to the ship-master with the young
salamander’s location. Hessix entered the priesthood of
House Draax, and rose through the ranks with impressive
swiftness; her extremely sharp mind and ready wit meant
that despite not being born into the house, she achieved
the rank of High Priestess at the age of just forty-five. Now
nearing sixty, her body is becoming slow and heavy, but her
mind is clearer than ever thanks to her goddess’ power. Her
sermons are mesmerizing, and any mortal foolish enough
to argue with her rapidly finds themselves coming around
to her point of view, no matter their original opinion. These
gifts, combined with her status as a convert to the House,
have brought Draax thousands of new devotees over the
past decade, and other Houses are beginning to become
concerned at this poaching of their followers.

mind score or involuntarily return to battle. For more
information on mortal magic see the Book of Mortals
coming soon)
Spirit: d8 +2 (Highly resistant to terror and other forms of
control)
Tongue of Draax: (Cost 20/10: Major Alteration of Control
(5), Duration +3, Domain -1, Inclination -1, Location +0,
Scale +2 (factor of 3, 2 after first year))

* Wavegrazer, Flagship of House Draax: While a great
warship bearing the name Wavegrazer has led the Draax
battle-fleets ever since Draax created the first during the
Battle of the Dragons some four and a half centuries ago,
conflicts have led to inevitable losses, and the slender, proud
vessel that now serves as the flagship of the fleets is the
eleventh to bear the name. High-prowed, with a lethal ram
forged from recast gnome steel, the ship cuts through the
water propelled by its great sails. The vessel has no oarlocks
or benches for rowers, as whenever the billowing blue sails
are raised a powerful but controlled wind blows constantly,
allowing Wavegrazer and any attendant vessels to slide
through the ocean at speed. This is not the only power
the vessel possesses; when the need is great the captain can
extinguish the font of oil and water that burns perpetually
on deck, whereupon the sea will roil and a vast tidal-wave
will sweep out from the prow of the ship, gathering speed
and size until it becomes powerful enough to annihilate
entire fleets or swamp a city.

Major Commandments:

Thou shalt wear clothing only of the color blue — this
commandment helps set the faithful of Draax apart from
other salamanders (though the priesthood has decided that
decoration and borders of other colors, particularly gold
and silver, are allowed so long as the main color of the item

of clothing is blue).




Thou shalt not harm a sylph, unless
in self-defense—rumor has it that this
commandment was Lugos  price for the
granting of some great secret to Draax,
though precisely what this revelation was
is unknown.

Thou shalt take to the sea at least once a year—
Designed to keep her faithful mindful of her power
and the source of their House’s wealth, this has lead to the
founding of a celebration in the late spring, as the entirety
of the House closes their stores and spends the day on the
water as part of a great flotilla of ships, rafts, and coracles,
enjoying themselves with food, alcohol, and music.

Favored Miracles:

Breath of Draax: (Cost 20/10: Major Alteration of
Transformation (5), Duration +3, Domain -1, Inclination
+0, Location +0, Scale +2 (factor of 3, 2 after first year))

Rage of Draax: (Cost 64/32: Legendary Innovation of
Destruction (8), Duration +3, Domain -2, Inclination
+0, Location +0, Limited (one use per month) -1 Scale +4

(Total: 4, 3 after first year))

* Mercy of Draax: Her most common miracle, used to calm
a patch of water around a struggling salamander whose life
she wishes to preserve. The calm patch is just a few yards
across, and the sight of a wave dividing around them is
enough to convert many mortals to Draax’s worship in an
instant.

Cost: 4 (Significant Alteration of Transformation(4),
Duration +1, Domain -2, Inclination +0, Location +1,

Scale +0, Total 1)

e Spirit of Draax: A miracle that Draax is as likely to use
out of mischief as she is use it to preserve her faithful,
this miracle suffuses a community or gathering with a
sense of open-mindedness and levity. Strong emotions
(particularly negative ones) tend to disperse, while mortals
find themselves listening to one another and enjoying each
others company.

Cost: 16 (Minor Alteration of Control(4), Duration +1,
Domain +0, Inclination -1, Location +1, Scale +2, Total 3)

XETHALCHOATE, DRAGON GOD

OF THE FIRES BELOW

Alongside Xtheni, the Smoldering One is
one of only two male members of the
salamander pantheon. Despite their shared
gender, however, the natures of the two gods
could hardly be more different: where the
Shining Lord is brash, impulsive, and quick to
anger, Xethalchoate is deliberate, generally good-natured,
and slow to act.

Xethalchoate embodies those virtues that, while important,
are rarely remarked upon: perseverance, loyalty, and stoic
pride. He is the god of the worker, the impoverished, and
the handicapped, those who stubbornly soldier on despite
adversity making no complaint. As such his temples are
rarely large or lavish and few political leaders worship him




as their primary deity. However, he and
his followers do draw a great deal of respect
for their commitment, and their reputation
for loyalty means that House Xethalchoate
is often courted by the other Great Houses
as an important and reliable ally.

For all his reticence Xethalchoate is an awesome
sight to behold: by far the largest of the dragon-

gods, his gigantic dark-brown frame towers over even
Xtheni. Few gods are willing to face his wrath once roused:
much like a low of molten rock from a volcano, while it
rarely breaks his placid surface his war-fury is implacable
and terrible. Betrayal is the one reliable way to raise his
ire, both by god and mortal, and there is more than one
vitrified crater marring the surface of the mortal world
that marks the final resting place of those who attempted
treachery against the Smoldering One.

The House of Xethalchoate is most often allied with the
House of Thaminx; not only does the careful and steady
politics of House Thaminx suit the followers of the
Smoldering One, but the two dragons have long maintained
a unique relationship. Though its ardor burns relatively low
and the two tend to pursue independent interests, the pair
are formally married. In emergencies Xethalchoate can be
counted upon to support his spouse.

In the main, however, Xethalchoate is placid and good-
natured. Surprisingly, the dragon with whose company he
tends to enjoy the most is Draax, Lady of Storms. Their
natures are very different on the surface, but beneath it
all they share a love of humor, a mutual understanding
of necessary but unacknowledged factors that underpin
salamander society, and a deep love for mortals in all their
fragility. In contrast, his relationship with Thaminx is
much more formal and based more on shared respect than
true affection.

On the face of it, House Xethalchoate’s tendency to avoid
the power-scramble of politics so much part of salamander
nature is odd (only House Kanos shares their habit of
steering clear of politics in such a fashion, and they do
so by virtue of their exalted position), but in practice the
House actually wields far more influence and power than is

immediately apparent. Their hard-won
reputation of loyalty increases their value
as an ally enormously, as no other House

can be as reliable. By rarely secking direct
control they can usually avoid significant damage
if an enterprise should fail; the more visible
House or Houses take the blame for any mistakes
made. Instead House Xethalchoate prefers to act
as the supporting pillar of administrations, allowing
them to exert a great deal of influence without getting their

talons dirty.

For all their reputation and the commandments of their
dragon, House Xethalchoate is still made up of fallible
mortals, many of whom would be all too willing to break
with tradition and shift the House’s alliances for short-term
gain. To prevent such commanders and politicians doing
so (and hence ruining the House’s valuable reputation),
important secular members of the House are strictly policed
by the priests of the Smoldering One. Their responsibility
is to manage political appointments, monitor their actions,
and ensure no moves are made that could discredit the
House (publicly, at least). Ironically, this means that the
priesthood itself, with no such external oversight, is the
portion of the House most consumed with politicking.

For the most part, the Smoldering One tends to use his
power in a low-key fashion; he rarely empowers famous
heroes or creates powerful artifacts, instead preferring to
answer prayers such as increasing the fertility of fields. His
most common, directly used power is in the sanctification
of contracts—those taking part in important oaths or
treaties often ask a priest of Xethalchoate to act as an
independent moderator, drawing up the final version and
having those making the agreement formally swear it in the
temple of Xethalchoate, asking the dragon to strike down
any of them who break their word. Such rituals usually
include a significant donation to the temple; this is one of
the major sources of income for the House.




MooRrHANOS, DRAGON GOD
OF THE MELTING ORE

With their tough hides and natural
armaments salamanders are less dependent
on the crafting of tools, clothing, and
weapons. They are also somewhat disadvantaged
at such arts by their clawed hands, which are less
suited for delicate work than that of other races.
Nevertheless, besides a few fanatical followers of
Xtheni who disdain such things as a sign of weakness and
impurity, salamanders are more than willing to use tools to
further their goals; an enemy defeated with a sword is just
as vanquished as one defeated with tooth and claw.

As the Dragon of the Forge, Moorhanos has mastery over
the skills of crafting tools and weapons, as well as ships
and houses and all manner of other construction. Given
the salamander veneration of strength and power, the
Craftmistress might be expected to have the form of a huge,
hulking dragon. Instead, Moorhanos’s form is not oversized
and her most notable aspect is not bulging muscles, but
instead extremely long, dextrous claws; she takes special
pride in delicate, perfect work that displays true mastery
of a craft, rather than the simpler, brutish works that any
journeyman can turn out given sufhicient time.

While the great factories and workshops of House
Moorhanos build every sort of tool, their real power
and specialty lie in their weapon-craft. The priests of the
Craftmistress keep certain techniques of the forge careful
secrets and this knowledge, combined with decades of
training and experience, means the master-smiths of
Moorhanos turn out weapons and armor superior to that
available to any other House. As a rule, the more junior
members of the House busy themselves with the creation
of mundane tools, architecture, and other necessary but
unglamorous works, while the senior masters craft the
exquisite weapons and armor that so epitomize the skill of
the followers of the Dragon of the Forge.

As might be expected, such workmanship is the source of
their power. Sales of top-quality weapons and armor mean
that the treasury of the House is second only to that of the
traders of House Draax; they can also tip the balance of
power in a prolonged war by refusing to supply one side or
the other. They are most often allied with House Thaminx

whose generals are willing to pay a great
deal to equip their elite soldiers with the
best quality equipment. Such alliances
are rarely long-term, however, for neither
House is often willing to settle for anything less
than placing one of their own members on the
local throne.

While the worshipers of the Craftmistress will
generally make deals and alliances with whatever House
will aid them in their pursuit of power, House Draax is
rarely partner to such agreements—the two Houses have a
rivalry going back millennia. The Draax trade fleets bring
in holds full of goods from the other races, threatening
the Moorhanos monopoly on the best-crafted items, and
the vast treasuries of the followers of the Lady of Storms
exceed even those of the craft-masters. Moorhanos herself,
obsessed with care and attention to detail, also finds Draax
frivolous and wasteful, while Draax considers Moorhanos
boring and disconnected from what really matters.

The temples of the Dragon of the Forge bear little
resemblance to forges in the main; instead of dark hot
workshops they soar airily, with great arching domes and
slender spires that demonstrate the House’s mastery of
architecture. The walls and ceilings are invariably adorned
with delicate filigrees of stonework, carved and painted
frescoes, and beautifully sculpted gold ornamentation. As
such the temples serve as a reminder to all who enter of the
skills of the followers of Moorhanos, as well as flaunting
the great wealth accrued by the House over the centuries.
The great celestial forge of Moorhanos, in contrast, is at
the center of an enormous crater of obsidian: the curve of
the smooth crater walls means that all of the sunlight that
falls upon it is reflected from the black glass to a central
focus, where it burns so hot that none but a Dragon God
can approach.

While she may rarely manifest her powers directly, the
Craftmistress is famed for the artifacts she creates for her
followers in times of need. Unsurprisingly, given salamander
nature, most of these incredible creations are weapons
of war, though more utilitarian artifacts are not unheard
of in those rare periods in salamander history of mostly
unbroken peace. The other dragon gods, on the occasions
where they choose to empower an artifact, usually choose




simply to imbue some mundane item of
significance with their will. Moorhanos, on
the other hand, crafts her artifacts herself
in her celestial forge, creating tools and
weapons unmatched. It was she who, far
back in history, forged the great double-handed
sword Kelhandros for Thaminx, to seal a grand
alliance that lasted for centuries.

Despite  her  role as  the  patron  of
craftsmanship, ~ prayers to Moorhanos for direct
Miracles and intercession in the construction of mundane
tools and weapons are almost always an exercise in futility;
she is rarely willing to use her power to assist insufficiently
skilled smiths or architects in their work. On the other
hand, those who frequently make offerings and observe
her commandments may find themselves awaking from
dreams wherein an elegant new design or insight is granted
to them.

TukoNos, DrRaAGON GOD

OF THE SEARING THOUGHT

One of the smallest and most insular of the Houses, the
followers of Tukonos are the scholars and lore-keepers of the
salamander race, those who preserve the living past. These
are not simply ivory-tower scholars, however: the Dragon
of Memories has tasked them with the preservation of the
ideals of the past and they take this duty very seriously.
As such they search out moral weakness and suppress
foreign influences, acting as inquisitors seeking to keep the
salamander race “pure.”

Much like her house, Tukanos is the smallest of her
pantheon, with mottled brown scales the texture of book
leather. However, while her body may not be as formidable
as her sister gods, her mind is unrivaled by any other
dragon—her dominion is over thought and knowledge,
and this is reflected in her razor-sharp mind and flawless
memory.

Tukanos is a polarizing figure in salamander society. Many
of the older and more conservative salamanders consider
her a positive figure, preserving all that makes the race
great, ensuring the younger generations respect those
that came before and guaranteeing continuity of today’s

salamanders with the glorious past.
While they may be of a different House
and primarily follow a different dragon,
many elder salamanders make appropriate
offerings and prayers to her and observe her holy
days.

Younger and more progressive salamanders, on

the other hand, often reject her teachings, scorning
the fact that the faithful of the Dragon of Knowledge spurn
new science and ideas from other races, and otherwise
ferociously resist new concepts. Few mortals are willing
to go to such lengths as speaking out against one of their
gods, but this revolutionary group (made up particularly of
members of Houses of Draax and Maathenos) at best pay
lip service to the worship of Tukonos.

Those who do follow the Dragon of Memories tend towards
fanaticism. As they grow up young members of the House
of Tukonos are thoroughly indoctrinated in the virtues
of the old, tried-and-tested ways and the knowledge that
has served Firekin for centuries. While any member who
wishes may leave the House upon reaching their majority,
few do so.

Tukonos has commanded her worshipers to purify
themselves and their people, and many of her followers
take this commandment very seriously indeed. Priests
of the order rail against new fads or fashions, stirring up
locals against visiting merchants or diplomats of other
races, or those who espouse ideas the priests consider
dangerous. Small groups of particularly devout followers
of She That Endures take it upon themselves to roam
the cities, listening for gossip and information that will
mark particular individuals as impure. Even the more
conservative salamanders generally consider such puritans
to be unpleasant meddlers, but there are always spiteful or
angry townsfolk willing to provide information, either true
or fabricated, to embarrass a rival or enemy.

Rooting out impure influences is not the only task of
the worshipers of the Dragon of Memories. Tukonos has
dominion over history and recollections, and her priests
are the lore-keepers and scribes of the salamander race.
Even the lowest-ranked acolyte of She That Endures can




recite hundreds of years worth of history
detailing the great events of the race, and
the best speakers can captivate a crowd for
hours with arecitation of one of the defining
events of salamander history, imbuing
those who listen with a deep understanding of the
virtues and lessons of the past.

While her followers may shun and scorn foreign

ideas, Tukonos remains the dragon with dominion over
knowledge—some of her faithful devote themselves to the
study of diverse fields from alchemy to herb-lore. Research
is invariably into long-established areas, and discoveries
come in small, undisruptive steps that are carefully vetted
and approved by a council of elders before release; but
over the centuries House Tukonos has been responsible for
many advances.

For all their devotion to lore and research, their obsession
with pure ideology remains their public face; their extreme
views and small size mean they rarely have the power to
raise one of their own members to the throne, but the more
conservative Houses such as Thaminx and Xethalchoate
often grant power to the Tukonos representative on the
council as a counter to the more progressive Houses. The
constant watch they keep for slanderous and “impure”
behavior by those in power, combined with their rabble-
rousing potential, means they often have the capacity to
stir up suflicient anger to topple unstable queens they
oppose. More than one government has been torn asunder
by angry mobs rampaging through the streets destroying
the properties of those accused of consorting with foreign
races and weakening the salamander people.

Ironically, Tukonos herself is considerably less fanatical than
many of her followers in cleansing mortals of their impure
influence; she generally leaves that distasteful task to her
devoted worshipers. She remains extremely stubborn and
rooted in the past, but spends most her time detached from
the mundane world in her great library, a massive basalt
tower rising from the flat sands of Jaa-naareth. Here she
scribes scroll after scroll of hidden lore, tending to ignore
the prayers of most of her followers, preferring to listen
closely only to her highest priests and her fellow dragons,
dismissing other appeals as too minor and unimportant.

When she does seek to change the world,
she tends to do so by imbuing one of her
most trusted faithful with a portion of her
power, allowing them to use it as they see
fit to accomplish her directives so that she can
return to her scrolls. While she rarely leaves
her library, she always offers perfect hospitality
to any member of her pantheon who, chooses to

visit, inviting them to stay as long as they wish, and
even extends this hospitality to the deities of other races
should they comport themselves in'a suitably dignified and
humble manner.

THAMINX, DRAGON GOD

OF THE BURNING EARTH

As the dragon of stone and rock, with dominion over the
skill of war, Thaminx is traditionally the most powerful
god of the salamander pantheon. Unlike her fellow deities,
she rarely wears her dragon form, preferring to appear as
a powerfully built salamander clad in armor of shining
bronze and wearing Kelhandros, her legendary double-
handed sword, across her back. Her skin is striking yellow
ochre beneath her armor, while grey eyes peer from the slit
in her beautifully ornamented helm.

While the belligerent nature of the salamander race
means that every House involves itself in warfare, it is
House Thaminx that studies all its aspects. Where other
salamanders simply learn to fight, the worshipers of
Thaminx teach tactics, experiment with formations and
equipment, and otherwise raise warfare to an art form. As a
result, while a member of House Thaminx may not always
be a match for other salamanders in one-on-one combat
(though the House does include a considerable number of
expert duelists), it is a rare army that can match them on

the battlefield.

Such regimentation also extends to the towns and cities
where followers of the Lady of Battle hold sway. High tax
rates help pay for a strong militia, as well as the construction
of new walls and public buildings. Such rule is rarely
popular; many citizens object as much of their wealth is
confiscated in taxes and tariffs, while the militia also serves
to break up rowdy groups and other pursuits the priests
of Thaminx consider questionable or wasteful. In the long




term, however, such repression does bear
fruit: many of the great salamander cities
owe their huge walls and soaring public
buildings to long periods of control by
House Thaminx.

The temples of the Dragon of War are generally
also built on such a grand scale. Unlike most other
dragons, there is rarely a distinct temple building
separated from other buildings. Instead, House Thaminx
prefers large building complexes, which combine rooms
and dormitories for priests, acolytes, and militia members
with drill fields, dining halls, and rooms consecrated for
worship. In traditional structures, the main altar building
is directly connected to the drill field, so the inner sanctum
is filled with the sound of clashing weapons.

The military prowess of the House has given it enormous
power over the years. In the fight for rulership of the various
domains of the salamander race, the followers of Thaminx
have generally held more thrones than any other House.
Such power is not without price, however, and there is no
House they have not feuded with over the centuries. In
many cases the threat of a possible encroachment by House
Thaminx is one of the few things that can unite two other
warring Houses.

They do have traditional allies, often able to depend on
the backing of House Xethalchoate, and have strong ties
with House Moorhanos. Their main rivalry, on the other
hand, is with the followers of Xtheni. Both Houses wield
enormous power and both dragons have strong influence
over the field of battle. This hostility often leads the
generals of the Lady of Battle to decry the braves of Xtheni
as ignorant of the basics of tactics, capable of no battle plan
more complex than a screaming charge towards the enemy,
while followers of the Shining One dismiss the troops of
House Thaminx as hidebound dullards, unwilling to take
the slightest risk and too cowardly to trust in raw courage
to win the day. More than one battle against other races
has been lost when troops of one House failed to follow the
order of the general of another, with thousands of needless
salamander casualties the result.

The method by which the rival dragons
choose to influence the battlefield also
marks the differences in their nature.
Where Xtheni values individual bravery
and strength, and hence seeks to influence
the outcome of conflicts by empowering his
chosen champions, Thaminx is rarely willing to
delegate a portion of her power to a mere mortal.
Instead, she prefers to wield her powers directly,
tumbling down the walls of enemy fortresses with powerful
earthquakes and annihilating entire battle-lines by opening
gaping crevasses under them. These disasters are not solely
visited upon other races; more than one salamander city
still bears the scars of the Lady of Battle, after a mundane
conflict flared into war.

Even for a god of her pantheon, Thaminx is very conscious
of her status, and of the amount of power and respect she
receives. As such, she pays close attention to the mundane
world and actively seeks to advance her House and followers.
Being a committed follower of the Dragon of War is not
always an easy proposition, however. Over the centuries,
Thaminx has handed down numerous commandments
to regulate the actions of her faithful and ensure they
better conform to her ideal of how salamander society
should be organized. As a result, most of her followers lead
regimented, sober lives in order to move up the complex
hierarchy of House Thaminx as rapidly as possible.

MAATHENOS, DRAGON GOD

OF THE BURNING MoOON

The Inconstant Dragon has dominion over the moon and
the night; her aspect is that of change. Just as the moon
waxes and wanes, altering the face it presents to the Known
World, so too does Maathenos stand for doing away with
the old and bringing in the new. Nowhere in her many
temples and shrines does a single statue or painting of
her exist; she never wears the same form twice, and to try
to portray her with a static, unchanging image would be
blasphemy.

Maathenos is the god of illusion, of disguise and of stealth,
and her reputation is one of crafty competence, achieving
her goals through trickery and misdirection rather than
main force. Despite millennia of dealing with her, her fellow




dragons all too often find that in going
out of their way to thwart her, they have
played right into her hands. Her skill at
misdirection tends to infuriate some of the
more serious members of the pantheon.

Xtheni in  particular often falls prey to her
machinations; his impulsive nature and quick
temper makes him an easy target for her trickery

and this enrages him enormously. For all their enmity and
opposing natures (he represents the sun, she the moon), on
rare occasions their rivalry has flared into passion—short-
lived, tempestuous romances that burn with extraordinary
intensity ' before ' invariably 'flaring out in a storm of
recriminations.

Followers of the Queen of Shadows often seck to emulate
their deity’s skill with politics. The House of Maathenos
is famed for shifting its alliances as the wind changes,
skirting the boundary of treaties to completely violate
their spirit while still barely remaining inside the letter
of the agreement, and otherwise seeking to exploit every
advantage. There is good reason that “solid as the word of
Maathenos” is a salamander saying that implies extreme

fragility.

Their politicking isn’t always disadvantageous to the
other Houses; along with House Draax, the worshipers
of the Inconstant Dragon are the ones who regularly deal
peacefully with other races. Where the sea traders mainly
deal with merchants looking for short-term profit, House
Maathenos has established far-flung links with numerous
foreign noble houses and kingdoms, even going so far
in some cases as to exchange ambassadors. Any strategic
alliance or peace treaty with another race is invariably
made with the assistance and expert knowledge of House
Maathenos diplomats.

‘The House of Maathenos is not a notably rich one; temples
dedicated to the Queen of Shadows tend to be relatively
simple affairs, filled with twisting silk drapes that shift in
even the most minor breezes, hiding the shapes of rooms
and making it difficult to count the number of worshipers
present. Despite the lack of wealth, the House still wields
more influence than even their skill with politics can

explain. The reason is an open secret:
House Maathenos maintains an extensive
network of informers and spies.

While most salamanders have heard rumors of
this spy-network, the House goes to great steps
to ensure that no more than tiny portions of it

are ever exposed—this is their primary concern,

and at times even vital information is not acted upon
if doing so will endanger the source that provided it. Some
members of the network are worshipers of Maathenos
who hide their devotion and affiliation, while many more
are those who occasionally pass on information in return
for a monetary reward, or to avoid the exposure of some
shameful secret.




This use of blackmail is one of the most
potent tools of the followers of the Queen
of Shadows, borne out by their rack upon
rack of files detailing secrets that could
disgrace salamanders from lowly peasants
to powerful rulers. Not only do these secrets allow
House Maathenos to influence policy and politics
invisibly with threats of revealing their hidden
knowledge, they can use the same threats to compel
the victims to purchase their safety for a period by turning
over knowledge that would incriminate a different mortal.
In this way the store of secrets concealed in deep vaults
below nondescript houses grows and grows.

For all their love of politics and desire for power, House
Maathenos rarely seeks to rule directly. Instead they prefer
to set a puppet of a different House upon the throne, one
over which they can exert complete control. Not only does
this allow them to avoid conflict if the citizenry should rise
up—abandoning their puppet and fading away—but it is
often the only route open to them; their not undeserved
reputation for cunning and manipulation means that few
other Houses could stomach the faithful of the Inconstant
Dragon ruling directly.

Maathenos herself often intervenes on the behalf of her
faithful; she rarely answers individual prayers, instead using
her powers to aid her House and followers as a body. While
other gods tend to have a preferred method by which to use
their powers in the mortal realm, the Inconstant Dragon is
less predictable: empowering artifacts, imbuing a specific
follower with power, granting visions, or using Miracles
directly as the whim takes herand thesituation warrants. She
also is known for her tendency to incarnate in mortal form
and walk the world for a time, observing how individuals
act and testing the devotion of her faithful. Sometimes she
hands down punishments and rewards to those she meets
as they deserve and sometimes...she doesn’.

KarLamanD1, DRAGON GOD

OF THE FLAMING SPIRIT

While other races may consider the average salamander
fierce, dangerous, and unpredictable, it is the followers
of Kalamandi who even other members of their species
consider wild and feral. The Restless Dragon has dom