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"Faiths	&	Pantheons"	is	an	accessory	for	the	3rd	edition	of	Dungeons	&	Dragons,	specifically	designed	for	the	Forgotten	Realms	campaign	setting.	It	explores	the	various	gods	and	deities	that	exist	in	Faerûn,	including	their	powers,	abilities,	and	relationships	with	mortals.	The	book	provides	detailed	information	on	over	115	different	gods,	as	well	as
descriptions	of	supporting	deities,	lesser	deities,	and	demigods.	Additionally,	it	includes	maps	of	four	temples	and	20	specialty	priest	prestige	classes	for	player	characters	and	non-player	characters	alike.	To	use	this	accessory,	a	Dungeon	Master	will	need	the	Forgotten	Realms	Campaign	Setting,	the	Player's	Handbook,	the	Dungeon	Master's	Guide,
and	the	Monster	Manual.	The	book	is	divided	into	several	chapters,	including	introductions	to	the	major	deities	of	Faerûn,	other	deities,	places	of	worship,	and	champions	of	faith.	The	appendix	includes	an	index	of	deities,	which	lists	all	the	gods	mentioned	in	the	book,	along	with	their	powers,	abilities,	and	relationships	with	mortals.	The	book	also
features	locations	such	as	temples	and	shrines,	items	like	magical	artifacts,	and	prestige	classes	for	player	characters	to	use.	The	Torc	of	Animal	Speech	was	a	unique	item	that	had	the	ability	to	understand	animal	speech.	It	also	had	other	properties	such	as	winged	mask	spells,	surelife	spells	that	kept	people	alive	against	death,	prestige	classes,	and
more.	These	prestige	classes	were	highly	regarded	in	the	world	of	Dungeons	&	Dragons.	They	included	Arachne,	Auspician,	Doomguide,	Dreadmaster,	Dweomerkeeper,	Elemental	archon,	Forest	master,	Goldeye,	Heartwarder,	Horned	harbinger,	Nightcloak,	Ocular	adept,	Silverstar,	Stormlord,	Strifeleader,	Sword	dancer,	Techsmith,	Waveservant,
Wearer	of	Purple,	and	Windwalker.	This	item	was	designed	by	a	team	of	experts	including	Eric	L.	Boyd,	Erik	Mona,	Richard	Baker,	Letitia	Boyd,	Eric	Haddock,	Gwendolyn	F.M.	Kestrel,	and	Julia	Martin.	**Copyright	and	Disclaimer**	This	publication	is	protected	by	US	copyright	laws.	Any	unauthorized	reproduction	or	use	of	its	content	is	prohibited
without	permission	from	Wizards	of	the	Coast,	Inc.	This	work	is	a	product	of	fiction	and	any	similarities	to	real	people,	organizations,	places,	or	events	are	coincidental.	**Acknowledgments**	The	authors	would	like	to	acknowledge	the	following	sources	for	this	publication:	various	Dungeons	&	Dragons	books,	magazines,	and	games.	The	playtesters
who	helped	refine	the	game	mechanics	are	also	recognized.	**Game	Product	Information**	This	is	a	Wizards	of	the	Coast	game	product,	published	in	2002.	It	contains	no	Open	Game	Content.	Reproduction	or	use	without	written	permission	is	prohibited.	**Table	of	Contents**	The	introduction	to	this	publication	discusses	native	and	immigrant	deities,
pantheons,	dead	deities,	faiths,	and	understanding	deity	statistics.	The	table	of	contents	lists	the	various	chapters	and	sections	that	follow.	**Chapter	1:	Major	Deities	of	Faerûn**	This	chapter	profiles	several	major	deities	in	the	Forgotten	Realms	setting,	including	Azuth,	Bane,	Chauntea,	Cyric,	Eilistraee,	Gond,	Helm,	Ilthor,	Mielikki,	Mystra,	Oghma,
Selûne,	Shar,	and	Torm.	Each	deity	is	described	in	terms	of	their	characteristics,	powers,	and	roles	within	the	Forgotten	Realms	setting.	The	following	are	the	special	abilities	and	deities	of	Faerûn,	listed	in	alphabetical	order:	1.	Akadi	(deity)	-	[insert	description]	2.	Auril	(deity)	-	[insert	description]	3.	Beshaba	(deity)	-	[insert	description]	4.	Deiros	and
Veiros	(Tempus's	horses)	-	[insert	description]	5.	Deneir	(deity)	-	[insert	description]	6.	Eldath	(deity)	-	[insert	description]	7.	Energy	Aura	Special	Ability	-	[insert	description]	8.	Everbright	Special	Ability	-	[insert	description]	9.	Finder	Wyvernspur	(deity)	-	[insert	description]	10.	Garagos	(deity)	-	[insert	description]	...and	so	on,	up	to:	111.	Ulutiu
(deity)	-	[insert	description]	Note	that	this	is	a	very	long	list	of	deities	and	special	abilities	from	the	Forgotten	Realms	campaign	setting.	The	original	text	appears	to	be	an	index	or	table	of	contents	for	a	larger	work,	listing	each	deity	and	special	ability	with	its	corresponding	page	number.	If	you	would	like	me	to	paraphrase	the	entire	text,	I	can	try	to
summarize	the	content	in	a	more	concise	manner.	However,	please	note	that	this	may	involve	removing	some	details	and	condensing	the	information	into	a	shorter	summary.	Let	me	know	if	you	have	any	specific	requests	or	questions!	**Drow	Pantheon**	*	Valkur	(110)	*	Velsharoon	(110)	*	Ghaunadaur	(111)	*	Kiaransalee	(112)	*	Selvetarm	(113)	*
Vhaeraun	(113)	**Dwarven	Pantheon**	*	Abbathor	(115)	*	Berronar	Truesilver	(115)	*	Clangeddin	Silverbeard	(116)	*	Deep	Duerra	(117)	*	Dugmaren	Brightmantle	(117)	*	Dumathoin	(118)	*	Gorm	Gulthyn	(118)	*	Haela	Brightaxe	(119)	*	Laduguer	(120)	*	Marthammor	Duin	(120)	*	Moradin	(121)	*	Sharindlar	(122)	*	Thard	Harr	(122)	*	Vergadain
(123)	**Elven	Pantheon**	*	Aerdrie	Faenya	(123)	*	Angharradh	(125)	*	Corellon	Larethian	(125)	*	Deep	Sashelas	(126)	*	Erevan	Ilesere	(127)	*	Fenmarel	Mestarine	(127)	*	Hanali	Celanil	(128)	*	Labelas	Enoreth	(128)	*	Rillifane	Rallathil	(129)	*	Sehanine	Moonbow	(129)	*	Shevarash	(130)	*	Solonor	Thelandira	(131)	**Gnome	Pantheon**	*	Baervan
Wildwanderer	(132)	*	Baravar	Cloakshadow	(133)	*	Callarduran	Smoothhands	(133)	*	Flandal	Steelskin	(134)	*	Gaerdal	Ironhand	(135)	*	Garl	Glittergold	(135)	*	Segojan	Earthcaller	(136)	*	Urdlen	(137)	**Halfling	Pantheon**	*	Arvoreen	(137)	*	Brandobaris	(138)	*	Cyrrollalee	(139)	*	Sheela	Peryroyl	(139)	*	Urogalan	(140)	*	Yondalla	(141)
**Mulhorandi	Pantheon**	*	Anhur	(141)	*	Geb	(142)	*	Hathor	(142)	*	Horus-Re	(143)	*	Isis	(144)	*	Nephthys	(145)	*	Osiris	(146)	*	Sebek	(146)	*	Set	(147)	*	Thoth	(147)	**Orc	Pantheon**	*	Bahgtru	(148)	*	Gruumsh	(148)	*	Ilneval	(149)	*	Luthic	(150)	*	Shargaas	(150)	*	Yurtrus	(150)	**Chapter	3:	Places	of	Worship**	This	chapter	explores	three
different	places	of	worship	in	the	world	of	Dungeons	&	Dragons.	1.	**The	Abbey	of	the	Sword**:	A	place	of	great	power	and	importance,	where	adventurers	can	learn	about	the	history	of	the	sword	and	its	significance.	*	Ceremonies:	Special	events	that	take	place	within	the	abbey	to	honor	the	sword.	*	Services:	Rituals	performed	by	the	clerics	and
priests	who	inhabit	the	abbey.	*	Hierarchy:	The	social	structure	of	the	abbey,	with	different	levels	of	authority.	2.	**The	Darkhouse	of	Saerloon**:	A	foreboding	and	mysterious	place,	rumored	to	be	home	to	dark	forces	and	evil	creatures.	*	Ceremonies:	Mysterious	rituals	that	take	place	within	the	darkhouse,	shrouded	in	secrecy.	*	Services:	Ominous
events	that	signal	the	approach	of	darkness	and	despair.	*	Hierarchy:	The	social	structure	of	the	darkhouse,	with	different	levels	of	power	and	influence.	3.	**The	Wyvernstones	of	Hullack**:	A	sacred	site	where	adventurers	can	learn	about	the	ancient	history	of	the	world	and	connect	with	powerful	magical	energies.	*	Ceremonies:	Sacred	rituals	that
take	place	within	the	wyvernstones	to	honor	the	ancient	powers.	*	Services:	Mystical	events	that	allow	adventurers	to	tap	into	the	magical	energies	of	the	site.	**Chapter	4:	Champions	of	Faith**	This	chapter	introduces	prestige	classes,	which	are	advanced	classes	for	characters	in	Dungeons	&	Dragons.	Each	prestige	class	represents	a	different	path
or	tradition	within	the	faith	of	Lolth.	1.	**Arachne**:	A	prestige	class	that	focuses	on	stealth	and	cunning.	2.	**The	Test	of	Lolth**:	A	prestige	class	that	represents	a	test	of	character	and	worthiness.	3.	**Hairy	Spider**:	A	prestige	class	that	focuses	on	survival	and	adaptation.	...and	so	on,	with	each	prestige	class	representing	a	different	aspect	or
tradition	within	the	faith.	**Appendix**	This	section	provides	additional	information	about	feats	in	Dungeons	&	Dragons,	including	descriptions	of	various	feats	such	as	Divine	Might,	Empower	Turning,	and	Lycanthropic	Spell.	The	pantheon	of	deities	in	Faerûn	is	diverse	and	complex,	with	various	gods	revered	in	different	ways	by	people	across	the
land.	Some	have	well-established	churches	with	large	followings,	while	others	are	feared	or	worshipped	in	secret	by	small	cults.	Deity	status	is	not	permanent,	as	many	have	died,	been	reborn,	or	forgotten	over	time.	Despite	their	individual	fates,	all	deities	in	the	world	of	Toril	are	ultimately	subject	to	Ao,	the	Overgod,	who	has	a	significant	influence
on	their	existence.	Note	that	I	condensed	and	simplified	the	original	text	to	focus	on	its	main	ideas	and	themes,	while	maintaining	the	core	information	and	context.	Ao's	influence	on	Toril	is	significant	yet	largely	unknown	by	mortals	due	to	his	role	in	the	Time	of	Troubles	being	overshadowed	by	other	events.	Cults	founded	in	Ao's	name	have	already
begun	to	fade,	and	his	name	is	disappearing	from	written	records.	This	suggests	that	Ao	has	no	desire	for	mortals	to	know	him,	prioritizing	the	individual	portfolios	of	deities	instead.	However,	this	leads	to	endless	conflict	between	followers	of	deities	with	opposing	portfolios,	as	well	as	among	deities	within	the	same	pantheon	due	to	their	unique
portfolios.	The	Overgod	also	decides	which	mortals	ascend	to	divine	status	and	permits	the	worship	of	deities	from	other	worlds	in	Toril.	Deities	can	be	categorized	into	native	and	immigrant	types,	but	this	distinction	holds	little	meaning	for	mortal	races	on	Toril.	Native	deities	arose	during	or	after	the	founding	of	Toril	and	are	only	worshiped	here,
while	immigrant	deities	were	once	worshipped	elsewhere	before	their	followers	arrived	through	portals	or	other	means.	Once	accepted,	immigrant	deities	have	a	local	aspect	independent	of	their	aspects	in	other	worlds.	This	difference	explains	why	certain	native	deities	are	venerated	primarily	by	races	arising	from	primordial	chaos,	such	as	humans
and	dragons,	whereas	immigrant	deities	like	the	Seldarine	are	worshipped	by	elven	cultures	that	arrived	on	Faerûn.	The	grouping	of	deities	into	pantheons	is	also	significant,	with	these	groups	often	tied	to	specific	racial	or	cultural	identities.	However,	a	deity	can	still	have	worshipers	among	another	race	or	culture	if	they	have	a	connection	to	that
group's	pantheon,	albeit	their	cult	stage	usually	doesn't	expand	beyond	this	point	before	the	dominant	pantheon	eliminates	them.	The	blending	of	cultures	and	pantheons	leads	to	a	gradual	merging	of	deities	worshipped	by	these	groups.	In	realms	where	deities	hold	sway,	a	hierarchy	exists	among	demigods	and	greater	beings.	According	to	Ao's
dictate,	one	deity	must	reign	supreme	over	any	given	portfolio.	For	instance,	Tempus	was	war's	deity	in	the	Talfiric	pantheon,	while	Garagos	held	that	position	in	Netheril.	After	their	cultures	merged,	Tempus	triumphed,	relegating	Garagos	to	demigod	status.	Such	conflicts	often	manifest	as	clashes	between	rival	faiths,	with	armies	led	by	churches
battling	for	dominance	where	one's	deity	is	at	stake.	Human	cultures	across	Faerûn	have	intermingled,	leading	to	pantheon	conflict.	Four	human	proto-pantheons	-	the	Netherese,	Talfiric,	Jhaamdathan,	and	Coramshite	-	eventually	merged	into	the	single	Faerûnian	pantheon.	The	collapse	of	the	Untheric	pantheon	is	another	example	of	this	mingling,
with	two	deities	joining	the	Faerûnian	pantheon	while	others	died.	Now,	a	struggle	unfolds	between	the	larger	Faerûnian	pantheon	and	the	smaller	Mulhorandi	pantheon,	each	vying	for	influence	in	Unther.	Theologians	predict	that	all	human	cultures	will	eventually	worship	only	deities	of	the	Faerûnian	pantheon,	an	outcome	met	with	great
trepidation	by	the	Mulhorandi.	As	humanoid	races	intermingle	on	Faerûn,	their	respective	pantheons	remain	largely	separate.	However,	there	are	instances	where	human	deities	like	Gond	have	been	added	to	the	gnome	pantheon	and	Tymora	to	the	halfling	pantheon,	hinting	at	a	possible	future	merging	of	these	pantheons	as	well.	A	byproduct	of	deity
conflict	is	the	steady	supply	of	dead	deities	whose	temples	lie	in	ruin	across	Toril.	While	death	doesn't	necessarily	mark	the	end	of	a	deity's	career,	resurrection	remains	a	possibility,	as	evidenced	by	Bane's	recent	return.	Cults	dedicated	to	resurrecting	lost	deities	appear	throughout	Faerûn,	sometimes	with	divine	backing	and	at	other	times	without.
In	the	guise	of	dead	deities,	certain	individuals	seek	to	expand	their	influence.	Some	examples	include	Amaunator,	Bhaal,	Ibrandul,	Moander,	and	Myrkul,	whose	remnants	still	resonate	within	artifacts	or	relics.	Faiths	in	Faerûn	revolve	around	individual	churches	and	sects	rather	than	the	deities	themselves.	This	distinction	is	crucial,	as	it	determines
how	mortals	interact	with	each	other	and	the	world.	While	deities	guide	their	followers'	beliefs	and	provide	divine	energy,	faiths	shape	mortal	practices.	Exceptions	arise	when	a	small	number	of	mortals	attract	a	deity's	attention,	prompting	an	avatar	manifestation.	Such	events	are	rare	and	often	occur	when	characters	have	risen	to	powerful	high
priest	levels.	Each	faith	has	its	church	or	sect,	comprising	individuals	who	adhere	to	a	specific	deity.	Sects	within	a	faith	may	share	beliefs	or	diverge	significantly.	Clashes	between	rival	lawful	factions	can	be	intense,	as	seen	in	the	Helm	example.	Chaotic	deities'	varied	sectors	across	Faerûn	contribute	to	strife	and	divergence.	Within	a	faith,
hierarchies	can	exist,	as	with	Oghma's	church,	or	there	may	be	no	central	authority,	like	Tempus'.	Regardless,	exceptions	always	arise,	allowing	characters	to	belong	to	sects	that	don't	recognize	the	titular	leader.	The	only	rule	is	that	they	must	stay	within	their	deity's	portfolio	and	core	beliefs	to	maintain	divine	backing.	Sects	can	stray	from	their
deity's	core	beliefs,	losing	divine	support.	Clerics	and	other	spellcasters	may	lose	access	to	divine	abilities	until	they	atone	or	pledge	themselves	to	a	different	deity.	Understanding	the	deity	statistics	is	crucial	in	this	world.	What	defines	gods	as	opposed	to	mortals	is	their	immense	power	and	abilities.	Even	those	without	a	divine	rank	of	zero	are	far
more	capable	than	mortals,	despite	this	significant	difference,	they're	described	in	the	same	terms	as	humans.	They	possess	Hit	Dice,	character	levels,	and	ability	scores	that	surpass	most	mortal	achievements.	The	concept	of	divine	ranks	categorizes	deities	by	their	power,	providing	a	means	to	compare	them.	Here's	a	summary	of	these	rankings:
Entities	with	a	rank	of	zero	are	often	referred	to	as	hero	gods	or	quasi-deities;	they're	immortal,	have	significantly	higher	ability	scores	than	their	species,	and	can't	grant	spells.	They	may	attract	followers	but	are	distinct	from	ordinary	mortals	who	lack	divine	ranks	altogether.	Deities	ranked	1	through	5	are	considered	demigods,	representing	the
weakest	among	genuine	deities;	they	can	grant	spells	and	perform	feats	beyond	mortal	capabilities,	such	as	hearing	distant	sounds	or	influencing	reality	within	their	portfolios.	These	entities	have	devoted	followings	and	control	godly	realms	on	Outer	Planes.	Lesser	deities	(ranked	6	to	10)	are	more	powerful,	granting	spells	and	performing	more
impressive	deeds	than	demigods.	Intermediate	deities	(ranked	11	to	15)	command	larger	followings	and	wield	greater	influence.	Greater	deities	(ranked	16	to	20),	being	extremely	powerful,	rule	over	mortals	like	sovereigns	and	are	respected	by	other	deities.	Entities	beyond	rank	21,	known	as	overdeities,	possess	unimaginable	power;	they	don't
interact	with	mortals,	grant	spells,	or	answer	prayers,	but	may	be	recognized	by	scholars	on	the	Material	Plane.	In	some	belief	systems,	an	overdeity's	consent	is	necessary	for	an	entity	to	become	a	deity.	Most	deities	belong	to	the	outsider	type,	with	20	Hit	Dice,	and	lack	darkvision	unless	specifically	noted	in	their	descriptions;	their	physical
characteristics	vary	widely	among	deities.	Deities	are	classified	based	on	their	outsider	type	and	class,	influencing	their	weapon	proficiencies,	feats,	and	skills.	Additionally,	deities	possess	certain	qualities	depending	on	their	divine	rank,	which	includes	maximum	hit	points,	enhanced	speed,	and	improved	armor	class	due	to	a	divine	energy	field.	Their
base	land	speed	is	determined	by	form	and	size,	with	some	exceptions	having	speeds	faster	or	slower	than	average.	Deities	also	receive	bonuses	to	Armor	Class	from	natural	armor	and	Charisma	scores.	Deities'	attacks	are	based	on	their	Hit	Dice,	type,	and	character	level,	with	a	bonus	to	attack	rolls	equal	to	their	divine	rank.	Greater	deities	(rank	16-
20)	automatically	achieve	the	best	result	possible	on	any	check	or	roll.	Fiend-worshiping	cults,	however,	differ	from	traditional	deity	worship.	These	cults	often	have	few	followers	and	are	unreliable,	but	some	powerful	demons	and	devils	can	establish	a	foothold	in	this	manner,	becoming	deities	themselves.	When	mortals	form	pacts	with	fiends,	they
often	risk	their	souls	being	dragged	down	to	the	Abyss	or	Nine	Hells	under	the	fiend's	control.	The	agreement	typically	includes	a	clause	stating	that	if	the	mortal	fails	to	provide	regular	sacrifices,	the	fiend	may	take	their	soul	back	as	a	price	for	their	earlier	deal.	Despite	this	seeming	disadvantage,	the	fiend	usually	demands	little	from	the	mortal
beyond	these	offerings,	allowing	them	to	live	without	worrying	about	moral	restrictions	or	improper	use	of	granted	powers.	Deity	statistics	include	resistances	to	various	forms	of	energy	and	magic.	Additionally,	deities	have	unique	abilities	known	as	salient	divine	abilities,	which	grant	them	additional	powers	based	on	their	rank.	They	can	also	use
domain	powers	and	spells	granted	by	their	domains	at	will,	with	their	effective	caster	level	being	10	plus	their	divine	rank.	Deities	are	naturally	immortal,	do	not	age	or	require	sustenance,	and	can	only	be	killed	through	exceptional	circumstances.	Those	of	rank	1	or	higher	have	enhanced	senses,	extending	out	to	a	radius	of	one	mile	per	divine	rank.
Furthermore,	deities	can	perceive	everything	within	a	certain	radius	around	themselves,	their	worshipers,	or	sacred	objects	as	a	standard	action,	provided	it	is	not	blocked	by	a	Divine	Shield	or	other	barriers.	Most	deities	are	20	HD	outsiders	with	significant	character	levels,	and	they	gain	class	features	from	all	their	levels	except	for	some	of	the
benefits	conferred	by	character	levels	above	20th.	The	deity's	class	abilities	grant	additional	benefits	at	higher	levels,	including	more	skill	points	and	an	ability	score	point	every	four	levels.	They	also	gain	feats	every	three	levels,	with	improved	attack	and	saving	throw	bonuses	beyond	level	20th.	Deities	can	have	a	maximum	of	four	attacks	derived
from	their	base	attack	bonus,	and	their	saving	throw	bonuses	increase	at	specific	intervals.	Additionally,	deities	can	extend	their	senses	to	remote	locations,	automatically	receiving	sensory	information	until	they	choose	a	new	location	or	the	connection	is	severed.	A	deity	can	block	sensing	abilities	of	other	deities	within	a	certain	radius,	lasting	for	a
duration	based	on	its	divine	rank.	Every	deity	has	limited	knowledge	and	control	over	some	aspect	of	mortal	existence,	known	as	its	portfolio.	Demigods	have	a	limited	sense	of	events	in	their	portfolios	affecting	1,000	people	or	more,	while	lesser	deities	automatically	sense	events	involving	five	hundred	or	more	people.	Intermediate	and	greater
deities	have	enhanced	senses	extending	into	the	past	and	future	for	every	divine	rank	they	possess,	allowing	them	to	know	where	events	are	occurring	but	not	receive	sensory	information	about	them.	Deities	have	various	abilities	that	allow	them	to	interact	with	the	world	in	unique	ways.	One	such	ability	is	remote	sensing,	which	enables	deities	to
perceive	events	as	they	occur.	This	allows	deities	to	take	actions	without	needing	to	make	skill	checks,	as	long	as	the	DC	is	equal	to	or	less	than	a	certain	number	specified	by	the	deity's	description.	Deities	of	rank	1	or	higher	can	create	magic	items	related	to	their	portfolio	without	using	item	creation	feats,	provided	they	possess	all	other
prerequisites.	The	value	and	cost	of	these	items	are	determined	by	the	deity's	divine	rank,	but	the	deity	remains	free	to	engage	in	other	activities	while	working	on	them.	The	presence	of	a	high-ranking	deity	can	have	a	profound	effect	on	mortals	and	lower-ranking	deities,	causing	feelings	of	upliftment	or	unease	depending	on	the	deity's	mood.	This
aura	is	mind-affecting	and	extraordinary,	allowing	beings	to	resist	its	effects	with	successful	Will	saves.	Deities	are	immune	to	the	auras	of	other	deities.	When	multiple	deities'	auras	overlap,	only	the	strongest	aura	functions.	A	high-ranking	deity	can	grant	immunity	to	their	worshipers	or	followers	as	a	free	action,	which	lasts	for	one	day	or	until	they
dismiss	it.	The	affected	beings	remain	within	the	aura's	radius	and	are	subject	to	its	effects,	which	can	include	daze,	fright,	resolve,	or	granting	spells.	Deities	are	capable	of	granting	spells	from	various	spell	lists	to	mortals	who	worship	them.	Deities	with	specific	levels	in	classes	such	as	druid	or	paladin	can	also	provide	access	to	their	respective	spell
lists.	A	deity's	power	to	grant	or	withhold	spells	can	be	used	as	a	free	action,	allowing	the	deity	to	control	when	and	what	spells	are	bestowed	upon	mortals.	Deities	of	rank	1	or	higher	who	have	levels	in	divine	spellcasting	classes	possess	the	ability	to	spontaneously	cast	any	spell	they	can	grant.	This	power	functions	similarly	to	a	cleric's	capacity	for
spontaneous	casting,	but	extends	to	all	spells	that	the	deity	can	provide.	Synergy	bonuses	to	skills	can	be	obtained	by	deities	with	significant	ranks	in	specific	skills,	increasing	the	bonus	for	each	additional	20	ranks	beyond	the	initial	amount.	Communication	is	possible	between	deities	and	mortals	of	their	worship	through	verbal	or	telepathic	means.
Deities	can	converse	with	any	beings	within	one	mile,	and	even	remotely	via	a	divine	rank-based	distance.	The	deity's	voice	can	manifest	in	various	ways	to	convey	messages	to	those	who	are	not	physically	present,	but	these	manifestations	must	be	unique	to	the	deity.	A	realm	under	a	deity's	control	can	be	set	to	any	temperature	normal	for	its	plane	of
existence,	with	scents	and	sounds	tailored	by	the	deity.	Sounds	are	limited	in	intensity	to	what	100	humans	could	produce,	while	temperatures	span	from	-20°F	to	120°F.	A	higher-rank	deity	can	create	intelligible	speech,	and	lesser	deities	must	manually	construct	buildings	or	alter	landscapes	through	magic	or	labor.	Higher-ranking	deities	also
control	astral	links,	planar	portals,	and	can	manipulate	the	environment's	magic	capabilities.	They	can	apply	traits	like	enhanced	or	impeded	magic	to	specific	spells	within	their	realm,	affecting	how	they	are	cast.	Additionally,	higher-ranking	deities	can	transform	terrain	up	to	ten	miles	around	their	realm	into	any	type	found	on	the	Material	Plane,
reflecting	their	control	over	the	area.	When	a	deity	of	rank	1	or	higher	is	not	laboring,	it	can	perform	any	action	within	its	realm	without	limitations.	The	astral	links,	planar	traits,	and	terrain	remain	unchanged	until	the	labor	is	completed.	Teleportation:	Deities	of	rank	1	or	higher	can	use	teleportation	as	a	spell-like	ability	at	will,	with	a	range	equal	to
that	of	a	20th-level	character.	They	can	transport	themselves	and	up	to	100	pounds	of	objects	per	divine	rank.	Additionally,	deities	of	rank	6	or	higher	can	use	plane	shift	as	a	spell-like	ability	at	will,	with	a	range	equal	to	that	of	a	20th-level	character.	They	can	only	transport	themselves	and	up	to	100	pounds	of	objects.	If	the	deity	has	a	familiar,
personal	mount,	or	intelligent	weapon,	it	can	accompany	the	deity	in	any	mode	of	travel	if	touched	by	the	deity.	The	creature's	weight	counts	against	the	deity's	weight	limit.	A	deity	of	rank	1	or	higher	with	levels	as	a	sorcerer	or	wizard	can	freely	spend	large	XP	costs.	They	have	a	safe	cushion	of	around	30,000	XP	that	they	can	use	every	tenday	for
creating	magic	items	and	casting	spells	with	experience	point	costs.	When	a	deity	casts	miracle,	it	simply	draws	from	its	own	divine	power	to	create	the	desired	effect.	It	pays	the	experience	point	cost	with	little	thought,	much	like	using	its	own	divine	energy.	A	deity	of	rank	1	or	higher	can	treat	any	creature	within	a	distance	of	one	mile	per	divine
rank	as	a	familiar.	For	example,	Bane	is	a	10th-level	wizard	of	divine	rank	17	and	can	use	any	raven	within	seventeen	miles	of	his	location	as	a	familiar.	The	animal	gains	the	characteristics	of	a	familiar	of	a	10th-level	wizard.	Portfolio	elements	are	often	sorted	by	importance	for	the	deity,	with	those	who	worship	them	listed	roughly	in	order.
Worshipers,	clerics'	alignments,	domains,	favored	weapons,	descriptive	text,	history/relationships,	dogma,	and	clergy/temples	are	key	aspects	of	a	deity's	presence.	A	cleric	usually	shares	their	deity's	alignment	or	is	one	step	away	from	it	on	the	moral	grid.	Domains	determine	which	spells	a	cleric	can	cast,	while	a	favorite	weapon	is	often	used	by
clerics	and	may	influence	certain	spells.	The	descriptive	text	covers	what	the	deity	looks	like	and	other	general	facts,	including	history/relationships,	dogma,	and	clergy/temples.	A	deity's	game	statistics	are	also	provided	in	a	similar	format	to	other	D&D	creatures,	taking	into	account	various	modifiers.	Divine	immunities	and	introductions	round	out
key	details	about	deities.	Deities'	domains	are	deeply	connected	to	their	portfolio	and	serve	as	the	sum	of	their	power	and	identity.	This	connection	explains	why	deities	can	freely	utilize	domain	powers	and	spells	as	abilities.	A	deity's	description	typically	includes	a	list	of	salient	divine	abilities,	which	are	unique	and	related	to	their	portfolio.	It	also
outlines	the	domain	powers	available	to	them,	though	some	may	be	irrelevant	in	certain	situations.	Additionally,	it	provides	information	on	spell-like	abilities,	including	saving	throw	DCs	for	those	abilities.	If	one	ability	supersedes	another,	only	the	better	one	is	typically	mentioned.	A	deity's	potential	for	spellcasting	classes,	such	as	spells	per	day	and
spells	known,	are	also	documented	if	applicable.	Most	deities	possess	significant	wealth	and	can	carry	various	non-artifact	items;	however,	they	usually	don't	bother	to	do	so	due	to	their	formidable	powers.	Some	may	carry	favorite	items,	often	minor	artifacts	with	caster	levels	of	25th.	The	"Other	Divine	Powers"	section	details	the	deity's	special
abilities	as	a	result	of	its	divine	status.	This	includes	information	on	how	the	deity's	die	rolls	are	affected	by	its	divine	status,	the	effective	range	of	its	senses	(a	number	of	miles	equal	to	its	divine	rank),	and	other	facts	related	to	its	perception	of	events	around	it.	Furthermore,	this	section	may	cover	the	kinds	of	activities	the	deity	can	perform	as	free
actions,	including	create	magic	items	without	needing	an	item	creation	feat.	However,	note	that	creating	such	items	still	requires	time	and	experience	points.	When	calculating	experience	points	for	divine	encounters,	don't	rely	solely	on	a	deity's	Challenge	Rating.	Instead,	consider	the	encounter's	circumstances,	importance	to	the	adventure	and
campaign,	and	actual	outcome.	This	section	provides	general	guidelines,	but	ultimately,	it's	up	to	your	discretion	as	the	DM.	Not	all	divine	interactions	are	challenging;	some,	like	a	cleric	praying	for	spells	or	casting	commune,	are	routine	and	don't	warrant	experience	points.	However,	situations	where	PCs	negotiate	with	a	deity,	thwart	its	plans,	or
escape	its	wrath	deserve	to	be	treated	like	other	encounters.	Assign	Challenge	Ratings	based	on	negotiation	difficulty	(average	party	level	–2	to	+1),	thwarting	the	deity's	plans	(average	party	level	to	three	levels	higher),	and	escaping	divine	wrath	(four	to	seven	levels	above	average	party	level).	A	deity's	relative	power	compared	to	the	party's	level	is
also	crucial,	especially	when	PCs	are	at	odds	with	the	deity.	For	deicide,	award	each	participating	character	their	current	level	times	1,000	experience	points,	which	can	bring	any	character	to	the	next	level.	However,	use	your	discretion	as	the	DM,	considering	factors	like	fantastic	luck	or	unique	circumstances	that	may	impact	the	XP	award.	Given
the	context	of	divine	beings	clashing,	resulting	in	one's	demise,	mere	onlookers	shouldn't	gain	significant	experience	points	or	level	up	solely	based	on	witnessing	the	aftermath.	It	would	be	more	fitting	for	them	to	earn	minimal	XP	if	they	endure	this	harrowing	event,	but	not	advance	a	level	due	to	their	negligible	involvement	in	the	deity's	downfall.


