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Foreword

Kevin Ruesch and I first had the privilege of meeting
Jim Butler face to face in January 2002, during Winter
Fantasy when it was being held in Fort Wayne, Indiana. I
had already done one project for Bastion Press and, like
a slobbering fanboy, was anxiously awaiting its release
in the next month or so. During that convention, Jim sat
down with Kevin and myself and discussed a series of
books he’d like to see done in pdf format. After trading
some ideas and suggestions, the Lore of the Gods series
was born. The first book, Greek Gods, was released in
April 2002, followed by Norse Gods (which received an
honorable mention in the ENnie awards nominations
for that year) in June and Egyptian Gods in August of
that year.

While Kevin and I were proud of the work we had
done with the series, we felt that there were changes
we could have made and things we could have done
much better. Little did we know that we would get a
second chance thanks to two unrelated circumstances,
namely specific requests from Bastion Press fans for a
print version and the release of the revised 3.5 edition
rules. Now we had the opportunity to make those
changes we wanted, convert the relevant information
to the new rules, add new material and, hopefully,
make the book even better than it was before. Enter
Troye Grgurin and Mesopotamian Gods.

Mesopotamian Gods was originally intended to be
the next book in the pdf series. However, with the
decision to take the first three books to print, it was
only natural to include Troye’s work with it after
converting everything to the new ruleset and making
some modifications where needed. After spending
over two years in development, we felt the book
needed a little something more to make it better and
more useful to players. Bastion development team
- members Kevin Melka, Tim Hitchcock and Todd
- Laing offered to take a crack at it and add their magic
_ to the brew. And what magic it was.

Now here we are in 2017. Dungeons & Dragons has

o
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moved on to new editions and a “little” company named
Paizo has taken up the gauntlet and improved upon
the 3.5 version rules to form the Pathfinder Roleplaying
Game®. The result was a huge success for Paizo. Since
the 3.5 version of Lore of the Gods was released the same
year as the announcement of 4" edition Dungeons &
Dragons, it only made sense that it should be one of our
first books to be converted to the Pathfinder® ruleset.
Thankfully, Justin Sluder was available to do all of the
conversion work. Without him, this new version would
not be possible.

The end result is what you hold in your hands and
represents far more than just a reprint of the original
electronic releases. This book has had a considerable
amount of new material added to every facet from
specific pantheons down to the artifacts, creatures,
domains, spells and prestige classes. There is something
in this book for everyone, player and Game Master
alike. If you are a player, we hope that you will find a
lot of good material that leaves you dying to sink your
teeth into. If you are a Game Master, we hope that the
material in this book inspires you to ideas that will take
your campaign to new heights of fun for you and your
players. We honestly hope you will embrace it, use it,
and most of all, enjoy it to your fullest extent. After all,
there is no greater satisfaction for an author than to have
someone tell him how much his work is appreciated,
enjoyed and (in the case of game designers) used. To
that end, I wish you all the best and may your dice
always roll a 20" when you need it most...

Steve Creech
April 11, 2017
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Shaina brushed the dust off her cloak as she stepped into the tent. There, sitting on a weathered rug, sat a frail man
as old as any she had ever seen. He looked at her with a gaze that spoke volumes and left just as many unanswered

questions. It was almost hypnotic.
“Are you Annomen?” She asked respectfully.
“Indeed,” he replied, “and you are searching for that which should not be found.”

His answer stunned Shaina for a moment. Could he really know what her real purpose was? Was there more to this

man than it seemed?

“I'm looking for someone. He was part of a caravan traveling through these lands. His name is...”

. “I know who he is,” interrupted the old man. “He came to me two moons ago looking for the same thing you are now.
I also told him what I am about to tell you. Go back and forget this folly. Leave the secrets where they are supposed to
remain... hidden.”

Shaina was completely rattled but tried hard not to let it show. How did this man know so much? Was he a reader
of minds? Could he sense her thoughts? Try as she might, she couldn’t staunch the thousands of questions and
suppositions that raced through her mind. “If you know that, then you know I must find him and continue his quest
if need be,” she said.

Annomen sighed, “I know. He said you would come. If you follow in his tracks, you will meet his same fate. You will
not live to see the next new moon.”

Shaina smiled a half smile and replied, “If that is the gods’ wish, then so be it. But I am better than him. It is possible
Twill succeed.”

“Ah yes, child. But even if you do succeed, ultimately you will fail. I do not believe you understand this.”

Shaina crouched down and took Annomen’s hand in her own and looked into those hypnotic eyes. “Would you rather
someone else found it? Someone not worthy who would use it for ill?”

For the first time she saw sadness in his eyes as he conceded her point, “Do you not think that the gods would take
steps to ensure that did not happen. Is your faith weak?” It was almost as if a door closed between the two of them. “No
matter. I cannot dissuade you from your quest. Outside you will find a ranger who will act as your guide and take you
to the ruins. He will not go farther than that, nor will he remain there. His only duty is to guide you to that which you
seek. It is up to you to find the way in.”

Shaina thanked the man and moved to leave only to hear his whispered warning, “Be careful what you seek. Knowledge
from the gods isn’t meant to be known by mere mortals. There are high prices that must be paid for such knowledge.”

“Then I will pay whatever they ask,” she said as she walked out into the hot sun.

Annomen watched her depart while small flickers of lightning coursed across his eyes. He did everything he was
allowed to do but yet it was not enough. She had a relatively pure soul, but it would not be enough to save her. Pity.
Out of the many who came seeking the forbidden lore of the gods, he had liked her the best. Still, there would be more.
There were always mortals who believed they could outwit the gods and claim what they thought was rightfully theirs.
Annomen’s thoughts reached outward and found another heading in his direction. In a day or so he would arrive.
Maybe this mortal would listen...

: ] ] *

Religion and mythology have long been subjects of adventures and campaigns for many years to come.
historical significance. Dating back to the earliest Imagine your players struggling against the Society of
known written records, evidence of divine belief and its  the Serpent to prevent Ragnarok from descending upon
effect on society has been passed from one generation modern times, or desert nomads uniting under the
to the next, shaping how whole populations interact cause of Set and taking control of all trade routes in and
and evolve. Legends, folklore and tales are filled with out of the vast desert in your fantasy world. Perhaps
incidents where the gods have intervened in the lives the entire world is in winter’s grip because Persephone
~ of mortals with unexpected, sometimes catastrophic has chosen to remain with Hades rather than joining
- results. This material is perfect for use in any role- her mother for six months. Are your heroes up to the
~ playing game setting, whether it is fantasy, futuristic ~task of journeying into the Underworld and convincing
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Or m odem Not only are the gods themselves rich and  her of the error of her decision? Can they even ma ke if
lavo rful but the ex1st1ng stories about their deeds past the guard@n of gates, Cerberus? T,hab s up to ou,

d conquests compri se the very seeds to sow nd a bag of dice to deci
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Contained within these pages are the collected
tidbits of historical and fantasy-based legend and
lore regarding the major pantheons for the Egyptian,
Greek, Mesopotamian, and Norse civilizations. Each
mythology has its own chapter describing the various
deities, their avatars, and any relevant information
concerning them. Not every deity has been presented,
but rather those that either have a greater significance,
such as Zeus, or those that provide excellent
opportunities for use in a fantasy setting. The default
race to follow these deities is listed as “Any” whereas
the deity in question has no qualms about who worships
him/her. However, when deemed appropriate, other
races that may follow a particular deity are noted in
each entry. As always, the final decision is the GM’s.
Any domains marked with an asterisk (*) are new
and should be referenced in the section on domains in
chapter ten.

This book provides material that a GM may use to
enhance his campaign. It is not the intention of the
authors to create a historically accurate interpretation
of each deity, but rather to explain the deity in gaming
terms that fit the rules of the Pathfinder®/OGL gaming
system and add an element of enjoyment that fits within
the confines of the game itself. Religions depicted for
the purposes of gaming should not be misinterpreted as
actual religious practices, even when there is historical
precedence concerning the specific religion.

Chapter One discusses avatars, avatar construction,
ascending to divinity, and provides a brief recap of
SRD salient abilities.

Chapter Two examines the Egyptian gods and their
influences. It describes each in terms of their specific
enneads or trinities as they were worshiped in the
various cultural centers, which arose in different parts
of Ancient Egypt.

Chapter Three examines the Greek gods. Not only
are the prominent Olympian gods featured, but also
some of the lesser known Primordial deities and Titans.

Chapter Four delves into the Mesopotamian
pantheon. Here you will recognize familiar names
appearing throughoutmany fantasy role-playing games
in their historical context of Ancient Mesopotamia.

Chapter Five presents the Norse gods and includes
the history behind Ragnarok, the prophesized end of the
world. The fate of each deity as they relate to Ragnarok
is also given, including how they are supposed to die
in the great battle among the gods.

Chapter Six covers magical creations and divine
artifacts. Here you will find the descriptions of the
many different artifacts favored by the deities along
with magic items that have relevance to specific
pantheons.

Chapter Seven presents new prestige classes that
have foundations based upon their appropriate
pantheon or mythology Game Masters or players who
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wish to achieve a more culturally centered feel to their
campaigns or characters will use these classes wisely.

Chapter Eight outlines new skills and how they
apply to the various mythologies or from a historical
perspective. You will note that several avatars and
prestige classes make use of these skills.

Chapter Nine outlines new spells and domains as
relevant to the four pantheons detailed in this book.

Chapter Ten lists the various creatures, monsters
and lesser powers that often serve as antagonists for
the various mythologies. Here you will find beings
that are benevolent, neutral, or truly evil, capable of

challenging even mythic or epic characters.

Chapter One:
; | Divia

Perhaps it is one of the flaws of immortality- the lack
of urgency that comes with timeless existence, the
absence of fear caused by the inevitable death which
plagues mortal existence, or some omnipotent insight
to the true workings of the universe - but by mortal
standards, it may often appear that their deities tend
to have a seemingly disturbing disinterest in meddling
with earthly affairs. As such, the task of fulfilling their
decrees, judgments, and verdicts are left to the woe and
frustration of their followers who in turn spend years,
sometimes even decades interpreting the meanings of
omens and sacred texts only to uncover even greater
echelons of enigma and cryptic rhetoric. However,
there are also those occasions when the interpretations
of mortals fall short, when earthly affairs press their
urgency into the heavens and a god needs his presence
felt. In such times, a god needs his words translated
directly into action and when this urgency calls, he
creates an avatar.

An avatar is not the deity himself; rather it is the
physical embodiment of the deity’s will. It has its own
sentience and its own reasoning, yet it is wholly bound
to the intentions and needs of the deity who formed it,
and always acts in the best interests of its creator. The
avatar’s physical form is often similar in nature (if not
identical) to the form in which their mortal followers
most commonly portray them. However, they are by
no means limited to this choice, and avatars could
just as easily appear as a huge elemental, an ancient
serpent, or a spotted rabbit.

Since the avatar is but a wisp of the thoughts of a
deity brought to solid form, if either the players or an
outside encounter should actually destroy the avatar,
it may reform at the whim of the deity. Under such an
occasion, the deity is more than displeased regarding
the event and the reappearance of the avatar should
reflect this.

Avatars are not meant to be full NPCs to journey
with a party and do their “dirty work”, but rather
guide, assist, and occasionally punish party member:

or NPCs as it relates to the overall story. For example,
B it 2 i o ry
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2 devout follower of Thor may suddenly find himself
~ encountering an avatar during his search for an ancient
~ artifact that summons storms that may be used against
those who are trying to force the early manifestation
of Ragnarok. In a contrary circumstance, the players
may find themselves assisting a half-god in his battle
against a Hunter of Hera, only to wind up defending
themselves against her avatar that has come to assist
the hunter in slaying the half-god.

Though this work is filled with avatars, Game
Masters are cautioned to use them sparingly, and
more as a plot tool than an active component of the
adventure. Encountering an avatar is akin to being
confronted by the will of a deity, their appearance
usually heralding great prophecy and events. Should
their appearance become too frequent, they will
inevitably begin to lose that wondrous status in the
eyes of the players and become just another NPC, like
a blacksmith or barkeep. Keeping their manifestation
mysterious and rare is the most effective way to create
impressive avatar encounters.

Creating an Avavar

Though there are two types of avatars, basic avatars and
empowered mortals, the most commonly encountered
are the created avatars. Empowered mortals are created
using the Avatar template found in Chapter 11, while
the three basic avatar statblocks below represent the
basic manifestations of avatars, along with the avatar
subtype and domain abilities possessed by avatars.
All deities can create lesser avatars. Intermediate
deities can create lesser and intermediate avatars.
Greater deities can create lesser, intermediate, and
greater avatars. All deities can empower mortals.

BASIC AVATARS

Below are the basic statistics for the three types of
generic avatars, followed by the modifications to
them depending on the domains granted by their
creator entity.

All generic avatars possess the avatar subtype as

detailed below.

e Avatar Subtype Avatar is a subtype of the
outsider type. In addition to the avatar subtype,
they possess any and all additional subtypes, as
appropriate. They possess the following qualities
unless specified otherwise.

o Avatar Senses All avatars possess darkvision 120
ft. and low-light vision. Additionally, avatars have
supernatural senses of sight and hearing allowing
them to make Perception checks without penalty
against all creatures less than 1 mile away. Sense
benefits apply to natural senses only and are not
applicable to magically enhanced senses, or alternate

~ senses such as low-light vision or darkvision.

e Damage Reduction All avatars possess damage
reduction. Lesser avatars have DR 15/epic.

Intermedlate avatars ‘have DR 25/epic. Greater
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e Immunities Avatars are immune to ability damage,
ability drain, death effects, disintegration, energy
drain, mind-affecting effects, paralysis, poison,
polymorph, sleep, and stunning.

o Immortal Avatars are immortal and cannot die from
natural causes, nor do they require food, sleep, or
even air.

e Native Outsider Avatars are considered native
creatures on whatever plane they find themselves,
and therefore never gain the extraplanar subtype.

e Rejuvenation (Ex) Should an avatar be reduced to
below its negative Constitution score, they are not
dead. They return to life after an amount of time
that depends on the type of avatar they are. Lesser
avatars rejuvenate after 100 years. Intermediate
avatars rejuvenate after 1 year. Greater avatars
rejuvenate after 1 day. When an avatar rejuvenates,
they are returned to life with full hit points and use
of abilities.

e Domains (varies) Lesser avatars gain one domain of
their creator deity. Intermediate avatars gain three
domains of their creator deity. Greater avatars gain
five domains of their creator deity.

o Truespeech (Su) All avatars can speak with any
creature that has a language, as though using a
tongues spell (CL 20th). This ability is always active.

e Avatars receive maximum hit points for all Hit
Dice they possess.

e Bonus Feats All avatars possess the following bonus
feats: Combat Expertise, Combat Reflexes, Dodge,

Why do the avatars have statblocks?

Giving deities and/or their avatars statblocks
have always been a controversial argument in
gaming. One side argues that providing such
statistics does nothing more than waste space
and is not needed. These are deities after all, they
have no measurable abilities. The other side of the
argument insists that it is good to include such
things. Epic level characters deserve the right
to challenge the gods. If the god is defeated or
dies, does this not give the player character the
right to take his or her place in the pantheon?
In order to do so, abilities and statistics must be
quantified. In this book, we have tried to present
a happy medium that both sides can agree upon.
The deities do not have statblocks. They are, after
all, gods. However, we have also given avatars
statistics so Game Masters who wish to allow
their players to tempt fate (and likely get their
butts kicked) can do so. Ultimately, it is your
game to use what you want, and in the end that is

all that matters.
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- Improved Critical (favored weapon), Improved
Initiative, Mobility, Power Attack, Spring Attack,
Weapon Focus (favored weapon), Whirlwind
Attack.

e Skills All skills are class skills for avatars. Lesser
avatars possess 20 ranks in 10 skills, and 10 ranks
in all other skills. Intermediate avatars possess 30
ranks in 15 skills, and 15 ranks in all other skills.
Greater avatars possess 40 ranks in all skills.

o Treasure Avatars possess equipment appropriate
to the theme of their creator deity. Avatars of all
kinds are proficient with all weapons, armors,
and shields. They ignore the armor check penalty
and maximum Dexterity limitations of armor and
shields they use, and are never slowed by armor or
shields they use.

LESSER AVATAR CR 25

XP 1,640,000

Any Medium outsider (avatar, native; see domains)

Init +10; Senses darkvision 120 ft., low-light vision, avatar

senses; Perception +15 (10 ranks) or +25 (20 ranks)

DEFENSE

AC 29, touch 21, flat-footed 22 (+4 deflection, +6 Dex, +1
dodge, +8 natural)

hp 440 (20d10+240)

Fort +24, Ref +18, Will +14

Defensive Abilities avatar traits, rejuvenation; DR 15/epic;

Resist acid 20, cold 20, electricity 20, fire 20, sonic 20; SR 36

OFFENSE

Speed 40 ft.

Melee longsword +33 (1d8+12/17-20)

STATISTICS

Str 34, Dex 23, Con 35, Int 13, Wis 15, Cha 22

Base Atk +20; CMB +32; CMD 53

Feats 10 plus bonus feats

Skills; Other Skills Strength +25, Dexterity +19, Intelligence
+14, Wisdom +15, Charisma +19

Languages Abyssal, Celestial, Common, Draconic, Infernal;
truespeech

S$Q domain

ECOLOGY

Environment any

Organization solitary

Treasure special

-

INTERMEDIATE AVATAR

XP 9,840,000

Any Medium outsider (avatar, native; see domains)

Init +15; Senses darkvision 120 ft., low-light vision, avatar
senses; Perception +23 (15 ranks) or +38 (30 ranks)

DEFENSE

AC 42, touch 30, flat-footed 30 (+8 deflection, +11 Dex, +1
dodge, +12 natural)

hp 960 (30d10+660)

Fort +39, Ref +28, Will +22

Defensive Abilities avatar traits, rejuvenation; DR 25/epic;
Resist acid 30, cold 30, electricity 30, fire 30, sonic 30; SR 41

OFFENSE

Speed 50

CR 30

L. o 3
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Melee longsword +53 (1d8+22/17-20)

STATISTICS

Str 54, Dex 33, Con 55, Int 18, Wis 20, Cha 32

Base Atk +30; CMB +52; CMD 82

Feats 15 plus bonus feats

Skills; Other Skills Strength +40, Dexterity +29, Intelligence
+22, Wisdom +23, Charisma +29

Languages Abyssal, Celestial, Common, Draconic, Infernal;
truespeech

$Q domains

ECOLOGY

Environment any

Organization solitary

Treasure special

GREATER AVATAR CR 40

XP 314,880,000

Any Medium outsider (avatar, native; see domains)

Init +20; Senses darkvision 120 ft., low-light vision, avatar
senses; Perception +50

DEFENSE

AC 55, touch 39, flat-footed 38 (+12 deflection, +16 Dex, +1
dodge, +16 natural)

hp 1,680 (40d10+1,280)

Fort +54, Ref +38, Will +29

Defensive Abilities avatar traits, rejuvenation; DR 25/—;
Immune acid, cold, electricity, fire, sonic; SR 51

OFFENSE

Speed 60 ft.

Melee longsword +73 (1d8+32/17-20)

STATISTICS

Str 74, Dex 43, Con 75, Int 23, Wis 25, Cha 42

Base Atk +40; CMB +72; CMD 111

Feats 20 plus bonus feats

Skills; Other Skills Strength +75, Dexterity +59, Intelligence
+49, Wisdom +50, Charisma +59

Languages Abyssal, Celestial, Common, Draconic, Infernal;
truespeech

SQ domains

ECOLOGY

Environment any

Organization solitary

Treasure special

Custom Avatars

Though the statblock above have assigned
ability scores and no class level, you can further
customize avatars by adding class levels and
reassigning the avatar’s ability scores as you see
fit. If the avatar has a non-humanoid appearance,
consult the appendices in the back of the Pathfinder
Roleplaying Game Bestiary. :

Avatars have base ability scores as follows:

Type Scores

Lesser 35, 34, 23, 22,15,13
Intermediate 55, 54, 33, 32, 20, 18
Greater 75,74,43,42,25,23
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DOMAINS
- The following are abilities granted to avatars when it
- possesses a domain. Unless stated otherwise below,
- domain abilities are powered by an avatar’s highest,
unmodified ability score. Intermediate avatars gain a
+5 bonus to the DC of their abilities. Greater avatars
gain a +10 bonus to the DC of their abilities. Avatar
spell like abilities have a caster level equal to the
avatar’s Hit Dice. Any alignment, element, or energy
domain adds the appropriate subtype when possessed
by an avatar.

Abomination Domain

In addition to the following abilities, avatars with the
abomination domain can reduce the ability scores of a
creature by 10 with a melee touch attack. The touched
creature is allow a Fort save to change this to ability
drain instead. A creature can only be affected by this
effect only once at any particular time, and the avatar
can end this effect as a free action regardless of distance
or planar boundaries.

Corrupting Touch (Sp) With a melee or ranged touch
against a creature it can see within 1 mile, an avatar with
the abomination domain can warp the form of a creature,
dealing 2d6 points of Strength, Dexterity, Constitution,
and Charisma drain. This effect can only be removed by
a wish or miracle spell, or divine intervention.

Terrifying Form (Su) Avatars with the abomination
domain are horrific to behold. Any intelligent creature
that can see the avatar must make a successful Will
save or be panicked as long as they can see the avatar,
and shaken for 1 year after not seeing the avatar. This
ability requires no effort from the avatar.

Spell-Like Abilities (Sp) Avatars with the abomination
domain possess the following spell-like abilities.

At will —alter self, black tentacles, clone, enlarge person,
giant vermin, grotesque, shapechange, touch of chaos,
writhing tendrils

Affinity Domain

In addition to the following abilities, avatars with the
affinity domain are never attacked by animals sacred
to their faith, and such animals always have a starting
attitude of helpful towards the avatar, unless directly
attacked by the avatar, in which case the animal’s
attitude changes to indifferent for 1 minute.

Wild Empathy (Ex) An avatar with the affinity domain
gain the wild empathy ability with a druid level equal
to their Hit Dice.

Sacred Shape (Sp) An avatar with the affinity domain
can assume the form of their sacred animal(s) as a free
action. This ability functions as the shapechange spell.

Spell-Like Abilities (Sp) Avatars with the affinity
domain possess the following spell-like abilities.

At will —animal shapes, awaken, bestial attribute, calm
animals, creature companion, dominate animal, hybrid form,
imbue with spell ability, summon otherworldly creature

Air Domain
In addition to the following abilities, avatars with the
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air domain gain a fly speed equal to twice their land
speed with perfect maneuverability.

Lightning Arc (Sp) As a standard action, an avatar
can unleash an arc of electricity targeting any single
foe within sight as a ranged touch attack. This arc
deals 10d6 damage for lesser avatars, 15d6 damage
for intermediate avatars, and 20d6 damage for greater
avatars. Half of this damage is electricity, half is raw
divine power. This ability can used at will, but no more
than once every 1d4+1 rounds for lesser avatars, once
every 1d4-1 rounds for intermediate avatars, and twice
per round for greater avatars.

Electricity Immunity (Ex) Lesser avatars with the
air domain are immune to all electricity damage.
Intermediate avatars with the air domain are immune
to all electricity damage, and healed 1 point for every
3 points of electricity damage they would otherwise
suffer. Greater avatars with the air domain are
immune to all electricity damage, healed an equal
amount for every point of electricity damage they
would otherwise suffer, and gain the effects of haste
(as the spell) for 1 minute.

Spell-Like Abilities (Sp) Avatars with the air domain
possess the following spell-like abilities.

At will—air walk, chain lightning, control winds,
elemental body IV (air only), elemental swarm (air only),
gaseous form, obscuring mist, whirlwind, wind wall

Animal Domain

In addition to the following abilities, avatars with the
animal domain gain wild empathy as a druid equal to
their Hit Dice, and can wild shape as a 20th level druid.

Speak with Animals (Su) Avatars with the animal
domain can speak with animals, magical beasts, and
vermin as easily as they can speak with any other
creature. This ability is always active.

Animal Companions (Ex) Lesser avatars with the
animal domain gain a single animal companion as a
20th-level druid. Intermediate avatars gain two animal
companions, each as a 20th-level druid. Greater avatars
gain five animal companions, each as a 20th-level druid.

Spell-Like Abilities (Sp) Avatars with the animal
domain possess the following spell-like abilities.

At will—animal shapes, antilife shell, calm animals,
dominate animal, hold animal, shapechange, summon
nature’s ally IX (animals only, free action)

Artifice Domain
In addition to the following abilities, avatars with the
artifice domain can as make whole as a spell-like ability
at will.

Animate Objects (Sp) Avatars with the artifice
domain can use animate objects as a spell-like ability at
will. Lesser avatars can only have 5 different objects
animated at one time. Intermediate avatars can only
have 10 different objects animated at one time. Greater
avatars can only have 20 different objects animated at
one time. Objects animated by this ability remain active
until they are destroyed, or the animating avatar ends
the effect.
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Reconstruct (Sp) Avatars with the artifice domain
- can reactivate creatures of the construct type that have
been reduced to zero hit points or less. This functions
identically to true resurrection.

Spell-Like Abilities (Sp) Avatars with the artifice
domain possess the following spell-like abilities.

At will —animate rope, fabricate, instant summons, major
creation, minor creation, prismatic sphere, stone shape, wall
of iron, wood shape

Balance Domain

In addition to the following abilities, avatars with
the balance domain cannot be tripped, and are never
hindered by difficult terrain.

Balance the Scales (Sp) An avatar with the balance
domain can level the field for all non-avatars within 1
mile of itself. Whenever a non-avatar makes a d20 roll,
it is treated as a natural roll of 11.

Protection (Sp) Allies within 1 mile of an avatar with
the balance domain gain the effects of protection from
chaos/evil/good/law as long as they remain within 1 mile
of the avatar, or the avatar ends the effect as a free
action. Divine spellcasters who worship the creator
deity of the avatar or the ethos the avatar exemplifies
gain the effects of magic circle against chaos/evil/good/law
and spell resistance equal to their total Hit Dice plus 11.

Spell-Like Abilities (Sp) Avatars with the balance
domain possess the following spell-like abilities.

At will—antipathy, banishment, calm emotions,
dismissal, divine arbitration, equalization, prayer, shared
fate, weighing the balance

Chaos Domain
In addition to the following abilities, avatars with
the chaos domain are immune to spells and spell-like
abilities with the lawful descriptor, and spells cast
by lawful creatures. This ability only protects against
spells subject to spell resistance.

Anarchic Strike (Su) Avatars with the chaos domain
gain the anarchic weapon quality to all attacks they
make. This includes melee, ranged, extraordinary,
supernatural, and spell-like effects. If an avatar with
the chaos domain uses a weapon with the anarchic
weapon enhancement, the damage bonuses stack and
are maximized.

Chaos Effect (Sp) Avatars with the chaos domain can
infect creatures with a thread of pure chaos. This is a
melee touch attack that inflicts insanity (as the spell, DC
+20) upon the target creature.

Spell-Like Abilities (Sp) Avatars with the chaos domain
possess the following spell-like abilities.

At will—align weapon (chaos only), animate objects,
chaos hammer, cloak of chaos, dispel law, magic circle against
law, protection from law, summon monster IX (chaos only),
word of chaos
Charm Domain
In addition to the following abilities, avatars with
the charm domain can improve a creature’s attitude
toward it by two steps unless they make a successful
will save (DC 20 i one-half the avatar’s Hit Dice + the

i

avatar’s Charisma modifier).

Dazing Touch (Sp) As a melee touch attack, or as part
of a weapon attack, an avatar with the charm domain
can daze a creature for 1 minute (no save or max HD).
Using this ability is a standard action if used as a melee
touch attack, or as part of the attack action if used in
conjunction with a weapon attack.

Fast Friends (Su) Whenever an avatar with the charm
domain uses an ability to alter a creatures attitude
towards them (charm person, dominate monster, etc.), the
avatar can activate that ability as a free action.

Spell-Like Abilities (Sp) Avatars with the charm
domain possess the following spell-like abilities.

At will — calm emotions, charm monster, charm person,
demand, dominate monster, geas/quest, heroism, insanity,
suggestion

Community Domain

In addition to the following abilities, avatars with the
community domain double the number of creatures
and triple the size of effects they use to alter creature’s
attitudes.

Calming Touch (Sp) As a standard action, an avatar
with the community domain can touch a creature.
The creature touched is either healed of all nonlethal
damage, or half of the lethal hit point damage it is
currently suffering is healed, and the rest is converted
into nonlethal damage.

Unity (Su) As a free action, an avatar with the
community domain can substitute its own saving
throw roll for that of another creature within line of
sight. The avatar can use this ability even when it’s not
the avatars turn.

Spell-Like Abilities (Sp) Avatars with the community
domain possess the following spell-like abilities.

At will —bless, heroes” feast, mass cure critical wounds,
miracle, prayer, refuge, shield other, status, telepathic bond

Cosmic Domain
In addition to the following abilities, avatars with the
cosmic domain gain blindsight with a range of 1 mile.

Understanding of the Void (Sp) With a touch, an
avatar with the cosmic domain can grant an intelligent
creature a bonus on all Wisdom-based abilities and
checks equal to one-half the avatar’s Wisdom modifier
(minimum +1). This bonus lasts as long as the avatars
desires, and the avatar can end this bonus on any
number of affected creatures as a free action. There is
no limit to the number of creatures the avatar can grant
this ability to.

Seeing the Unseen (Sp) An avatar with the cosmic
domain possesses the following spells as constant
spell-like abilities: analyze dweomer, foresight, greater
arcane sight.

Spell-Like Abilities (Sp) Avatars with the cosmic
domain possess the following spell-like abilities.

At will —astral self, cosmic awareness, cosmic ray, meteor
swarm, reverse gravity, rings of withstanding, solar wind,
starlight, true seeing
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Craft Domain
- In addition to the following abilities, avatars with the
- craft domain gain a bonus on all d20 rolls related to the
~ crafting of items equal to twice their Hit Dice.

Crafter’s Ease (Su) Avatars with the craft domain
possess such an affinity for the creation of both magical
and mundane items they gain all item creation feats as
bonus feats, and only require raw materials equal to
1/10th the market price of an item to create it. They
are not limited to how long they can work on an item
each day, and can effectively craft a number of items
each day equal to one-third their Intelligence modifier
(minimum 2 items).

Quick Crafting (Su) Over the space of 10 minutes, an
avatar with the craft domain can perform 8 hours of
work on items they create.

Spell-Like Abilities (Sp) Avatars with the craft domain
possess the following spell-like abilities.

At will —animate objects, fabricate, make whole, mend
fortifications, minor creation, polymorph any object, raise
structure, stone shape, unseen servant

Darkness Domain

In addition to the following abilities, avatars with the
darkness domain can summon 1d3+1 dread shadows
or 4d4 shadows as a standard action which remain until
destroyed, or released by the avatar that summoned
them. Avatars with the darkness domain gain Blind-
Fight, and Improved Blind-Fight as bonus feats.

Touch of Darkness (Sp) As a melee touch attack, or as
part of a weapon attack, an avatar with the darkness
domain can permanently blind a creature. A successful
Fortitude save reduces the blindness to 1 minute.
Using this ability is a standard action if used as a melee
touch attack, or as part of the attack action if used in
conjunction with a weapon attack.

Eyes of Darkness (Su) The perceptive capabilities of
an avatar with the darkness domain are not hampered
in any way by lighting conditions, even in absolute
darkness and magic darkness.

Spell-Like Abilities (Sp) Avatars with the darkness
domain possess the following spell-like abilities.

At will —blur, crushing despair, deeper darkness, greater
shadow conjuration, greater shadow evocation, obscuring
mist, shades, shadow walk, telekinesis

Dead Domain

In addition to the following abilities, avatars with the
dead domain have no limit to the number of undead
they can control.

Grave Sense (Sp) Avatars with the dead domain know
the number and location of all undead within 1 mile
of them. As a free action, the avatar can telepathically
communicate with any undead they know exists.

Touch of Life and Death (Sp) As a standard action, an
avatar with the dead domain can create undead or
raise the dead with a touch. This ability functions as

~ whichever of the following spells the avatar desires:

animate dead, breath of life, create greater undead, create
ndead, raise dead, resurrection, true resurrection.

- -
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Spell-Like Abilities (Sp) Avatars with the dead domain
possess the following spell-like abilities.

At will —antilife shell, deathwatch, final reward, gentle
repose, restore life, speak with dead, status

Death Domain
In addition to the following abilities, avatars with the
death domain can channel negative energy as a 20th-
level cleric a number of times per day equal to their
Charisma score.

Bleeding Touch (Sp) As a melee touch attack, an avatar
with the death domain can cause a creature capable of
bleeding to bleed a certain amount each round. Lesser
avatars deal 4d6 bleed damage. Intermediate avatars
deal 8d6 bleed damage. Greater avatars deal 12d6
bleed damage. This effect persists until either the bleed
creature is reduced to less than zero hit points, or until
they are returned to full hit points.

Amplify Death (Su) All negative energy effects within
1 mile of an avatar with the death domain deal twice
the normal maximum damage. This ability requires no
effort from the avatar, but the avatar can suppress and
reactivate it as a free action once per round.

Spell-Like Abilities (Sp) Avatars with the death domain
possess the following spell-like abilities.

At will —animate dead, cause fear, create greater undead,
create undead, death knell, death ward, destruction, slay
living, wail of the banshee

Desert Domain
In addition to the following abilities, avatars with the
desert domain physical damage while in a desert.

Desert Defense (Su) Allies of an avatar with the desert
domain are immune to the environmental effects of
deserts as long as they are within 1 mile of the avatar.
The avatar can extend and withdraw this defense to
any number of creatures as a free action.

Desert Form (Sp) Avatars with the desert domain
can assume the form of any creature naturally found
in deserts and any creature composed of sand. This
ability functions as the shapechange spell.

Spell-Like Abilities (Sp) Avatars with the desert
domain possess the following spell-like abilities.

At will — commune with nature, creeping doom, find the
path, greater sirocco, horrid wilting, pass without trace,
repel vermin, soften earth and stone, wall of sand

Destruction Domain

In addition to the following abilities, avatars with the
destruction domain ignore all hardness of objects they
damage, and gain Improved Sunder, Greater Sunder,
and Sundering Strike as bonus feats.

Destructive Smite (Su) An avatar with the destruction
domain gains a bonus to all types of damage they deal
equal to their Hit Dice.

Destructive Aura (Su) All damage dealt to objects
within 1 mile of an avatar with the destruction domain
ignores the first 20 points of hardness. If within 100
ft., all damage dealt to creatures and objects gains a
bonus equal to half the avatars Hit Dice. The effects of
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this ability do not function against an avatar with the
~ destruction domain.

Spell-Like Abilities (Sp) Avatars with the destruction
domain possess the following spell-like abilities.

At will—disintegrate, earthquake, harm, implosion,
inflict critical wounds, rage, shatter, shout, true strike

Earth Domain

In addition to the following abilities, avatars with the
earth domain gain the ability to burrow through any
kind of earthen terrain. Their burrow speed is equal
to twice their base land speed if burrowing through
natural earthen terrain, or their land speed if burrowing
through manufactured earthen terrain. They also gain
earth glide (see Pathfinder Roleplaying Game Bestiary 2,
Appendix 3) and tremorsense (see Pathfinder Roleplaying
Game Bestiary, Appendix 3) with a range of 1 mile.

Acid Dart (Sp) As a standard action, an avatar
can unleash a dart of acid targeting any single foe
within sight as a ranged touch attack. This dart deals
10d6 damage for lesser avatars, 15d6 damage for
intermediate avatars, and 20d6 damage for greater
avatars. Half of this damage is acid, half is raw divine
power. This ability can used at will, but no more than
once every 1d4+1 rounds for lesser avatars, once every
1d4-1 rounds for intermediate avatars, and twice per
round for greater avatars.

Acid Immunity (Ex) Lesser avatars with the earth
domain are immune to all acid damage. Intermediate
avatars with the earth domain are immune to all acid
damage, and healed 1 point for every 3 points of acid
damage they would otherwise suffer. Greater avatars
with the earth domain are immune to all acid damage,
healed an equal amount for every point of acid damage
they would otherwise suffer, and gain the effects of
haste (as the spell) for 1 minute.

Spell-Like Abilities (Sp) Avatars with the earth domain
possess the following spell-like abilities.

At will —earthquake, elemental body IV (earth only),
elemental swarm (earth only), magic stone, soften earth and
stone, spike stones, stone shape, stoneskin, wall of stone

Evil Domain

In addition to the following abilities, avatars with
the evil domain are immune to spells and spell-like
abilities with the good descriptor, and spells cast by
good creatures. This ability only protects against spells
subject to spell resistance.

Unholy Strike (Su) Avatars with the evil domain gain
the unholy weapon quality to all attacks they make. This
includes melee, ranged, extraordinary, supernatural,
and spell-like effects. If an avatar with the evil domain
uses a weapon with the unholy weapon enhancement,
the damage bonuses stack and are maximized.

Corrupt the Soul (Sp) Avatars with the evil domain
can infect the soul creatures with a seed of unrepentant
evil. This is a melee touch attack that immediately
forces the infected creature to make a Will save or
have their alignment shift one step toward evil. Each
are faced with a moral decision, and infected
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creature must make an additional Will save to avoid |
shifting another step toward evil.

Spell-Like Abilities (Sp) Avatars with the evil domain
possess the following spell-like abilities.

At will —align weapon (evil only), blasphemy, create
undead, dispel good, magic circle against good, protection
from good, summon monster IX (evil only), unholy aura,
unholy blight

Fire Domain

In addition to the following abilities, avatars with the
fire domain have an effective caster level 10 higher
when determining the effects of all fire-based abilities
they use. Any fire-based abilities they use that allow a
save have a DC 10 higher than normal.

Fire Bolt (Sp) As a standard action, an avatar can
unleash of scorching bolt or divine fire targeting a
single foe within sight as a ranged touch attack. This
bolt deals 10d6 damage for lesser avatars, 15d6 damage
for intermediate avatars, and 20d6 damage for greater
avatars. Half of this damage is fire, half is raw divine
power. This ability can be used at will, but no more
than one every 1d4+1 rounds for lesser avatars, once
every 1d4-1 rounds for intermediate avatars, and twice
per round for greater avatars.

Fire Immunity (Ex) Lesser avatars with the fire domain
are immune to all fire damage. Intermediate avatars
with the fire domain are immune to all fire damage,
and healed 1 point for every 3 points of fire damage
they would otherwise suffer. Greater avatars with the
fire domain are immune to all fire damage, healed
an equal amount for every point of fire damage they
would otherwise suffer, and gain the effects of haste (as
the spell) for 1 minute.

Spell-Like Abilities (Sp) Avatars with the fire domain
possess the following spell-like abilities.

At will — burning hands, elemental body IV (fire only),
elemental swarm (fire only), fireball, fire seeds, fire shield,
incendiary cloud, produce flame, wall of fire

Glory Domain
In addition to the following abilities, avatars with
the glory domain gain the ability to channel positive
energy as a 20th-level cleric a number of times per day
equal to their Charisma score.

Touch of Glory (Sp) With a touch, an avatar with the
glory domain can grant a non-evil creature the half-
celestial template. Lesser avatars grant this for 1 hour.
Intermediate avatars grant this for 1 day. Greater
avatars grant this for 1 year. An avatar can only grant
a number of creatures the half-celestial template at
a time equal to their Charisma modifier, selecting
which creature(s) to end the effects of this ability on
as a free action.

Divine Presence (Su) When an avatar with the glory
domain channels positive energy to heal creatures, it
heals 200 points of damage, and removes all negative
effects. Additionally, creatures subject to the channeled
positive energy of an avatar with the glory domain gai
a +5 luck bonus to attack rolls, damage rolls, saves, and



~skills for 1 minute.
~ Spell-Like Abilities (Sp) Avatars with the glory domain
- possess the following spell-like abilities.
At will—bless weapon, gate, holy aura, holy smite, holy
sword, righteous might, searing light, shield of faith, undeath
to death

Good Domain

In addition to the following abilities, avatars with
the good domain are immune to spells and spell-like
abilities with the evil descriptor, and spells cast by
evil creatures. This ability only protects against spells
subject to spell resistance.

Holy Strike (Su) Avatars with the good domain gain
the holy weapon quality to all attacks they make. This
includes melee, ranged, extraordinary, supernatural,
and spell-like effects. If an avatar with the good domain
uses a weapon with the hioly weapon enhancement, the
damage bonuses stack and are maximized.

Purify the Soul (Sp) Avatars with the good domain can
purge the soul of creatures of evil. This is a melee touch
attack that immediately forces the touched creature to
make a Will save or have their alignment shift one step
toward good. This ability has no effect on creatures
that are already good.

Spell-Like Abilities (Sp) Avatars with the good domain
possess the following spell-like abilities.

At will —align weapon (good only), blade barrier, dispel
evil, holy aura, holy smite, holy word, magic circle against
evil, protection from evil, summon monster IX (good only)

Healing Domain
In addition to the following abilities, avatars with the
good domain can return the dead to life with a touch.
This touch functions as true resurrection, except those
returned to life have full hit points and abilities.

Rebuke Death (Sp) As a free action, an avatar with the
healing domain can automatically heal 1d4+10 points
of damage to any creature reduced below 0 hit points.
The avatar can use this ability on any creature it can
see, and can use this ability any number of times per
round, even when it is not the avatar’s turn. A creature
can only benefit from this ability once per round.

Healer’s Blessing (Su) All effects an avatar with the
healing domain that heal damage have their effects
maximized. If the effect has a set amount it heals, this
amount is doubled.

Spell-Like Abilities (Sp) Avatars with the healing
domain possess the following spell-like abilities.

At will —breath of life, cure critical wounds, cure light
wounds, cure moderate wounds, cure serious wounds, heal,
mass cure critical wounds, mass heal, regenerate

Heaven Domain

In addition to the following abilities, avatars with the
heaven domain are always accompanied by a number
of solars. Lesser avatars have one solar. Intermediate

~ avatars have three solars. Greater avatars have ten

solars.
Heavenly Fire (Sp) As a standard action, an avatar
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can unleash a cleansing bolt of divine fire targeting a
single foe within sight as a ranged touch attack. This
bolt deals 10d6 damage to evil creatures for lesser
avatars, 15d6 damage to evil creatures for intermediate
avatars, and 20d6 damage to evil creatures for greater
avatars. Half of this damage is fire, half is raw divine
power. This ability can be used at will, but no more
than one every 1d4+1 rounds for lesser avatars, once
every 1d4-1 rounds for intermediate avatars, and
twice per round for greater avatars. Good creatures
are healed by this ability. Creatures neither good nor
evil must make a successful Will save of have their
alignment shift to good.

Fated (Su) Avatars with the heaven domain possess
a luck bonus to its AC and saves equal to one-half
its Charisma modifier (minimum +1). Allies within 1
mile of the avatar gain a luck bonus to AC and saves
equal to one-quarter the avatar’s Charisma modifier
(minimum +1).

Spell-Like Abilities (Sp) Avatar with the heaven
domain possess the following spell-like abilities.

At will —bless, commune, consecrate, daylight, heavenly
blessing, holy aura, holy sword, holy word, purge or might

Knowledge Domain

In addition to the following abilities, avatars with the
knowledge domain never have to roll when making
a Knowledge skill check, they are treated as having
rolled a 20.

Lore Keeper (Sp) With a touch, an avatar with the
knowledge domain canlearnaboutacreatureit touches.
In combeat this is resolved as a melee touch attack. The
avatar gains a +20 bonus on an appropriate Knowledge
check, gaining specific, detailed information about a
creature it successfully touches.

Remote Viewing (Sp) An avatar with the knowledge
domain can use clairvoyance/clairaudience at will to view
anywhere on the plane it currently inhabits.

Spell-Like Abilities (Sp) Avatars with the knowledge
domain possess the following spell-like abilities.

At will — comprehend languages, detect thoughts, discern
location, divination, find the path, foresight, legend lore,
speak with dead, true seeing

Law Domain
In addition to the following abilities, avatars with
the law domain are immune to spells and spell-like
abilities with the chaos descriptor, and spells cast by
chaotic creatures. This ability only protects against
spells subject to spell resistance.

Axiomatic Strike (Su) Avatars with the law domain
gain the axiomatic weapon quality to all attacks they
make. This includes melee, ranged, extraordinary,
supernatural, and spell-like effects. If an avatar with
the law domain uses a weapon with the axiomatic
weapon enhancement, the damage bonuses stack and
are maximized.

Ordered Presence (Sp) All d20 rolls made by non-
avatars and non-deities within 1 mile of an avatar with
the law domain are resolved as if an 11 was rolled
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Spell-Like Abilities (Sp) Avatars with the law domain
- possess the following spell-like abilities.

At will —align weapon (law only), dictum, dispel chaos,
hold monster, magic circle against chaos, order’s wrath,
protection from chaos, shield of law, summon monster IX
(law only)

Liberation Domain

In addition to the following abilities, avatars with the
liberation domain are constantly under the effects of
an extraordinary ability that is identical to the freedom
of movement spell.

Liberation (Su) An avatar with the liberation domain
can share its natural freedom of movement effect with
a number of creatures within 1 mile of it equal to its
Charisma modifier.

Freedom’s Call (Su) As a free action, an avatar with the
liberation domain can remove the following conditions
from any creature it is aware of within 1 mile: confused,
grappled, frightened, panicked, paralyzed, pinned,
shaken.

Spell-Like Abilities (Sp) Avatars with the liberation
domain possess the following spell-like abilities.

At will—break enchantment, freedom, freedom of
movement, greater dispel magic, mind blank, pass without
trace, refuge, remove curse, shatter

Luck Domain
In addition to the following abilities, avatars with the
luck domain gain a luck bonus to their AC, saves,
attack, damage, and CMB rolls equal to one-half their
Charisma modifier (minimum +1).

Bit of Luck (Sp) An avatar with the luck domain can
manipulate the fabric of reality in their favor. When a
lesser avatar rolls a d20 they can roll twice and take
the more favorable result once per round. When an
intermediate avatar rolls a d20 they can roll twice and
take the more favorable result up to three times each
round. When a greater avatar rolls a d20 they can roll
twice and take the most favorable result for every d20
roll they make.

Good Fortune (Ex) An avatar with the luck domain can
choose to disbelieve unfortunate events. Lesser avatars
canreroll one d20 roll they make each round, but nota d20
roll that benefits from its Bit of Luck ability. Intermediate
avatars can reroll any d20 roll they make unless it benefits
from its Bit of Luck ability, but no d20 roll can be rerolled
more than once each round. Greater avatars can reroll all
d20 rolls they make in a round, including those benefiting
from its Bit of Luck ability, but no d20 roll can be rerolled
more than once each round.

Spell-Like Abilities (Sp) Avatars with the luck domain
possess the following spell-like abilities.

At will—aid, break enchantment, freedom of movement,
miracle, mislead, moment of prescience, protection from
energy, spell turning, true strike

Madness Domain
In addition to the following abilities, avatars with the
madness domain possess such a demented psyche
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that any creature attempting to affect the avatar with
any ability that normally triggers a Will save from the
avatar instead causes the offending creature to become
insane (as the insanity spell, no save or immunity).

Vision of Madness (Sp) With a touch, an avatar with the
madness domain can grant modifiers to the following
rolls: attack rolls, saving throws, or skill checks. The
touched creature gains a bonus equal to the avatar’s
Charisma modifier (minimum +1) to one of the rolls,
and a penalty to the other two rolls equal to the avatar’s
Hit Dice. This effect lasts as long as the avatar desires,
and there is no limit to the number of creatures the
avatar can affect with this ability.

Aura of Madness (Su) As a swift action, an avatar with
the madness domain can activate or deactivate this
ability. Any creature with an intelligence score within 1
mile of an avatar with the madness domain must make
a successful Will save or become permanently insane. If
a creature successfully saves against this ability, they are
immune for 1 minute, after which they must save again
if they are still within the area of this ability. Only a wish,
miracle, or divine intervention can remove this insanity.

Spell-Like Abilities (Sp) Avatars with the madness
domain possess the following spell-like abilities.

At will—confusion, insanity, lesser confusion,
nightmare, phantasmal killer, rage, scintillating pattern,
touch of idiocy, weird

Magic Domain
In addition to the following abilities, avatars with the
magic domain gain the ability to cast spells as a sorcerer
with a level equal to their Hit Dice.

Hand of the Master (Sp) An avatar with the magic
domain possesses telekinesis as a constant spell-like
ability, including the ability to make attacks with
weapons. When using this ability to attack with
weapons, the avatar has an attack bonus equal to their
Hit Dice plus their highest ability modifier. Lesser
avatars can manipulate one weapon at a time with
this ability. Intermediate avatars can manipulate up
to three weapons at a time with this ability. Greater
avatars can manipulate up to ten weapons at a time
with this ability.

Disjuncting Touch (Sp) As a melee touch attack or as
part of a melee attack, an avatar with the magic domain
can affect a creature or object with mage’s disjunction
(Will negates). A lesser avatar can only use this ability
on a single melee attack each round. An intermediate
avatar can use this ability with up to three melee attacks
each round. A greater avatar can use this ability with
all their melee attacks in a round.

Spell-Like Abilities (Sp) Avatars with the magic
domain possess the following spell-like abilities.

At will —antimagic field, greater dispel magic, identify,
imbue with spell ability, mage’s disjunction, magic mouth,
protection from spells, spell resistance, spell turning

Moon Domain ‘
In addition to the following abilities, avatars with the
moon domain gain a bonus to all its d20 rolls when
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‘it has line of sight to a moon equal to one-half its
- Charisma modifier (minimum +1).
Nightsight (Su) While outside at night, an avatar with
~ the moon domain has darkvision and low-light vision
with a range of line of sight. The avatar can grant allies
within 1 mile darkvision with a range of 120 ft., or
increase any darkvision already possessed by +120 ft.

Werepower (Su) As a standard action, an avatar with
the moon domain can grant a creature it can see the
lycanthrope template. The target creature can negate
this change with a successful Will save. Lycanthropes
created by this ability are natural lycanthropes.

Spell-Like Abilities (Sp) Avatars with the moon domain
possess the following spell-like abilities.

At will—circle of moonlight, confusion, curse of
lycanthropy, glitterdust, insanity, lunar wveil, silence,
silverkiss, silverskin

Music Domain

In addition to the following abilities, avatars with the
music domain possess the ability to cast spells as a bard
with a level equal to their Hit Dice.

Praise (Varies) Avatars with the music domain possess
bardic performance as a 20th-level bard. The avatar
has no limit to the number of rounds they can use their
performances, and all allies within 1 mile benefit from
the avatar’s performance.

Hallelujah (Su) All allies under the effects of an
avatar’s bardic performance gain fast healing equal to
one-quarter the avatar’s Charisma modifier (minimum
fast healing 1), and immunity to fear effects.

Spell-Like Abilities (Sp) Avatars with the music domain
possess the following spell-like abilities.

At will—campfire lullaby, drinking song, enthrall,
irresistible dance, phantom musician, piper’s call, sculpt
sound, sirine’s song, wail of the banshee

Nobility Domain

In addition to the following abilities, avatars with
the nobility domain gain an inherent bonus to their
Charisma score. Lesser avatars gain a +10 bonus to
Charisma. Intermediate avatars gain a +20 bonus
to Charisma. Greater avatars gain a +50 bonus to
Charisma.

Inspiring Word (Sp) As a standard action, an avatar
with the nobility domain can inspire all creatures within
1 mile of it it desires, granting the affected creatures
a morale bonus to attack rolls, weapon damage rolls,
saving throws, skill checks, and ability checks equal
to the avatar’s Charisma modifier (minimum +1). This
bonus lasts as long as the affected creature is within 1
mile of the avatar, or until the avatar end the effect.

Leadership (Ex) An avatar with the nobility domain
gains Leadership as a bonus feat, but benefits from it
as if they possessed it three times. They suffer none of
the negative leadership penalties, and all leadership
bonuses are doubled.

Spell-Like Abilities (Sp) Avatars with the nobility
domain possess the following spell-like abilities.
B At willfdemand,.discem lies, divine favor, enthrall,
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geas/quest, Qreater command, magic vestment, repulsion,
storm of vengeance

Omen Domain

In addition to the following abilities, avatars with the
omen domain possess an insight bonus on all d20 rolls
they make equal to one-half their highest mental ability
modifier (minimum +1), and their armor class.

Read (Sp) Allies within 1 mile of an avatar with the
omen domain can see a split second into the future.
They gain an insight bonus to all their d20 rolls and
armor class equal to one-quarter the avatar’s Charisma
modifier (minimum +1). The avatar can end or activate
this bonus for any number of creatures as a free action.

Fortune (Su) As a standard action, any allied divine
spellcaster within 1 mile of an avatar with the omen
domain can make use of the augury spell. If the divine
spellcaster is 12th level or higher, they can also make
use of the divination spell, also as a standard action. The
avatar can deny this ability to any divine spellcaster as
a free action.

Spell-Like Abilities (Sp) Avatars with the omen domain
possess the following spell-like abilities.

At will —augury, cheat destiny, commune, contact other
plane, divination, fate, greater divination, nondetection,
prophecy

Plant Domain

In addition to the following ability, avatars with the
plant domain can cast their plant domain spell-like
abilities as a free action as long as half or more of the
terrain within a 1 mile radius of them contains plants.
Naturally growing plants as well as farms and gardens
count for the purpose of this ability.

Wooden Fist (Su) As a free action, an avatar with the
plant domain can make their hands as hard as wood
and covered with razor sharp thorns. The avatar’s
unarmed strikes do not provoke attacks of opportunity,
deal damage as a 20th-level monk of their size with a
threat range of 17-20 and a critical multiplier of x3, and
gain a bonus to damage equal to half their Hit Dice.
An avatar can use this ability as often as they like and
it doesn’t end until the avatar ends it as a free action.

Bramble Armor (Su) As a free action, an avatar with
the plant domain can cause a host of wooden thorns
to burst from their skin. Any creature striking the
avatar with this ability active suffers damage as if the
avatar successfully hits with its Wooden Fist ability.
The avatar can use this ability as often as it like and it
doesn’t end until the avatar ends it as a free action.

Spell-Like Abilities (Sp) Avatars with the plant domain
possess the following spell-like abilities.

At will—animate plants, barkskin, command plants,
control plants, entangle, plant growth, repel wood, shambler,
wall of thorns

Protection Domain
In addition to the following abilities, avatars with the
protection domain gain a resistance bonus to all their
saves equal to their Charisma modifier (minimum +
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and their deflection bonus to AC increases by one-half
~ of their highest ability modifier (minimum +1).

Resistant Touch (Sp) As a standard action, an avatar
with the protection domain can touch a creature within
reach. Touched creatures gain a resistance bonus to
saves equal to one-third the avatar’s Charisma modifier
(minimum +1). Lesser avatars also grant acid, cold,
electricity, fire, and sonic resistance 10. Intermediate
avatars also grant acid, cold, electricity, fire, and sonic
resistance 20. Greater avatars also grant acid, cold,
electricity, fire, and sonic immunity. This ability lasts
as long as affected creatures remain within 1 mile of
the avatar, or the avatar ends this protection as a free
action.

Aura of Protection (Su) Avatars with the protection
domain can emit an aura granting allies a deflection
bonus to AC equal to one-third the avatar’s Charisma
modifier (minimum +1). Lesser avatars have a 30 ft.
radius aura. Intermediate avatars have a 100 ft. radius
aura. Greater avatars have a 1 mile radius aura. This
ability can be activated and deactivated as a free action
by the avatar and lasts as long as the avatar desires.

Spell-Like Abilities (Sp) Avatars with the protection
domain possess the following spell-like abilities.

At will —antimagic field, mind blank, prismatic sphere,
protection from energy, repulsion, sanctuary, shield other,
spell immunity, spell resistance

Repose Domain

In addition to the following abilities, avatars with
the repose domain return an undead creature to life
with a melee touch. This functions as true resurrection,
including unwilling souls which are allowed a Will
save. If the undead makes a successful Will save they
instead suffer a number of points of damage equal to 10
times the avatars Hit Dice.

Gentle Rest (Sp) As a standard action, an avatar with
the repose domain can make a melee or ranged touch
attack against a creature they can perceive. Touched
creatures must make a successful Will save or fall asleep
for 1 minute. Any damage wakes the sleeping creature.
After 1 minute, the sleeping creature must make a
second Will save (with a -10 penalty to their save) or
be under the effects of temporal stasis for as long as the
avatar desires. The avatar can use this ability as often
as it likes, but not more than once per round.

Ward Against Death (Su) Allies within 1 mile of an
avatar with the repose domain gain a bonus to their
saves against all death effects, energy drain, and effects
that cause negative levels equal to one-half the avatar’s
Charisma modifier (minimum +1). Allies within 30 feet
of the avatar are immune to all death effects, energy
drain, and effects that cause negative levels. The avatar
can activate or deactivate this ability as a free action
once per round.

Spell-Like Abilities (Sp) Avatars with the repose
domain possess the following spell-like abilities.

At will—death ward, deathwatch, destruction, gentle
repose, slay living, speak with dead, undeath to death, wail of
he banshee, waves of exhaustion
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Rune Domain ,
In addition to the following abilities, avatars with the
rune domain gain Scribe Scroll as a bonus feat, and can
craft scrolls of any spell requiring only 1 hour for each
spell they put of a scroll (O-level spells require only 10
minutes to scribe).

Blast Rune (Sp) As a standard action, an avatar with
the rune domain can create a special runic sigil on
any square it can see. Any creature other than the
avatar that enters the marked square triggers the
rune, suffering an amount of divine damage equal
to the avatar’s Hit Dice in d10’s (no save). Creatures
adjacent to the square are allowed a Reflex save to
halve the damage. This sigil can be disarmed as a
trap with a DC equal to 10 plus the avatar’s Hit Dice
plus the avatar’s highest ability modifier. An avatar
can have a number of active runes equal to twice their
highest ability modifier.

Spell Rune (Sp) An avatar with the rune domain can
attach another spell or spell-like ability to their Blast
Rune. This increases the time to create the rune to 1
round, or the casting time of the spell or spell-like
ability. If the attached effect has a DC, it has a DC
equal to the Blast Rune’s DC, or the DC of the effect,
whichever is greater. Lesser avatars can attach only
one additional effect to their blast rune. Intermediate
avatars can attach up to three additional effects to
their blast rune. Greater avatars can attach up to ten
additional effects to their blast rune.

Spell-Like Abilities (Sp) Avatars with the rune domain
possess the following spell-like abilities.

At will —erase, explosive runes, glyph of warding, greater
glyph of warding, instant summons, lesser planar binding,
secret page, symbol, teleportation circle

Sea Domain

In addition to the following abilities, avatars with the
sea domain gain a swim speed equal to twice their land
speed, and can use any of the spells, spell-like abilities,
or items they possess without hindrance underwater.

Sea Splash (Sp) As a standard action, an avatar can
launch a burst of salty sea-water targeting any single
foe within sight as a ranged touch attack. This dart
deals 10d6 damage for lesser avatars, 15d6 damage
for intermediate avatars, and 20d6 damage for greater
avatars. Half of this damage is acid, half is raw divine
power. This ability can used at will, but no more than
once every 1d4+1 rounds for lesser avatars, once every
1d4-1 rounds for intermediate avatars, and twice per
round for greater avatars.

Trident of Warning (Su) Any manufactured weapon
within 1 mile of an avatar with the sea domain
transforms into a trident of warning unless the avatar
doesn’t want it to transform. Magical weapons are
allowed a Will save to negate this transformation.

Spell-Like Abilities (Sp) Avatars with the sea domain
possess the following spell-like abilities.

At will —dolphin companion, horrid wilting, kelp snare,
red tide, releasing the kraken, saltspray, shape reef, tsunami,
water walking
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'Seidhr Domain
- In addition to the following abilities, avatars with the
- seidhr domain possess the ability to cast spells as a
- witch (see Pathfinder Roleplaying Game Advanced
Player’s Guide, Chapter 2) with a level equal to their
Hit Dice, with access to all spells on the witch spell list.

Evil Eye (varies) Avatars with the seidhr domain
possess hexes as a 20th-level witch. Hexes with a
duration last as long as the avatar desires.

Potions of Power (Su) Avatars with the seidhr domain
gain Brew Potion as a bonus feat, and can brew potions
of any spell, including those not on the witch spell list.
The avatar requires only 10 minutes to brew a potion,
and requires only one-hundredth of the potions market
price in raw materials to brew it.

Spell-Like Abilities (Sp) Avatars with the seidhr
domain possess the following spell-like abilities.

At will —augury, contact other plane, foresight, greater
divination, greater prying eyes, legend lore, locate object,
scrying, tongues

Strength Domain

In addition to the following abilities, avatars with the
strength domain possess truly incredible power. Lesser
avatars gain a +10 bonus to Strength. Intermediate
avatars gain a +20 bonus to Strength. Greater avatars
gain a +50 bonus to Strength.

Strength Surge (Sp) As a standard action, avatars
with the strength domain can empower a number of
creatures they can see equal to their Strength modifier
(minimum +1) enhanced Strength for as long as the
avatar desires. Lesser avatars grant an enhancement
bonus to Strength equal to one-half their Strength
modifier (minimum +1). Intermediate avatars grant an
enhancement bonus to Strength equal to their Strength
modifier (minimum +1). Greater avatars grant an
enhancement bonus to Strength equal to 10 plus their
Strength modifier (minimum +11).

Might of the Gods (Su) Avatars with the strength
domain gain a bonus to Strength checks and Strength-
based skill checks equal to their Hit Dice.

Spell-Like Abilities (Sp) Avatars with the strength
domain possess the following spell-like abilities.

At will —bull’s strength, clenched fist, crushing hand,
enlarge person, grasping hand, magic vestment, righteous
might, spell immunity, stoneskin

Sun Domain
In addition to the following abilities, avatars with the
sun domain immediately negate all unnatural effects
decreasing the lighting level within 1 mile they can see.
Sun’s Blessing (Su) As a melee touch attack or as
part of a melee attack, an avatar with the sun domain
forces undead and any creature with a weakness or
vulnerability to sunlight to make a successful Fort save
or be disintegrated. If the target creature saves, they

- instead take 3d6 damage per avatar Hit Die.

Nimbus of Light (Su) The area within 1 mile of an
avatar with the sun domain has its lighting level
increased by three steps.
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Spell-Like Abilities (Sp) Avatars with the sun domain
possess the following spell-like abilities.

At will —endure elements, fire seeds, fire shield, flame
strike, heat metal, prismatic sphere, searing light, sunbeam,
sunburst

Time Domain

In addition to the following abilities, avatars with the
time domain possess unchallenged mastery over time.
Existing in multiple times allows them to perform
actions as three different avatars, even moving to
different locations. The avatar can exist in different
location for a number of minutes equal to twice its
Charisma modifier (minimum 2 minutes).

Guidance (Sp) Avatars with the time domain can
grant their allies within 1 mile an insight bonus on
all d20 rolls and armor class equal to one-quarter the
avatar’s Charisma modifier (minimum +1). The avatar
can activate or deactivate this bonus as a free action to
any number of creatures within range.

Celerity (Sp) All allies of an avatar with the time
domain who benefit from the avatar’s guidance ability
are also hasted (as the spell).

Spell-Like Abilities (Sp) Avatars with the time domain
possess the following spell-like abilities.

At will—discern age, glimpse of the reaper, past pain,
ripening, static fog, temporal bolts, temporal displacement,
temporal strike, wall of time

Travel Domain

In addition to the following abilities, avatars with the
travel domain have a base speed equal to three times
that of a standard avatar.

Agile Feet (Su) An avatar with the travel domain is
never hindered by difficult terrain, and cannot be
tracked unless it desires to be tracked.

Dimensional Hop (Sp) As a free action once per round,
an avatar with the sun domain can teleport anywhere it
can see.

Spell-Like Abilities (Sp) Avatars with the travel domain
possess the following spell-like abilities.

At will —astral projection, dimension door, find the path,
fly, greater teleport, locate object, longstrider, phase door,
teleport

Trickery Domain
In addition to the following abilities, avatars with the
trickery domain can shapechange (as the spell) as a
free action. They gain a bonus on Bluff, Disguise, and
Stealth skill checks equal to their Hit Dice.

Copycat (Sp) An avatar with the trickery domain can
create illusory doubles of itself. It can create a number
of doubles equal to one-half its Charisma modifier
(minimum 1) each round as a free action. These doubles
function as simulacrums. The avatar can perceive the area
around the simulacrum as if the avatar was there, and can
direct any simulacrum it has created as a free action. The
avatar can have a number of doubles equal to its highest
ability modifier (minimum 1) at any one time. Any
number of doubles can be destroyed as a free action
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Master’s Illusion (Sp) As a standard action, an avatar
~ with the trickery domain can change the appearance of
anything within a 1 mile radius of it. This functions as
mirage arcana, permanent image, and veil throughout the
entire area of the effect. These illusory effects persist
even if the avatar leaves the area, but not outside the
area effected. An avatar can only have a number of 1
mile radius areas under this effect equal to one-half
its Charisma modifiers (minimum 1). An avatar can
deactivate any number of illusory areas as it desires as
a free action.

Spell-Like Abilities (Sp) Avatars with the trickery
domain possess the following spell-like abilities.

At will — confusion, disguise self, false vision, invisibility,
mass invisibility, mislead, nondetection, screen, time stop

Vigilance Domain

In addition to the following abilities, avatars with the
vigilance domain are rarely surprised. They possess a
bonus on all Perception checks equal to twice their Hit
Dice.

Allied Defense (Su) An avatar with the vigilance
domain can grant its allies an insight bonus to armor
class equal to the avatar’s Charisma modifier (minimum
+1). Allies benefiting from this ability can always act
during a surprise round.

Danger Sense (Su) Allies of an avatar with the
vigilance domain gain the benefit of uncanny dodge
and improved uncanny dodge if they also benefit from
the avatar’s allied defense ability.

Spell-Like Abilities (Sp) Avatars with the vigilance
domain possess the following spell-like abilities.

At will —alarm, detect scrying, everlasting guardian, eyes
on the world, forbiddance, glyph of warding, inkling, symbol
of stunning, true seeing

War Domain

In addition to the following abilities, avatars with the
war domain gain a bonus to attack rolls and weapon
damage rolls equal to their Hit Dice while in combat,
and cannot be affected by combat maneuvers unless
they desire so.

Battle Rage (Sp) Allies within 1 mile of an avatar with
the war domain can rage as the greater rage barbarian
ability, and gain the Die Hard feat while raging. This
divinely inspired rage can last as long as the effected
ally or the avatar desires. If a divine spellcaster of the
avatar’s creator deity or ethos is raging, the cleric also
gains an enhancement bonus to Wisdom while raging
equal to one-half the avatar’s Hit Dice, and the cleric
can still cast spells when raging. An avatar can deny
this ability to anyone in range as a free action.

Weapon Master (Su) All allies within 1 mile of an avatar
with the war domain gain proficiency with all weapons
and armor as long as they are under the effects of the
avatar’s Battle Rage ability. Divine spellcasters under
the effect of Battle Rage gain a bonus to attack rolls and

‘8 weapon damage rolls equal to their Wisdom modifier

(minimum +1), and can cast a single spell each round
ree action as long as it deals damage.
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Spell-Like Abilities (Sp) Avatars with the war domain
possess the following spell-like abilities.

At will —blade barrier, divine power, flame strike, greater
magic weapon, magic vestment, power word blind, power
word kill, power word stun, spiritual weapon

Water Domain

In addition to the following abilities, avatars with
the water domain gain a swim speed equal to twice
their land speed, and can use any of the spells, spell-
like abilities, or items they possess without hindrance
underwater.

Icicle (Sp) As a standard action, an avatar can fire
an ice spear from their hand, targeting any single
foe within sight as a ranged touch attack. This spear
deals 10d6 damage for lesser avatars, 15d6 damage
for intermediate avatars, and 20d6 damage for greater
avatars. Half of this damage is cold, half is raw divine
power. This ability can be used at will, but no more
than once every 1d4+1 rounds for lesser avatars, once
every 1d4-1 rounds for intermediate avatars, and twice
per round for greater avatars.

Cold Immunity (Ex) Lesser avatars with the water
domain are immune to all cold damage. Intermediate
avatars with the water domain are immune to all cold
damage, and healed 1 point for every 3 points of cold
damage they would otherwise suffer. Greater avatars
with the water domain are immune to all cold damage,
healed an equal amount for every point of cold damage
they would otherwise suffer, and gain the effects of
haste (as the spell) for 1 minute.

Spell-Like Abilities (Sp) Avatars with the water domain
possess the following spell-like abilities.

At will — cone of cold, control water, elemental body IV
(water only), elemental swarm (water only), fog cloud,
horrid wilting, ice storm, obscuring mist, water breathing

Weather Domain

In addition to the following abilities, avatars with the
weather domain can cast their weather domain spell-
like abilities as a free action as long as half or more of
the terrain within a 1 mile radius of them has open sky
above it. Avatars with the weather domain are immune
to electricity damage.

Storm Burst (Sp) As a standard action, an avatar can
create a storm burst targeting any single foe within sight
as a ranged touch attack. This burst deals 20d6 damage
forlesser avatars, 50d6 damage for intermediate avatars,
and 100d6 damage for greater avatars. This damage is
nonlethal. This ability can be used at will, but no more
than once every 1d4+1 rounds for lesser avatars, one
every 1d4-1 rounds for intermediate avatars, and twice
per round for greater avatars. Targets of this effect are
also subjected to a bull rush effect as if the avatar rolled
a 20 on its CMB check.

Lightning Lord (Sp) As a standard action, an avatar
with the weather domain can call down a number of
bolts of lightning equal to one-third their Charisma
score, each of which deals 10d6 damage for lesser
avatars, 15d6 damage for intem}ediate avatars, and
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20d6 damage for greater avatars. This damage is half
electricity, and half raw divine power. The avatar
cannot target the same creature with more than one
bolt each round.

Spell-Like Abilities (Sp) Avatars with the weather
domain possess the following spell-like abilities.

At will — call lightning, control weather, control winds,
fog cloud, ice storm, obscuring mist, sleet storm, storm of
vengeance, whirlwind

Winter Domain
In addition to the following abilities, avatars with the
winter domain possess the ability to cast spells as a
20th-level sorcerer, knowing all spells with the cold
descriptor.

Frost Bolt (Sp) As a standard action, an avatar
can unleash a chilling bolt of divine cold from their
outstretched hand, targeting any single foe within sight
as a ranged touch attack. This bolt deals 10d6 damage
for lesser avatars, 15d6 damage for intermediate
avatars, and 20d6 damage for greater avatars. Half this
damage is cold, half is raw divine power. This ability
can be used at will, but no more than once every 1d4+1
rounds for lesser avatars, once every 1d4-1 rounds for
intermediate avatars, and twice per round for greater
avatars.

Cold Immunity (Ex) Lesser avatars with the winter
domain are immune to all cold damage. Intermediate
avatars with the winter domain are immune to all
cold damage, and healed 1
point for every 3 points of
cold damage they would
otherwise suffer. Greater
avatars with the winter
domain are immune to all
cold damage, healed an equal
amount for every point of
cold damage they would
otherwise suffer, and gain the
effects of haste (as the spell)
for 1 minute.

Spell-Like  Abilities  (Sp)
Avatars with the winter
domain possess the following
spell-like abilities.

At will —control weather,
glacial slide, ice storm, icetomb,
northwind, resist elements, sleet
storm, summon polar worm,
whirlwind of ice

Writing Domain

In addition to the following
abilities, avatars with the
writing domain gain Scribe
Scroll as a bonus feat, and
can craft scrolls of any spell
requiring only 1 hour for
each spell they put of a scroll
(0-level spells require only 10
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minutes to scribe), and can understand every form of
written language.

Linguistic Ease (Ex) As a standard action, an avatar
with the writing domain can grant any creature it can
see within 1 mile the ability to read any language.
The avatar can end this affect as a free action for any
number of affected creatures.

The Gift of Gab (Sp) Any ally of an avatar with the
writing domain that also benefits from the avatar’s
linguistic ease ability also benefit from comprehend
languagesif they possess atleast 1 rankin the Linguistics
skill. Divine spellcasters instead gain the benefit of
tongue, even if they lack 1 rank in the Linguistics skill.

Spell-Like Abilities (Sp) Avatars with the writing
domain possess the following spell-like abilities.

At will —copy magical text, copy mundane text, erase,
explosive runes, greatest glyph of warding, reduce to words,
restore book, restore page, symbol of insanity

Path of the Devout

A devoutfolloweris someone who dedicates his life to the
service of a single god. He holds his god above all others
with a devotion that most people would deem zealous
or even fanatical. A devout follower is rarely a clergy
member or temple priest; instead he actively practices
the ideals and champions the causes of his deity. As a
reward, the follower is bestowed with a devout benefit;
a divine blessing that allows him to better personify the
deity. Inquistors, Oracles and Paladins typically make



TRE'LOPE OF/GRRGONS—————

. 5 -

- -

-,

the best classes to choose the Path of the Devout but
~ other appropriate classes may be selected based on the
recommendations listed in each entry.

Following a devout path can be difficult. In addition
to base restrictions of alignment, class, and weapons,
those who wish to walk the Path of the Devout
must take a devout oath that further proves their
faithfulness. If the oath is broken, the follower loses
all his devout benefits and cannot progress further in
his primary devout class. He can regain his benefits
and advancement potential if he receives the benefit
of an atonement spell. A character can only dedicate
himself to the devout path of a single deity. Should
a character have a falling out with his god, his faith
remains permanently shattered, and he can never place
enough faith in a divine being to follow a new path.
A full explanation of the Path of the Devout entry is
provided below.

Path of the Devout

Devout Classes: Classes listed best exemplify the
deity. In order to pursue the path of the devout, the
follower must have at least one level in a devout class.

Devout Alignments: The alignment constraints to
which the devout follower is limited, in accordance to
the individual behaving in a way that is consistent with
the deity’s will.

Favored Weapons: The weapons that best allow the
devotee to emulate the deity.

Devout Oath: The personal oath that the devotee
pledges to uphold in the name of his deity.

Devout Benefits: The blessing the deity bestows
upon the most devout.

WORShIPING A PANThEON

In most fantasy games, clerical characters are restricted
to worshiping a single deity. The concept of following
an entire pantheon isn’'t new but it is rare. If you, as
a GM, want to allow a priest or cleric to worship a
pantheon, then we suggest the following guidelines.

* Cleric must still select a single deity to follow
within the pantheon.

* Inquisitors do not qualify as they must be deity
specific classes.

* Alignment must exactly match that of the selected
deity.

* The priest cannot take the Path of the Devout.

* Domains may be selected among those associated
with the entire pantheon rather than the specific deity
worshiped. Once those domains are selected, they cannot
be changed. Additionally, the selected domains cannot
be opposed to each other, or the cleric. This means a N
cleric of the Egyptian Pantheon could select either the
Good domain or the Evil domain, but not both.

* Worship of an entire pantheon reduces the strength
of some domain powers. Domain powers with 3 +

8 Wisdom modifier uses per day at 1st-level can only

be used 1 + 1/2 Wisdom modifier per day until 4th
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level, at which point they can be used their full normal |
number of times each day. Domain powers gained at
levels after 1st are not gained until two levels later.
* Racial pantheons also fall within these guidelines.
* The worshiping character must take the Pantheistic
Blessing feat.

Domains marked with an asterisk (*) are presented in
more detail in Chapter Nine.

EGYPTIAN PANThEON
The Egyptian gods” portfolios emphasize the

relationships between life and death, the balance of
nature, and the symbolic importance of animals as both
representatives and messengers of the gods. All deities
have an animal quality associated with them and most
share an elemental aspect of nature. The spell selection
for the Egyptian domains reflects these very qualities
but also illustrates those differences that make them
unique to Egypt.

Domains: Affinity*, Air, Animal, Artifice, Balance*,
Chaos, Cosmic*, Craft*, Darkness, Dead* Death,
Desert*, Destruction, Earth, Fire, Glory, Good,
Healing, Heaven*, Knowledge, Law, Luck, Magic,
Moon*, Music*, Nobility, Omen*, Plant, Protection,
Repose, Rune, Strength, Sun, Time*, Travel, Trickery,
Vigilance*, War, Water, Weather, Writing*

GREEK PANThEON
The Olympic pantheon is oft portrayed as one of rigid

structure and order with Zeus firmly in control. There
is no denying that the Greek gods are passionate and
easily stray from their behavioral alignments. This is
evident in everything they do to one degree or another.
They represent, for the most part, emotional extremes
which are reflected in both their domains and in the

spells that make them up.
Domains: Abomination*, Affinity*, Air, Animal,
Artifice, Balance*, Chaos, Charm, Community,

Cosmic*, Craft*, Darkness, Dead*, Death, Destruction,
Earth, Evil, Fire, Good, Healing, Heaven*, Knowledge,
Law, Luck, Madness, Magic, Moon*, Music*, Nobility,
Omen*, Plant, Protection, Sea*, Strength, Sun, Time*,
Travel, Trickery, Vigilance*, War, Water, Weather

mesorPoOcAMIAN PANThEON
The Mesopotamian gods, like their Olympian

counterparts, are emotionally charged but retain a
strong element of order and law within their core. They
tend to be less absolute in defining whether they are
good or evil and tend to be centered more on defining
order versus chaos.

Domains: Abomination*, Affinity*, Air, Animal,
Artifice, Balance®, Chaos, Charm, Community, Cosmic¥,
Craft*, Darkness, Dead*, Death, Desert*, Destruction,
Earth, Evil, Fire, Good, Healing, Heaven*, Knowledge,
Law, Magic, Moon*, Nobility, Omen*, Plant, Protection,

Rune, Sea*, Strength, Sun, Time*, Travel, Trickery,

Vigilance*, War, Water, Weather, Writing*
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NORSE PANThEON
- The Norse deities come from a land that is far harsher
than any of the previous pantheons. As a result, they
~ are also creatures of extremes but for far different
reasons. They are passionate and driven because they
are all aware of the prophecy regarding Ragnarok and
what it means to their survival. Because of this ever
looming facet in their lives, they are more conscious
and mindful of their followers, giving them access to
many domains that other gods do not have.

Domains: Air, Animal, Balance*, Chaos, Charm,
Community, Cosmic*, Darkness, Dead* Death,
Destruction, Earth, Evil, Fire, Good, Healing, Heaven*,
Knowledge, Law, Luck, Madness, Magic, Music*,
Nobility, Omen*, Plant, Protection, Repose, Rune,
Sea*, Seidhr*, Strength, Sun, Time*, Travel, Trickery,
Vigilance*, War, Water, Weather, Winter*, Writing*

DIVINE ASCENSION

On very rare circumstances, a character may achieve
the means to ascend to the level of divinity and become
an avatar of a deity or possibly even be asked to join
a pantheon of gods. This is not an action that should
be taken lightly and without extensive conversations
with the Game Master and his approval. It should
be understood between both parties that once the
character has attained godhood, he becomes an NPC
and is under the control of the GM.

The ability to ascend is highly dependent upon several
factors outside of the GM’s willingness, including such
things as: the character being epic or legendary in status,
whether or not there is a need for a new deity in the
existing pantheon, the presence of a divine spark within
the character, successfully completing a dangerous quest
(akin to the Twelve Labors of Heracles) and faithfully
following a Path of the Devout, or achieving the
landmark of having enough worshipers and followers
that the character is infused with the power to grant
spells to clerics of 4th-level or greater.

The path to ascendance is very difficult to say |

the least and should vary greatly according to the [

individual campaign worlds that are established by
the GM. Presented here is a minor framework that may
be used should the GM be faced with the decision (or
opportunity) to have a character become immortal and
possibly even omnipotent.

DIVINE POTENCTIAL

Any character that seeks to become a candidate for
divinity must possess an inner quality that separates
him or her above all others. This “spark” serves as
the foundation for the character’s ability to develop
salient abilities to become an avatar and even a lesser
deity. (No character should ever be allowed to replace
or become a greater deity without the approval of all
other members of that particular pantheon.) Characters
seeking divinity must fulfill the following requirements
prior to embarking upon their quest for godhood.

Divine Perception [Generall
You can sense the workings of the gods in the mortal
world.

Prerequisites: Wis 13, Skill Focus (Knowledge
[religion]), Knowledge (religion) 5 ranks

Benefit: You are sometimes aware of the active presence
of gods and other powerful Outsiders. For example, you
may feel a chill when in the presence of an evil shrine,
or become calm when visiting a sacred spring dedicated
to a good deity. The awareness this feat grants is purely
passive, meaning the GM should determine if and when
the character detects the hand of the gods in the mortal
world. Moreover, the awareness is highly inexact and
impressionistic; it does not replace spells such as detect
chaos/evil/good/law, know alignment, or anything similar.

Once a character gains this feat, the Divine Sight skill
is always considered a class skill for them.

Normal: Without this feat, the skill Divine Sight is
barred to the character.
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ivine Potential [Generall

A thread of divine essence has been infused into

your soul.

Prerequisites: Character level 20+ with at least
10 levels in any one divine spellcasting class, Divine
Perception, Path of the Devout followed faithfully
without a single transgression for at least 5 years.

Benefit: Having been granted a spark of divine
power, you gain the avatar template found in Chapter
11 of this book, but lack any domain powers.

Mortal Ascension

Once both feats have been chosen during the
character’s career, they may begin the journey to
becoming an actual deity, and are commonly known
as an ascendant. At any time after becoming an
ascendant, they can make a divinity check (1d20 +
character level + domain bonus + worshiper bonus)
against a DC of 50. Each time an ascendant fails a
divinity check, they may not attempt another check
until they increase the number of domains they
possess, and/or their worshiper bonus to divinity
checks. By completing divinely assigned quests, and
acquiring worshipers an ascendant gains domains.

Quests are typically assigned by the ascendant
character’s patron deity. The ascendant character may
be allowed to have companions accompany him, but
must perform key parts of the quest on his own without
their assistance. Quests should involve matters of truly
mythic proportions, testing the character’s every ability
to the extreme. An example test could be to collect
samples of planar essence from each of the energy planes.
The essences must be kept intact within a specially
constructed container and brought to a single location.
To make matters more challenging, other deities in the
pantheon will be sending minions to stop the character
and his companions. GM'’s should use this opportunity
to craft truly memorable adventures for the players
to reminisce about long after a character has attained
his divinity. Upon completing each divine quest, the
ascendant gains a domain appropriate to the quest. An
ascendant may have a maximum of five domains, each
of which grants a +1 bonus to divinity checks.

While not normally as worthy of poems of an
ascendants prowess, the acquisition of worshipers can
be just as difficult as divinely assigned quests. There is
a correlation between sustained divine power and the
number of worshipers. As an ascendant, the character
needs to protect their worshipers, as other gods may
decide to move against them. The table below presents
GMs with an estimation of the required number of
lay worshipers needed to gain a bonus on divinity
checks. If the ascendant has gained the nobility avatar
domain, followers gained by it count as one-half of a
lay worshiper.
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Divinity Check Bonus  Number of Lay Worshipers
+0 100 or less
+1 101 - 1,000
+2 1,001 - 10,000
+3 10,001 - 100,000
+4 100,001 - 1,000,000
+5 1,000,000+

While lay worshipers (beings who believe in an
ascendant and occasionally make a prayer to her, but
do not cast spells granted by the ascendant) make
up the bulk of the total number of worshipers, it is
the number of devout worshipers that helps define
the divinity check bonus of an ascendant. Devout
worshipers are those individuals who actively worship
through daily prayer and devout belief in the existence
of an ascendant. Divine spellcasters who draw their
divine spells from the ascendant are worth two lay
worshipers. Worshipers who follow the path of the
devout (see above) are devout worshipers, worth five
lay worshipers.

An ascendant can grant spells to divine spellcasters
with a maximum level of one-half the ascendant’s
lowest ability modifier (minimum 1st-level spells).

Once an ascendant makes a successful divinity check,
they ascend and become a full-fledged deity, typically
becoming an NPC under the GM’s control.

Though not common, certain powerful creatures
(balors, pit fiends, solars, etc.) can work towards
becoming a deity using the same rules as an ascendant,
but do not gain the avatar template (see Chapter 11).

CREATING A PANThEON
Soyou've decided to create anew set of gods to populate
your campaign world. You have several factors to
consider. Is this new pantheon for a specific race?
How many deities will comprise this pantheon? Are
the deities in this pantheon going to be major players
in your cosmology? What is the alignment for each of
the deities? How many worshippers do they attract?
Do they meddle in the affairs of mortals on a regular
basis? Are these old gods that have been forgotten over
time and are now emerging again? Perhaps they are
newly born gods and must learn to fit into the existing
cosmology if they are to interact with existing deities
and pantheons. Just imagine what could happen when
a newly born God of Storms encounters Thor, God of
Thunder. The ensuing brawl could have a hellacious
effect on the weather of your campaign world. This
brings up another point to consider. Is there going to be
overlap in portfolios with existing deities? In the above
example, you have a God of Storms added to your new
pantheon but you also have the Norse pantheon in
your world. Thor is God of Thunder and could easily
fill the slot of your God of Storms making the addition
of that deity unnecessary.

Onceyounarrowed down the wider pictureregarding
your new pantheon you can start filling in the lines.

Are the churches and temples of the deities numerous?
- ) S, - 2 i o ry




)

Are they in heavily populated cities or found scattered
throughout the countrysides as run-down or forgotten
- places of worship? What (if any) restrictions exist on
the clerics or priests? Are there specific rituals that
must be followed on a regular basis? Is a favored
weapon preferred? Can a worshipper wear armor or is
he restricted? Follow the deity template below to fill in
some of these questions.

DEICY name
Deity alias: What is the diety known as (i.e. God of
Fertility)?

Deity Symbols: What symbols are used to identify the
deity (i.e. lightning bolt, urn, ibis)?

Alignment: What is the alignment that the god follows?

Portfolio: Areas of interest that your deity represents
and has power over (i.e. water, sun, fertility).

Domain: Areas that allow spells to be granted from
(i.e. Law, Air, Fire).

True Form: Physical description of the god as it appears
to mortals.

Avatar Form: Same as above

Other Manifestations: Ways that the deity may appear
to mortals (i.e. flamingo, snake, dog).

Allies: What other gods does your deity associate with?
Foes: Is there a god that has become an enemy?

Racial Preferences: Is there a specific race, other than
human, that tends to worship this deity?

Sacred Items: Items which are associated with your
deity (i.e. staff, creature, burial urn).

Sacred Animal: Specific animals associated with your
dieity.

Sacred Plants: Specific plants associated with your deity.

Sacred Minerals: Specific minerals associated with
your deity (i.e. quartz, gold, emerald)

Divine Artifact: Is there a magical artifact that is
exclusive to your deity (i.e. Mjolnir, Book of the Dead)?

Mythology: Historical record of your deity.

Main Tenets of the Faith: What do the priests see their
duty as? What duties are they associated with? For
example, are the priests charged with preparing a body
for a funerary service? How do non-followers view the
priests?

Location of the Faith: Where do you find the the most
~ significant localities where your god is worshipped?

L -
Sects: Is the worship of your deity relatively uniform
across the land or do there exist discrepancies?

Responsibilities of the Clergy: What are the specific
duties of the clergy? What roles do they fulfill?

Rights of the Clergy: Are the clergy granted specific
rights and duties such as standing guard over the body
while it is prepared for burial?

Restrictions of the Clergy: What are the priests and
clerics forbidden to do?

Rituals: Are there specific rituals that must be formed
each day? Is there a ritual involved for a priest to
complete a specific task (i.e. preparing a body to pass
on to the Afterlife?

Vestments: What specific clothing are followers
expected to wear? Do they have to wear them all the
time or when performing duties associated with your
deity? Does your deity demand restrictions in the
armor that clerics wear (i.e. no metal armor)?
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Chapter Two:
Eguptian Mythology

The Egyptian lands overflow with all manner of lore
and superstition regarding their gods. This mythology
has held the imaginations of innumerable cultures and
peoples, and its subtle symbolism is seen as housing the
very essence of life, death, and the passage between the
two states. While the lore of the Egyptian gods is not
the eldest known, it is the best known, being recorded
in tombs, monuments, scrolls, and upon thousands of
ritualistic and sundry items.

The worship of many of the Egyptian gods dates back
more than five thousand years, when the infant gods
were once the isolated protectors of petty communities.
The gods became emblems that represented some
aspect of nature - the flooding of the Nile, the illness of
a child, the shedding of a snake’s skin. Each event was
explained through a developing mythology that strove
to reconcile the observed universe with the Egyptian’s

limited understanding of it.

Over time, as the communities became cities and
then kingdoms, the stories of the gods became more
refined, absorbing and integrating supporting legends
of other successful gods. The mythology burgeoned
and in time became more seamless, differing only in
regions that, for various reasons, adhered to alternate
views. This solidification of Egyptian culture resulted
in a mythology that is one of the most complex and
touching systems of belief known to humanity.

The gods of Egypt are multifaceted, possessing
several distinct identities based on their region of
worship and the specific legend or myth associated
with them. Their interrelationships are also eminently
convoluted; never a simple affair of black-or-white
distinctions and as such, avowed enemies in one myth
are Coconspirators in another. Some, such as Set, were
viewed much differently at the beginning of Egyptian
culture, their persona changing as new gods interceded
and altered the dynamics of the religion. Such variance
illustrates the many-layered dynamics of Egyptian
deities and does much to explain their ability to survive
across the eons.
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ZOSMOLOGY
The religious beliefs of the Egyptians are divided into
four distinct theologies, the roots of each emerging
from four different citiess Memphis, Heliopolis,
Thebes, and Hermopolis. Each theology has a slightly
different version of creation myth and the identity of
both the creator god and the supreme god is a hotly
debated issue between residents of different kingdoms.

Memphite Theology

Memphite theology is based around Ptah as the creator
god, the master of words of power and shaping whose
tongue spews forth the primordial fire that gives all
life its substance. By his will, the universe was created
and shaped. He is the supreme god in the Ennead of
Memphis, accompanied by his wife Sekhet and his
son, Imhotep.

Heliopolite Theology

In Heliopolite theology, Atum is given credence as
the creator god who rose from the cosmic waters in
the form of the primordial mound and fashioned the
other gods by spilling his semen into the void. As
these gods came into existence they merged with the
cosmos, shaping the universe, the sky and the lands
below. Later Atum merged his form with Ra who is the
supreme ruler of god.

Theban Theology

According to the Theban cosmology Amon is the
superior creator deity, preceding even the Primeval
Mound. As the primeval creator, Amon is so powerful
that he fashioned himself before the existence of the
universe following which he created a tremendous
goose that gave birth to humanity by laying a cosmic
egg from which all life emerged. Theban theology
revolves around the Ennead of Amon, his spouse Mut,
and his son Khonsu.

Hermopolite Theology

The Hermopolite myth of creation is complex and
tangled in obscure symbolism. It professes that a race of
serpent beings living at the end of another time created
the earth and populated it with eight primordial
beings to secede their existence. The primordials were
granted the gift of immortality, and over time they
mutated based on their desires. Some chose to merge
their essence with the earth, changing its surface and
environs. Others rose to positions of responsibility and
caretaking for the earth and its mortal inhabitants. The
most powerful of these immortals was Thoth, who
sprang from the lotus of creation and whose knowledge
encompasses all the ancient mysteries.

Regardless of their patrons, all of the Egyptian
theologies have a similar concept of the construction of
the cosmos. The Primal Mound is the basis of life and
functions as a Material Plane centered upon Egypt. On
its eastern border rises the Mountain of Bakhu, and to
~ the west the Mountain of Manu blocks it. East of Baku
‘are the celestial realms which include the foundry
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Mesnet where the sun was formed, as well as the house
of Horus the morning star.

It was believed that these realms could only be
reached at dawn when the doors of Mesnet opened to
release the sun. In Heliopolite and Theban theology
the doors are referred to as the sky gate through which
Ra sails his solar barge. In Memphite and Hermopolite
theology, they are believed to represent the womb of
Nut who spans the horizon, swallows the sun each
evening, and gives birth to it at each dawn. Beyond the
doors is the Field of Celestial Offerings or the Field of
Life. To the west, is the doorway within the Mountain
Manu, where the sun is consumed each evening, and
the Nile spills into the underworld, or Tuat.

The Tuat (The Underworld)
The Tuat is the Egyptian underworld, a place of
alternate essence that exists parallel to the land of
mortals. In structure, it is a twisted maze of epic
challenges presided over by angry spirits, gods, and
monsters that hunt and consume new souls. There
are dozens of sacred texts professed to its navigation,
documenting its pitfalls and predators with relish and
portraying is stunning features with divinely inspired
awe. To journey through it is epic, each step of the way
bringing a new test. The underworld is divided into
different levels of fantastic subworlds all sewn into the
fabric of the Tuat, many of which act as gates into other
even more fantastic realms. The Tuat is also a source of
negative energy and shadow that spill into it through
burning cosmic pillars connected to the unknown.

For the deceased, the ultimate purpose of the Tuat is
to complete its challenges, be judged by the gods, and
earn entrance into the Field of Celestial Offerings where
the soul and body can be reunited for all eternity. Upon
death, the soul or Ba separates from the body and is
pulled into the Tuat. Its entrance is a thick wall of
solid darkness that extends for the first hour of travel.
Slowly, the ground is split by pools of fire, which light
the darkness. Those who have sinned against the gods
are brought here and are hung above the fires to be
burned and tortured by demons. Some are cooked and
eaten or boiled alive; others are scarred and mutilated,
or hurled into bottomless chasms. Eventually, this
twisted maze leads to the Hall of Judgment.

The long corridor is presided over by the avatars of
14 gods. The deceased must stand before them and
plead the worthiness of his soul by reciting a “negative
confession” in which he proclaims innocence of forty-
two sins. His confession is then judged and if the
majority of the avatars believe them to be sound, he
is given an Anhk and allowed to enter the Chamber
of Balance. The Chamber of Balance is a large room
centered on a massive balance scale. Here the deceased
come before Maat and Anubis who weigh his heart
against one of Maat's feathers. If the heart is lighter than
the feather, the deceased is considered ‘free of sin” and
he is brought before Osiris who ultimately determines
whether the deceased is worthy enough to enter into
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unworthy, it is cast into the maw of the Destroyer, a
- female demon with the head of a crocodile, the body of
a hippopotamus, and the hind legs of a lioness. Other
punishments include being cast to torturous demons or
being transformed into a black pig and driven into the
realm of punishments and annihilation.

Following judgment, pure souls are allowed to board
the Boat of a Million Years, a large sky barge piloted
by Ra or his avatar that circles the sky along the path
of the sun until it reaches the Sky Gate. The ship is
accompanied by twin dolphins Abdu and Inet who
swim alongside it to make sure the souls don’t fall off.
Conclusively, the ship arrives in the Field of Celestial
Offerings and the soul is permitted to live in paradise
for all eternity.

The Tuat has the following planar traits:

Gravity: Normal Gravity

Time: Timeless

Shape: Maze

Size: Finite

Morphic Traits: Divinely Morphic, Magically Morphic

Elemental/Energy Traits: Minor Negative-Dominant.

Alignment Traits: Mildly Chaotic

Magic Traits: Wild Magic, Enhanced magic (all spells with
the Necromancy descriptor are Maximized and Enlarged)

Coterminous: Branches between the The Field of Celestial
Offerings and the Primal Mound; the Elemental Planes of
Earth and Fire

Coexistent: The Plane of Shadow (first hour), the Ethereal
Plane, the Astral Plane

The Field of Celestial Offerings

(Eternal Paradise)

The Field of Celestial Offerings is the realm of Osiris,
a flourishing paradise of earthly pleasures where the
Ba and Ka are reunited for all eternity. The valley of
his Paradise is surrounded by hills and watered by the
Celestial Nile. The Nile feeds into a massive lake in the
midst of the field of life. There is a sole island in the
lake upon which grows a massive celestial sycamore-
fig tree called the Tree of Life; its bark is inscribed with
all the names of the deceased. Beside the tree is the
Well of Life from which springs forth holy water that
purifies and baptizes new souls.

In many ways, the Field of Celestial Offerings mirrors
the Material Plane. It functions as a similar but alternate
reality, the departed live their lives as they did on the
Material Plane, but instead all efforts are abundantly
rewarded. Crops are lush and plentiful and trees yield
rich sweet fruits. There is no sorrow and all are happy
and content.

The Field of Celestial Offerings has the following
planar traits:

Gravity: Normal Gravity

Time: Timeless

Size: Finite

Morphic Traits: Alterable Morphic, Highly Morphic, Divinely
Morphic, Magically Morphic
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Elemental/Energy Traits: Minor Positive-Dominant

Alignment Traits: Strongly Good, Mildly Lawful Aligned

Magic Traits: Enhanced Magic (all spells with the Conjuration
descriptor are Maximized and Enlarged)

Separate: The Primal Mound

Coterminous: The Tuat, the Elemental Planes of Air and
Water

Coexistent: The Astral Plane, the Ethereal Plane

Other Planes of Existence:

Astral Plane: The Astral Plane surrounds all other
planes. It is most commonly traveled by the gods,
allowing them to transverse the cosmos.

Ethereal Plane: The Ethereal Plane is coexistent
with the all other planes allowing the spirits to travel
between them.

Plane of Shadow: The Plane of Shadow is coterminous
with the hour of darkness though which one travels
into the Tuat.

Elemental ~ Planes: The Elemental Planes are
coterminous through gateways to all three Major
planes. Gateways to the planes of Fire and Earth are
more prevalent in the Tuat, while gateways to the
planes of Air and Water are more prevalent in the Field
of Celestial Offerings.

LIFE IN EGYPT

Egypt is a land of turmoil and constant change, living
gods, and cataclysmic acts of nature. Its people are
divided in their beliefs, as are the nation’s borders
drawn between the northern and southern kingdoms.
The source of all life in Egypt is the Nile River and
the entirety of civilization is nestled on its lush green
banks. Though the lands themselves are divided into
two separate kingdoms, trade flourishes between the
small villages and farming communities sprinkled
along its shores, and the huge cities under the control
of powerfully rich nobles, priests, and ultimately the
god-kings themselves, the pharaohs. Perhaps most
remarkable are the massive tombs, built to house the
mortal bodies of the deceased. In some sections, there
are so many that they form massive necropolises,
densely packed stone cities for the dead.

Egypt is divided into a number of different social
classes. Society is extremely polarized and there is
a chasm of disparity between rich and poor. At the
top of the social order is the pharaoh, a hereditary
king thought to be the living embodiment of a god.
Beneath him is a diminutive noble class that maintains
their power through the support of a small scribal
administration subsidized by a priest caste. Priests are
either chosen by pharaoh, or inherit their positions.
Below the priest caste is a sizable warrior caste. At the
bottom of the strata are masses of common workers,
artisans, herdsmen, boatmen, traders, and peasants
living barely above subsistence level. Social position is
based directly on the individual’s relationship to the
king, and while positions of authority are hereditary, it
is still possible for even the lowliest peasant to become |
appointed or otherw1se work hlS way toa posmon of




importance in one of the upper castes. More so than
genealogy, education marks the dividing line between
 the proletariat and the upper classes, however much of
working class is literate.

Priests are an invaluable part of the Egyptian social
structure. They are members of their own social cast and
in most instances they are considered the hands, eyes,
and ears of the pharaoh. In their duty to serve him, they
function as much like civil servants as clergymen and
perform work that to outsiders would appear secular.
Religion not only functions a way to attend to the spiritual
needs of the Egyptians, but also serves as a mechanism to
order society, to create a hierarchy, and to preserve the
culture. Even though they have a higher social status than
commoners, most clerics attempt to embrace mundane
life. Still, numerous taboos prevent priests from partaking
in the activities of commoners or eating peasant foods
(such as fish) for fear of losing purity. Like the political
structure, most clergies have a strict hierarchy, often
based on age or the knowledge of the high priest. In turn,
the high priest is responsible for counseling the pharaoh
and running festivals and ceremonies. Below the high
priest, is a sprawling array of highly specialized clergy
members, each designated to the position of dealing with
a single, but important duty. These range from caring for
the gods and attending their needs to performing funeral
rites, teaching school, supervising the artists and works,
and advising people on problems.

One of the most important concepts in Egyptian religion
is the triple soul. Egyptians believe the soul is made up
of three parts: the Ba, Ka, and Akh. Each part of the soul
depends upon the other and if one were destroyed, one’s
existence is snuffed out.

The Ba represents the personality, character, or
individuality of the deceased. The Ba lives inside the tomb,
but is allowed to leave the tomb and come back at will.
It can visit the land of the living where it can take on any
form. The Ba is often depicted as a human headed bird.

The Ka is the exact physical and emotional replica of the
individual, which is imprisoned within the living heart
and is only expelled by death. The Ka requires a receptacle
in order to survive. The best receptacle is the deceased
individual’s properly preserved body, however the ka
can also survive inside a picture or statue of the deceased.
The Ka cannot survive without nourishment and requires
food, drink, and clothing, so it is the responsibility of the
friends and family of the deceased to leave it regular
offerings. The Ka is sometimes represented as a human
figure with raised arms or as a pair of raised arms, or as a
series of globes of pure white light.

The Akh represented the immortality of the deceased.
The Akh is the part of the soul that undertakes the
journey to the Tuat, so that it may eventually gain
entrance to eternal paradise.

- AMON (GREATER DEITY)

A mon-Ra, Amun, Amun-Re, Amun- Mln, The Hidden One;
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God of the Sky; King of the Gods; The Creator of All Things

Deity Symbols: Goose, Ram

Alignment: Lawful Neutral

Portfolio: Creation, fertility, royal authority, sky, sun,
supreme (Thebes)

Domains: Air, Balance, Law, Sun, Weather

True Form: Amon’s true form is unknowable, being the very
essence of creation which no mortal has yet to look upon
with understanding

Avatar Form: A blue-skinned human male wearing a short kilt,
a feather pattern tunic, and a tall, double plumed crown

Other Manifestations: As above except with a ram’s head;
he also appears as a monstrous serpent

Allies: Auran creatures, Horus, Osiris, Ra

Foes: Aberrations, Set, Undead

Racial Preferences: Any

Sacred Items: Egg (of any kind), the blowing of the east wind

Sacred Animals: Goose, ram

Sacred Plants: First cutting of the season’s grain harvest

Sacred Minerals: Nile River clay

Divine Artifacts: Kheperesh (The Blue Crown)
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Mythology: According to the lore of his most devote
worshippers; Amon was the first god, self-created from
Nun, the primal waters, in an act of akin to the first
thought. Finding himself awash in the chaotic moisture
of raw creation, Amon created the Primal Mound and
raised himself above the churning sea. Beset by the
loneliness of his existence, the god’s thought drifted
towards companionship. So, with an issue of moisture
from his own flesh, gave rise to the gods Shu and
Tefnut, the vault and void of the heavens. These gods,
in turn, began to populate the emerging lands with
offspring of their own.

This lore is contested by the adherents of other gods,
most notably those of Ra, who proclaim their deity
supreme over all others. While ancient wisdom holds
that Ra came after the inception of Amon, none can
argue with the newcomer’s awesome might. Whether
Ra is a new god in his own right, or a reinterpretation
of Amon, none can say. Regardless, neither side would
acquiesce nor submit to the authority of the other. The
gods’ faithful took an unusual step and actually began
to merge their faiths, focusing on their similarities,
instead of their differences. To this end, the celestial
and mortal division between Amon and Ra melded,
allowing the two gods to become blurry reflections of
one another.

Main Tenets of the Faith: The tenets of Amon are
placed into two camps, those that adhere to the most
ancient of beliefs - that Amon is the creator god - and
those that praise the Amon-Ra relationship. The former
sees the world itself as Amon’s blessing: a rich panoply
of life that pervades everything. These adherents view
the enrichment and maintenance of life as a sacred
duty and often become its protectors against the
depredations of the ignorant.

The latter group espouses the might and authority
of the Amon-Ra union over the whole of creation.
Wh11e acknowledged as the Supremg creator by mo
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Egyptians, this is secondary to the role of Amon-Ra as
the first of kings, ruler of heaven and earth. From him
all majesty emanates, like the rays of his beloved sun.

Location of Faith: The largest temple of Amon rests
in Thebes, Ipet-isut (“Most select of places”), which is
the ancestral home of his earliest worship. A slightly
smaller temple complex resides in Luxor, south of
Karnak, and is dedicated to his serpent form that is
seen as being the very essence of renewal. Major cult
areas also exist in Deir el-Bahri, Medinet Habu, and
Tanis. The largest temple to the Amon-Ra relationship
is found Heliopolis and Hermopolis, but temples can
be found throughout the Nile valley.

Sects: A number of very small sects exist that remain
true to Amon’s claim as ultimate creator. These cadres
are usually druids that dwell in the farthest oases,
tending and protecting them from harm.

Responsibilities of the Clergy: Amon’s clergy are
charged with maintaining the existence of creation
itself. They are to forestall any grand destruction of
nature’s wonders and punish the wicked for such
acts. Amon-Ra clergy largely ignore natural creation,
instead focusing on the natural authority of god and
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pharaoh. They see the physical world not as something
worthy of veneration in and of itself, but as a sistrum to
herald the power of mighty pharaoh.

Rights of the Clergy: Both the Amon and Amon-Ra sects
are entitled to the first gleanings of the first grain harvest.
This corn is sacred to the clergy, who use it to bake holy
wheat and millet cakes used in their various ceremonies.

Restrictions of the Clergy: The clergy of the Amon
sect is forbidden the consumption of beans of any
type, including peas, lentils, onions, leeks, and garlic.
Being seen as the embodiment of the primal mound
upon which Amon rose above Nun, they are deemed
too holy to be eaten, though they are still cultivated by
the clergy. The clergy of the Amon-Ra sect also must
eschew the eating of beans and must abstain from the
consumption of swine and fish, being seen as unclean
for the servants of a mighty god.

Rituals: The productivity of the land and the rule of
pharaoh are tied to the flooding the Nile, during which
the most venerated idol of the god in Ipet-isut is placed
on a barge and floated down the river with sacrifices
being made to it at every settlement and temple, no
matter the god to which it belongs. Lesser ceremonies,
when the clergy pray for their spells, are performed with
the rising of the sun and entail the sacrifice of a white
goose or ram, grain cakes, and other vegetable bounties.

Vestments: The clergy of the Amon sect dress in short
kilts, wearing a pectoral of a solar disk pronouncing
their adoration. The clergy of the Amon-Ra sect wear
full robes of bleached white belted with gold or yellow
dyed flax. They too wear a solar disk pectoral.

Amon’s Path of the Devout

Devout Classes: Adept, brawler, cavalier, cleric
(Amon-Ra sect only), druid (Amon sect only), expert,
inquisitor (Amon sect only), hunter, monk, paladin,
ranger, shaman, and warpriest.

Devout Alignments: LE, LG, and LN

Favored Weapon: heavy mace

Devout Oath: The clergy of the Amon and Amon-
Ra sects must forswear to never kill for pleasure, but
only for true need, such as for sacrifice or sustenance.
They also suffer a -2 penalty to Diplomacy checks
when dealing with practitioners of the Memphite or
Hermopolite theology.

Devout Benefits: 1/day a devout member of either
the Amon or Amon-Ra sects can gain fire resistance
5 for 10 minutes. This ability can be activated as a
free action.

Greater Avatar of Amon CR 40

XP 314,880,000

LN Medium outsider (air, avatar, lawful, native)

Init +10; Senses darkvision 120 ft., low-light vision, avatar
senses; Perception +79

Aura balance the scales (1 mile), nimbus of light (1 mile),
ordered presence (1 mile), protection (1 mile)

DEFENSE A

AC 52, touch 29, flat-footed 45 (+12 deflection, +6 Dex, +1

dodge, +16 natural, +7 shield)
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hp 720 (40d10+320); electricity healing

Fort +29, Ref +28, Will +54

~ Defensive Abilities avatar traits, rejuvenation; DR 25/—;
Immune acid, chaos, cold, electricity, fire, sonic; SR 51

OFFENSE

Speed 60 ft., fly 120 ft. (perfect)

Melee Hammer of Unmaking +62/+57/+52/+47 (1d8+21
plus 1d6 fire/19-20 plus 1d10 fire)

Ranged Needle of Amon +49/+49/+44/+39/+34 (1d6+21 plus
1 bleed/19-20/x3) or 2 lightning arcs +46 touch (20d6) or 2
storm bursts +46 touch (100d6 plus bull rush)

Special Attacks axiomatic strike, lightning lord, sun’s blessing
(DC 72, 120d6)

Spell-Like Abilities (CL 40th; concentration +72)

At will — air walk, align weapon (law only, DC 54), antipathy
(DC 61), banishment (DC 59), call lightning (DC 55), calm
emotions (DC 54), chain lightning (DC 58), control weather,
control winds (DC 57), dictum (DC 59), dismissal (DC 57),
dispel chaos (DC 57), divine arbitration, elemental body
IV (air only), elemental swarm (air only), endure elements
(DC 51), equalization (DC 60), fire seeds (DC 58), fire shield,
flame strike (DC 57), fog cloud, gaseous form, heat metal (DC
54), hold monster (DC 57), ice storm, magic circle against
chaos (DC 55), obscuring mist, order’s wrath (DC 56), prayer,
prismatic sphere (DC 61), protection from chaos (DC 53),
searing light, shared fate (DC 58), shield of law (DC 60), sleet
storm, storm of vengeance (DC 61), summon monster IX
(law only), sunbeam (DC 59), sunburst (DC 60), weighing the
balance (DC 53), whirlwind (DC 60), wind wall (DC 55)

STATISTICS

Str 42, Dex 23, Con 25, Int 74, Wis 75, Cha 49

Base Atk +40; CMB +56 (+60 disarm, trip); CMD 85 (87 vs.
disarm; cannot be tripped)

Feats Alertness, Combat Casting, Combat Expertise, Combat
Reflexes, Critical Focus, Dodge, Exhausting Critical, Far
Shot, Greater Disarm, Greater Spell Penetration, Greater
Trip, Greater Vital Strike, Improved Counterspell, Improved
Critical (heavy mace), Improved Disarm, Improved
Initiative, Improved Trip, Improved Vital Strike, Mobility,
Point-Blank Shot, Power Attack, Precise Shot, Rapid Shot,
Spell Penetration, Spring Attack, Tiring Critical, Toughness,
Vital Strike, Weapon Focus (heavy mace), Whirlwind Attack

Skills Fly +57, Perception +79, Sense Motive +79; Other Skills
Strength +59, Dexterity +49, Intelligence +75, Wisdom
+75, Charisma +62

Languages Abyssal, Celestial, Common, Draconic, Infernal;
truespeech

SQ domains (air, balance, law, sun, weather)

ECOLOGY

Environment any

Organization solitary

Treasure special (Keperesh [The Blue Crown of Amon],
Hammer of Unmaking [+5 flaming burst ghost touch
disruption heavy mace], Needle of Amon [+5 aberration
bane distance keen speed wounding composite (+16
Str) shortbow], Redoubt of Amon [+5 ghost touch
invulnerability heavy steel shield], boots of speed, ring of

air elemental command)

~ _SPECIAL ABILITIES

“Electricity Healing (Ex) When a greater avatar of Amon is
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subjected to a damage dealing electricity effect, it is
instead healed the amount of damage the effect would
cause. The avatar is hasted (as the spell) for 1 minute
when it is subjected to any electricity effect.

ANUBIS (INTERMEDIATE DEITY)

Anpu; Sekhem Em Pet; God of the Dead; Governor of
the Hall of Osiris; Guardian of the Dead; Foremost of
Westerners; Conductor of Souls

Deity Symbols: Black dog, jackal, bloodied ox hide hanging
from a pole, and the opening of the mouth staff

Alignment: Lawful Neutral

Portfolio: Migration of the soul, the afterlife, death,
judgment of the dead

Domain: Balance, Dead, Law, Luck, Travel

True Form: Anubis appears as a human male with the head
of a jackal or black dog. He usually wears a short kilt and a
girdle of blue leather. He carries an ankh and the opening
of the mouth staff

Avatar Form: Same as above

Other Manifestations: Black jackal or dog

Allies: Nephthys, Osiris

Foes: Set

Racial Preferences: Human, gnoll

Sacred Items: Mummies, opening of the mouth staff

Sacred Animal: Dog, Jackal

Sacred Plants: Gum myrrh tree

Sacred Minerals: Natron

Divine Artifact: Death Mask

Mythology: Anubis is the jackal-headed son of
Nephthys, of that there is no doubt. His father, however,
is a sensitive mystery for his followers. Some claim his
father is Set, the dark reason for his dominion over the
Underworld. Others claim that Osiris is the sire, beguiled
by Nephthys in order to begat the conductor of souls.
Given the history between Set and Osiris, this dual claim
can place the clergy of Anubis in some difficulties.

The oldest liturgy of funerary prayers indicate that
Set is indeed his father by Nephthys, with Osiris
gaining credit later to bolster his own claim to rulership
of the Underworld. Regardless of his ancestry, Anubis
is an important god, charged with shepherding the
souls of the dead to their final judgment. As the patron
of magic, common folk also believe he can foresee a
person’s destiny, making Anubis the announcer of
death, further strengthening his importance.

The jackal god’s main duty is to guide the dead to
their judgment in the Hall of the Dead. Once there,
Anubis weighs the heart of the deceased on the Scales
of Truth against the feather of Ma’at, goddess of justice
and truth. If the heart is lighter than the feather, the
soul goes on to the Field of Celestial Offerings and the
rewards earned for a virtuous existence. If the heart
is heavier than the feather, a demon known as the
Devourer of Souls appears and consumes the wicked
soul, consigning it to oblivion.

Anubis’” greatest deed occurred after Set murdered
Osiris. Anubis embalmed the body with natron and
sacred herbs, afterwards wrapping him in liner
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bandages woven by Isis and Nephthys. Osiris became
the first mummy, preserving him so he might live
again, even if only in the Underworld. This act set
the precedent for the mummification of pharaohs and
other dignitaries, entrenching Anubis’ significance in
the pantheon. It also marked him as the protector of the
dead and the celestial keeper of poisons and medicines,
since many are used in the embalming process.

Main Tenets of the Faith: The priests of this god see to
the physical and spiritual protection of the dead. Without
their guidance, even a pharaoh would have difficulty
traveling the Underworld safely. The demons and fiends
that dwell therein prey upon the wandering souls, and
only with the wisdom of Anubis’ priests do the dead
stand a reasonable chance of reaching the Scales of Truth.

This support continues even after the final funerary
ceremonies have been completed and the corpse is
interred. Clergy of the god make regular sacrifices at
the tombs of important individuals, ensuring bounty
in the afterlife, while currying favor from the deceased.
These keepers of the dead are very respected and a
little feared, a fact the clergy is eager to maintain.

Location of the Faith: The most significant localities

- of Anubis worship are Thinis, Sekhem, Lycopolis,
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Heliopolis, and Cynopolis. Given the preoccupation
the Egyptian culture has with death, shrines to Anubis
can be found throughout the entire realm.

Sects: The worship of Anubis is very uniform, largely
due to the rigorous requirements needed to protect
the flesh and soul of the dead. As such, there are no
religious schisms beyond minor differences in dress or
social behavior.

Responsibilities of the Clergy: The clergy of Anubis
has three charges. First, they mummify the deceased,
a task performed for anyone with enough resources
to fund the expense. They also place the mummy into
its tomb, performing the rites necessary to safeguard
its passage through the afterlife. The most important
of these is the opening of the mouth ceremony, the
solemn ritual where the deceased is touched with a
special staff intended to restore life to various parts of
the corpse, permitting it to breathe, see, hear, and eat
in the afterlife. The clergy is also tasked with providing
the deceased with instructions on how to progress
through the underworld while avoiding its dangers
and pitfalls.

Rights of the Clergy: The clerics of Anubis are entitled
to prepare the body of pharaoh for the afterlife. It is a
task they jealously guard and are loath to relinquish for
it imbues their order with much prestige and authority.
The death of a pharaoh causes the other temples to bow
to the influence of Anubis’ priests, lest they hamper the
departed ruler’s existence in the afterlife.

Restrictions of the Clergy: The priests of Anubis are
forbidden to touch a slave, infant, or sick person while
engaged in the embalming of a pharaoh. Such contact
is seen as unclean, threatening the fate of the pharaoh’s
soul in the underworld. If contact does occur, the priest
and unclean individual are sacrificed to the pharaoh,
to quell the new god’s anger and to serve him in the
afterlife for the transgression. Because of this, clergy
engaged in embalming cloister themselves until the
task is completed.

Rituals: The greatest function of Anubis’ priests is
the embalming and purification of the dead. First they
remove its brain, which is discarded as worthless. Then
they remove the internal organs, which are cleansed in
herbal tinctures, wrapped in linens associated with the
deceased and placed in four canopic jars designed to
protect them from evil.

The corpse is then bathed in natron and salt for up
to 60 days, which desiccates the body of all fluids. The
body is then carefully wrapped in gum soaked linen
strips, under which magical amulets of protection are
secured. The wrapped corpse is inscribed with spells
and instructions designed to placate the demons of
the Underworld and to guide the soul to the Scales of
Truth. Finally, the corpse is taken to its tomb, where the
opening of the mouth ceremony is completed and the
deceased is nudged into the afterlife.

Vestments: Clerics of Anubis wear long robes of purest
white belted by wide sashes of saffron-dyed flax. They
also don ceremonial jackal masks during important rituals
in which the mask-wearing priest represents Anubis.
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- Annubis’ Path of the Devout
Devout Classes: Assassin, cleric, inquisitor, warpriest, and

witch.

Devout Alignments: LE, LG, and LN

Favored Weapon: sickle

Devout Oath: The devout worshippers of Anubis, men
and women, keep their heads shorn at all times.

Devout Benefits: Devout worshippers of Anubis can cast
deathwatch a number of times each week equal to one plus
the devotee’s Charisma bonus. The spell functions at the
devotee’s character level.
Intermediate Avatar of Anubis CR 30
XP 9,840,000
LN Medium outsider (avatar, native)

Init +9; Senses darkvision 120 ft., low-light vision, avatar
senses, grave sense; Perception +59

DEFENSE

AC 50, touch 29, flat-footed 44 (+8 deflection, +5 Dex, +1
dodge, +5 luck, +12 natural, +9 shield)

hp 630 (30d10+330)

Fort +33, Ref +27, Will +44

Defensive Abilities avatar traits, rejuvenation; DR 25/epic;
Resist acid 30, cold 30, electricity 30, fire 30, sonic 30; SR 41

OFFENSE

Speed 150 ft.; dimensional hop

Melee Right Claw of Anubis +63/+58/+53/+48 (1d6+34
plus 1d6 cold/19-20 plus 1d10 cold), Warding
Doom +64/+59/+54 (1d8+34) or Left Claw of Anubis
+63/+58/+53/+48 (1d6+34 plus 1 bleed/19-20), Warding
Doom +64/+59/+54 (1d8+34)

Special Attacks touch of life and death

Spell-Like Abilities (CL 30th; concentration +54)

At will — aid, antilife shell, astral projection, break

enchantment, deathwatch, dimension door (DC 41),

final reward (DC 45), find the path (DC 43), fly (DC 40),

freedom of movement (DC 41), gentle repose (DC 40),

greater teleport (DC 44), locate object, longstrider,

miracle (DC 46), mislead (DC 43), moment of prescience,
phase door, protection from energy (DC 40), restore life,

speak with dead (DC 40), spell turning, status (DC 39),

teleport (DC 42), true strike

STATISTICS

Str 58, Dex 20, Con 33, Int 18, Wis 55, Cha 38

Base Atk +30; CMB +59 (+63 disarm, sunder); CMD 78 (80
vs. disarm, sunder)

Feats Alertness, Combat Expertise, Combat Reflexes,
Dodge, Double Slice, Greater Disarm, Greater Shield
Focus, Greater Sunder, Greater Two-Weapon Fighting,
Improved Critical (sickle), Improved Disarm, Improved
Initiative, Improved Shield Bash, Improved Sunder,
Improved Two-Weapon Fighting, Leadership, Mobility,
Power Attack, Shield Focus, Shield Master, Shield Slam,
Spring Attack, Two-Weapon Fighting, Weapon Focus
(sickle), Whirlwind Attack

Skills Acrobatics +38, Diplomacy +47, Heal +55, Knowledge

(arcana, dungeoneering, engineering, history, nobility,

religion) +37, Perception +59, Profession (embalmer) +55,

Sense Motive +59, Spellcraft +37, Stealth +38, Use Magic

~ Device +47; Other Skills Strength +42, Dexterity +23,
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Intelligence +22, Wisdom +40, Charisma +32

Languages Abyssal, Celestial, Common, Draconic, Infernal;
truespeech

SQ agile feet, bit of luck (3/round), domains (dead, luck,
travel), good fortune

ECOLOGY

Environment any

Organization solitary

Treasure special (Death Mask [of Anubis], Warding Doom
[+5 bashing heavy fortification heavy steel shield], Left
Claw of Anubis [+5 vorpal wounding sickle], Right Claw
of Anubis [+5 brilliant energy icy burst sickle], belt of
giant strength +4, boots of speed, headband of alluring
charisma +6, ring of feather falling)

BAST (LESSER DEITY)

Bastet; Cat Goddess; Goddess of the Home; Patroness of
Luxury and Pleasure; Eye of Ra; Eye of the Moon; Lady
of the East

Deity Symbols: Cat, sistrum

Alignment: Lawful Good

Portfolio: Cats, fire, protection of home and pregnant
women, physical love, music, dancing
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. Domains: Affinity, Fire, Good, Law, Protection

| True Form: Bast appears as a cat-headed human female
wearing a long, unbelted robe of pure white. She typically
bears a sistrum rattle and the menat necklace or eye of Horus

Avatar Form: Same as True Form

Other Manifestations: Cat, lion, a woman with the head of
a lioness.

Allies: Bes, feline creatures and races

Foes: Set, demons

Racial Preferences: Human, elf

Sacred Animals: Felines of all types

Sacred Plants: Catnip

Sacred Minerals: Coal

Divine Artifacts: Sistrum of Merriment

Mythology: Bast is the daughter of Ra and the mother
of Khonsu, thus showing her as a goddess that walks
both in the light and the darkness. She is foremost a
goddess of protection and pleasure, caring for cats and
pregnant women. This domesticity makes her goddess
of the home and hearth, as well as the patroness of
pleasure, sex, dancing, music, and joy. Because of
this, Bast is considered a fertility deity and is placated
during lavish festivals to ensure wellbeing during the
blessed time.

Bast is dichotomous in nature, being docile and
protective on one hand and aggressive and vengeful
on the other. Because of this, she often acts as the
instrument of Ra’s vengeance, slaying his foes with
lustful efficiency. During these periods of vengeance,
Bast typically takes on a more feral cat form, reflecting
her aggressive nature.

One such event occurs every evening, when the
solar barque of Ra descends into night. During this
dark passage, the barque is assailed by Apophis, the
serpentine embodiment of dissolution and non-being.
Apophis mesmerizes Ra and his entourage, who wraps
its coils about the vessel in an attempt to forestall its
passage to the dawn. With his great spear Set wards off
Apophis, who retreats to a sycamore tree. There Bast,
in the guise of the “Great Cat of Ra” slays the serpent,
casting its dismembered pieces into the primal waters
of Nun to be reformed the following evening.

Main Tenets of the Faith: The clergy of Bast maintain
the central importance of home and family, protecting
both the physical dwelling and the occupants within.
To this end, the clergy concerns itself with all aspects
of familial virtue, including reproduction, childbirth,
obligation, and shelter from harm. As with domestic
cats, the faith of Bast upholds an individual’s right
to obtain pleasurable things, thus making them very
popular with the impoverished masses.

Location of the Faith: The main center of cult worship
is at Bubastis, in the eastern Delta, and Saqqara, though
smaller temples and shrines exist throughout the land.
Her worship is prevalent in southern Egypt, where the
focus of her veneration stresses her protective aspects
- over her pleasurable ones.

Sects: A number of sects exist, each dedicated to a
ingle aspect of Bast’s portfolio. Those that focus on
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revelry form traveling troupes of entertainers that
espouse Bast’s virtues while amusing the public.
Others serve as midwives in some areas, tending to the
care of expectant mothers. A few even care solely for
cats, allowing them to propagate in the temple until
there is nary room for the clergy.

Responsibilities of the Clergy: The clergy of Bast has
several responsibilities. The foremost is the protection
of Egyptian home life, especially for the hearth and
pregnant women. The temples of Bast have special
braziers that are dedicated to Ra that are kept lit as a
promise of his celestial protection. If the fire should be
extinguished, the clergy must make profound sacrifices
and relight the brazier from flames brought from
the nearest temple of Ra. The clergy also assists the
pharaoh and his vizier in keeping the general populace
content with the status quo.

Rights of the Clergy: The temples of Bast are entitled
to the first product of that season’s winepresses, which
they ferment in their sanctuaries for use during yearly
ceremonies. The clergy of Bast can also demand
considerations from the temples of Ra, requesting
quarters, food, and simple supplies.

Restrictions of the Clergy: Priests of Bast my never
partake of the flesh of reptiles, as it is seen as the
embodiment of her enemies. They also may never harm a
cat, even by accident, and must protect them from harm.

Rituals: Ceremonies dedicated to Bast are lively,
frolicking affairs that occur in spring and during the
full moons. Wine and beer are consumed without
restraint, with dancing, singing, and music being
readily available. Children conceived during these
periods of revelry are considered especially blessed.

Vestments: The clergy of Bast dresses as does their
goddess, in long white robes that hang loose. They
frequently carry sistra, which they rattle continuously
to draw their goddess” attention. All clergy wear either
a fertility oriented menat necklace or the protective eye
of Horus.

Bast’s Path of the Devout

Devout Classes: Bard, cleric, druid, inquisitor, monk, paladin,
and rogue.

Devout Alignments: LG, LN, and NG

Favored Weapon: short sword

Devout Oath: Like the clergy, devout worshipper of Bast my
never harm a cat, even by accident.

Devout Benefits: Devotees who worship Bast gain a +2
circumstance bonus to their Dexterity score. If Bast is
renounced as their patron, or her favor is withheld, the
bonus is permanently lost.

Lesser Avatar of Bast CR 25

XP 1,640,000

LG Medium outsider (avatar, native)

Init +16; Senses darkvision 120 ft., low-light vision, avatar
senses; Perception +33

Aura disarming (30 ft., DC 32)

DEFENSE

AC 43, touch 27, flat-footed 30 (+8 armor, +4 deflection, +12
- i ) S, - 2 i o ry
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~ Sacred Animals: Thrush (songbird)
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Dex, +1 dodge, +8 natural)

hp 240 (20d10+40)

Fort +14, Ref +24, Will +18

Defensive Abilities avatar traits, rejuvenation; DR 15/epic;
Resist acid 20, cold 20, electricity 20, fire 20, sonic 20; SR 36

OFFENSE

Speed 40 ft.

Melee Long Knife of Bast +38/+38/+33/+28/+23 (1d6+11
plus 1d6 fire/17-20 plus 1d10 fire plus 1d8 sonic plus 2d6
bleed)

Spell-Like Abilities (CL 20th; concentration +32)

At will — animal shapes, awaken, bestial attribute (DC 18),
calm animals (DC 17), creature companion, dominate
animal (DC 19), hybrid form (DC 24), imbue with spell
ability (DC 20), summon otherworldly creature

STATISTICS

Str 23, Dex 35, Con 15, Int 13, Wis 22, Cha 34

Base Atk +20; CMB +26 (+30 trip); CMD 53 (55 vs trip)

Feats Acrobatic, Alertness, Bleeding Critical, Cleave, Combat
Expertise, Combat Reflexes, Critical Focus, Dodge, Greater
Trip, Improved Critical (short sword), Improved Initiative,
Improved Trip, Mobility, Power Attack, Spring Attack,
Stealthy, Tripping Strike, Weapon Finesse, Weapon Focus
(short sword), Whirlwind Attack

Skills Acrobatics +39, Bluff +35, Climb +29, Diplomacy +35,
Escape Artist +29, Fly +29, Knowledge (arcana, nature,
religion) +24, Perception +33, Sense Motive +23, Spellcraft
+24, Stealth +39, Swim +19; Other Skills Dexterity +25,
Intelligence +14, Wisdom +19, Charisma +25

Languages Abyssal, Celestial, Common, Draconic, Infernal;
truespeech

SQ domain (affinity), sacred shape, wild empathy +32

ECOLOGY

Environment any

Organization solitary

Treasure special (Golden Sistrum of Merriment, Long Knife
of Bast [+5 flaming burst speed thundering short sword],
boots of speed, bracers of armor +8, cloak of displacement

[major], ring of animal friendship)

BES (LESSER DEITY)

Besa; The Dwarf God; God of Music, Good Food and
Revelry; Mountain’s Wrath; Protector and Entertainer of
Children

Deity Symbols: Plumed crown, rearing lion, knives, bells,
drums

Alignment: Chaotic Good

Portfolio: Dance, good food, music, protector of children,
slaughter of war

Domains: Chaos, Good, Luck, Music, Trickery

True Form: Bes is a spectacularly muscled dwarfed male
human. He wears either a loincloth or short kilt and
carries a musical instrument and knife

Avatar Form: Same as above

Other Manifestations: Lion, leopard, vengeful storm or wind

Allies: Bast, Horus

Foes: Any non-good being who actively seeks to harm children

~ Racial Preferences: Any

acred Items: Hailstone, lion pelt, dead bitten snake
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Sacred Plants: Garlic
Sacred Minerals: None
Divine Artifact: Was Scepter of Revelry

Mythology: Bes is an ancient god of war and a
destroying force of nature that has a penchant for
protecting the defenseless - children. His origins likely
originate outside the confines of Egypt. While extra-
cultural in fact, the dwarf god is esteemed nonetheless,
as he cherishes the children of Egypt, keeping them
from evil and harm. Early legends relate that Bes is one
of 10 different gods charged with protecting children,
Aha, Amam, Hayet, Ihty, Mefdjet, Menew, Segeb,
Sopdu, and Tetetenu being the others. Whether these
personalities are just regional versions of Bes is unclear,
but what is certain is the god’s immense popularity
with the common Egyptian.

Depicted as a bearded, savage-looking, yet comical
dwarf, Bes is ugly and grotesque in appearance; he has
a large head, a protruding tongue, bowed legs and a
bushy tail. He wears a plumed crown and the skin of
a lion or panther. His appearance guards against evil
spirits and misfortune. Likewise, he carries swords
and knives to ward against foul influences and musical
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instruments to frighten them off.

' Despite his somewhat vicious appearance, Bes is
a beneficent god, offering naught but protection for
those that seldom have it. His short stature reflects his
connection to children and he is often associated with
Re, Hathor, and Horus as a protector to be invoked in
times of turmoil. His bond with children also extends
to expectant mothers, who commonly offer sacrifice to
the dwarf god in order to gain his blessing. The deity of
children is also considered a god of joviality, dancing,
singing and happiness, all aspects of happy youth.

Main Tenets of the Faith: Bes and his clergy praise
the youth of life. From inception through childhood,
his clergy seek only to minister to the suffering of
pregnant women and their young, and to make certain
that those they cannot aid are granted passage to the
afterlife. This tender care is counterbalanced by the
clergy’s fierce desire to enact vengeance on those who
actively seek to harm children.

Location of the Faith: Bes is not worshipped in
traditional temples, butis a god of the people, venerated
in nearly every home as a personal protector. Despite
this informal adoration, Bes does have priests that
perform rituals during the various holy days, usually
in public venues or other open air arenas. Many of
these priests congregate in or near Abydos, as the site
is deemed sacred to Bes.

Sects: The other nine aspects of Bes can be considered
sects. While each is very similar to the worship of
Bes, they do differ in their ceremonies and modes of
sacrifice. Some, such as Aha, are more aggressive
in their protection, often preemptively removing
any threat to children. Others are similar to Mefdjet,
whose worshippers are usually midwives and other
individuals that care for the needs of expectant mothers.

Responsibilities of the Clergy: The clergy of Bes
are skilled at tending to the physical needs of children,
being expert in the illnesses and maladies inherent in
youth. To this end they frequently function as healers
or run hospices for children. They are also expected to
offer asylum to any child fleeing abuse or imminent
danger.

Rights of the Clergy: The priests of Bes (or any of
his alternate sect personalities) are allowed the right in
the legal system to function as the de facto fathers or
mothers of children. This permits them to effectively
protect threatened children in the courts of the pharaoh.
Seldom is the right overruled.

Restrictions of the Clergy: To be a member of
Bes’ clergy, each priest must have sired or birthed at
least one child that is currently living or has reached
adulthood. A priest whose young child dies, leaving
him or her without living issue, is considered shunned
by Bes, and is stripped of all official duties until another
child is born or adopted.

Rituals: The ceremonies of Bes are simplistic affairs.
Common rites include the sacrifice of a child’s favorite
toy or food as a burnt offering. Rituals for pregnant
women involve using blood from their thighs or
butto body hair, and the whispering of the new
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child’s secret name. Ceremonies for newborn infants
entail that burning of the umbilical cord and placenta
along with aromatic herbs and cow’s milk.

Vestments: Clergy of Bes dress according to the
local custom during non-ceremonial periods. During
religious observances they wear a loincloth or short
kilt, employing a knife or musical instrument as the
rite demands.

Bes’ Path of the Devout
Devout Classes: Bard, inquisitor, and rogue.
Devout Alignments: CG and CN

Favored Weapon: dagger

Devout Oath: A devotee of Bes may never willfully harm a
child or permit a child to come to harm.

Devout Benefits: Bard and rogue devotees gain a +2
circumstance bonus to all attack rolls and skill checks
when defending a child.

Lesser Avatar of Bes CR 25

XP 1,640,000

CG Medium outsider (avatar, native)

Init +16; Senses darkvision 120 ft., low-light vision, avatar
senses; Perception +29

DEFENSE

AC 43, touch 27, flat-footed 30 (+8 armor, +4 deflection, +12
Dex, +1 dodge, +8 natural)

hp 320 (20d10+120)

Fort +25, Ref +31, Will +21

Defensive Abilities avatar traits, rejuvenation; DR 15/epic;
Resist acid 20, cold 20, electricity 20, fire 20, sonic 20; SR 36

OFFENSE

Speed 40 ft.

Melee Fang of the Protector +38/+33/+28/+23 (1d4+17 plus
1d6 electricity/17-20 plus 1d10 electricity)

Ranged Fang of the Protector +38 (1d4+17 plus 1d6
electricity/17-20 plus 1d10 electricity)

Special Attacks copycat (3/round, 4 max.), master’s illusion (3)

Spell-Like Abilities (CL 20th; concentration +32)

At will — confusion (DC 26), disguise self (DC 23), false
vision, invisibility (DC 24), mass invisibility (DC 29), mislead
(DC 28), nondetection (DC 26), screen (DC 30), time stop

STATISTICS

Str 34, Dex 35, Con 23, Int 12, Wis 15, Cha 22

Base Atk +20; CMB +32; CMD 59

Feats Acrobatic, Acrobatic Steps, Alertness, Athletic,
Blind-Fight, Combat Expertise, Combat Reflexes, Dodge,
Improved Critical (dagger), Improved Initiative, Mobility,
Nimble Moves, Power Attack, Skill Focus (Perform
[dance]), Skill Focus (Perform [percussion instruments]),
Skill Focus (Perform [sing]), Spring Attack, Stealthy,
Weapon Focus (dagger), Whirlwind Attack

Skills Acrobatics +39, Bluff +39, Climb +29, Disguise +49,
Escape Artist +29, Fly +29, Knowledge (nature, religion)
+24, Perception +29, Perform (dance, sing) +50, Perform
(percussion instruments) +35, Sense Motive +29, Stealth
+59, Swim +29; Other Skills Dexterity +25, Intelligence
+14, Wisdom +15, Charisma +29; Racial Modifiers +20
Bluff, +20 Disguise, +20 Stealth

Languages Abyssal, Celestial, Common, Draconic, Infernal;
- ) 2 e .




truespeech

SQ alternate form (any; shapechange [free action]), domain
(trickery)

ECOLOGY

Environment any

Organization solitary

Treasure special (Was Scepter of Revelry [of Bes], Fang
of the Protector [+5 returning shocking burst throwing
dagger], bracers of armor +8, cloak of resistance +5, ring
of telekinesis, drum of building [as lyre of building])

GEB (GREATER DEITY)

Seb; Heir of the Gods; The Great Cackler; Father of Pharaohs;
God of the Earth; God of Fertility and Vegetation

Deity Symbols: Goose, rabbit

Alignment: Lawful Neutral

Portfolio: Earth, earthquakes, graves, vegetation

Domain: Animal, Earth, Healing, Law, Plant

True Form: Geb’s true form is of a green skinned human
male, either naked or in a short kilt, bearing the royal
beard and with verdant shoots emerging from his flesh

Avatar Form: Same as above except that the avatar wields a staff

Other Manifestations: Geb sometimes manifests as a
rabbit-headed man, rabbit, or white-breasted goose

Allies: Nut, Osiris, races of the earth subtype (such as

~delvers and xorns)
oes: Aberrations, undead, and beings that seek to upset

 the natural order of creation, life, and death
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Racial Preferences: Any

Sacred Items: Any unbroken eggshell
Sacred Animal: Goose, rabbit

Sacred Plants: Harvested grains, fresh fruits
Sacred Minerals: River silt

Divine Artifacts: Staff of Earthly Might

Mythology: Geb is a third generation deity, the son
of the gods Shu and Tefnut. He represents the flesh
of the earth and is a metaphorical extension of the
primal mound upon which Amon raised himself above
the waters of Nun. Geb’s influence stretches across
everything that flies over, travels upon, or burrows
through the earth, including the myriad forms of life
that inhabit terrestrial waters.

A generally beneficent god, Geb nurtures all forms of
life, seeking the continuation of life at all costs. This duty
extends into the afterlife, where Geb guides the dead
through some of the obstacles they encounter as well as
providing them meat and drink while on their journey.
To this end, he is sometimes at odds with his sister/wife
Nut, goddess of the heavens and devourer of the sun
and moon, a destructive entity of blind capacity.

Their relationship is tempestuous at best, requiring
their father Shu to intercede, physically keeping them
apart lest the mortal world be destroyed by their
passion. When allowed interaction, either through fate
or the will of Shu, the flesh of both of the gods shudders
and roils. So violent is their ardor that earthquakes
ripple through the land and storms tear the starry vault
asunder. Thankfully limited in their unions, Geb and
Nut nonetheless are the sire and dame of the enormously
powerful deities Isis, Osiris, Set, and Nephthys, as well
as a number of mythical creatures of unique aspect.

Main Tenets of the Faith: Followers of Geb see the
balance in nature. They appreciate the necessity of life
and death and hold most dear the passage of cyclical
events and their interrelationships. To their eyes, the
passage of time is meaningless, an artificial construct
of mortals in a misguided attempt to control that
which should not be controlled. Nature does as it wills
and only the threat of its utter destruction moves the
faithful to intervene.

Location of the Faith: No city or even a village
settlement claims itself sacred to Geb. Being the
ultimate natural deity, Geb eschews manufactured sites
of worship, instead relying on pristine shrines, such as
placid oasis pools or windswept peaks overlooking
a lush valley. Other shrines are transportable, being
items of intense natural wonder, for example a conch
shell or magnificent prongs of an elder antelope.

Sects: The fractious nature of Geb’s clergy negates the
existence of sects in the traditional sense, since the mode
of worship varies from priest to priest according to the
land they value. In short, the faithful of Geb is composed
of numerous sects without a traditional core faith.

Responsibilities of the Clergy: The clergy of Geb are
an unorganized lot, seldom acting with coordination
unless necessary to defend the land under their
protection and ministration. The faithful do not bel' e
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in interfering in the affairs of mortals and generally
avoid all such entanglements. However, when their
cherished protectorate is severely threatened they
coalesce into action, using diplomacy, subterfuge, and
outright aggression to secure their aims. The clergy is
also expected to bless the fields and plantations at the
beginning of the sowing and again during the reaping.

Rights of the Clergy: The rights of the clergy varies
from priest to priest, but generally involves the privilege
of taking choice portions of the local harvest and herds
as their own. Sometimes this can include byproducts,
such as wine, cheese, leather, and other natural items
that have been respectfully gathered and created. This
precedence even supersedes the rule of pharaoh, who
usually acquiesce priority rights so as not to incur the
wrath of the Father of Pharaohs.

Restrictions of the Clergy: Priests of Geb are not
allowed to eat fresh fish or amphibians, as they are
seen as being unclean. However, dried or salted fish
and amphibians are permitted on certain holy days
corresponding to the flooding cycles of the Nile.

Rituals: Since the priest class of Geb is fractious and
devoid of a central authority, and thus a core method
of worship, rituals performed in his name are diverse
and wide-ranging. Nevertheless, all priests of Geb
instill in their ceremonies the bounty of nature and
their obligation to maintain natural order. They hold
the beginning of the flooding of the Nile especially
holy, as well as the equinoxes and solstices.

Vestments: During ceremonial rituals, the clergy of
Geb wear green robes or white robes draped with fresh
greenery native to the area. They usually employ a staff
and hooked knife, as they present the bridge between
natural life and man’s interconnection with it.

Geb’s Path of the Devout

Devout Classes: Druid, hunter, ranger, and shaman.

Devout Alignments: LG and LN

Favored Weapon: quarterstaff

Devout Oath: The clergy of the Geb must forswear to never
eating fish or amphibians while the sun shines in the sky.
They must also sacrifice the first mouthful of each meal to
Geb, casting it to the ground or into water.

Devout Benefits: Druids or rangers who worship Geb may cast
spells from the Earth and Plant domains at +1 caster level.
Greater Avatar of Geb CR 40

XP 314,880,000

LN Medium outsider (avatar, earth, lawful, native)

Init +20; Senses darkvision 120 ft., low-light vision, avatar
senses, tremorsense 1 mile; Perception +79

Aura ordered presence (1 mile)

OFFENSE

Speed 70 ft., burrow 120 ft.; earth glide

Melee Staff of Earthly Might +52/+47/+42/+37 (1d6+14) or
Staff of Earthly Might +50/+45/+40/+35 (1d6+11), Staff
of Earthly Might +60/+55/+50 (1d6+11) or Razor of Geb
+61/+56/+51/+46 (1d4+11 plus 1d6 cold/19-20 plus 1d10
cold) or wooden fist +56/+51/+46/+41 (2d10+26/17-20/
x3) or wooden fist +54/+49/+44/+39 (2d10+26/17-20/x3),
wooden fist +54/+49/+44 (2d10+26/17-20/x3)

Ranged Razor of Geb +61 (1d4+11 plus 1d6 cold/19-20 plus
1d10 cold) or 2 acid darts +56 touch (20d6)

Special Attacks axiomatic strike, bramble armor, rebuke
death, wild shape (at will; beast shape Ill, elemental body
IV, plant shape )

Spell-Like Abilities (CL 40th; concentration +72)

At will — align weapon (law only, DC 54), animal shapes,
animate plants, antilife shell, barkskin, breath of life (DC
57), calm animals (DC 53), command plants (DC 56), control
plants (DC60), cure critical wounds (DC 57), cure light wounds
(DC 54), cure moderate wounds (DC 55), cure serious wounds
(DC 56), dictum (DC 59), dispel chaos (DC 57), dominate
animal (DC 55), earthquake, elemental body IV (earth only),
elemental swarm (earth only), entangle (DC 53), heal (DC
59), hold animal (DC 54), hold monster (DC 57), magic circle
against chaos (DC 55), magic stone (DC 53), mass cure critical
