The Gods of the Sunset Lands & Middle Isles


Being a Treatise on the supernatural and deities of the West.

The conquering Landsmen have carried their own gods and beliefs with them into the Isles, and now onwards towards the Sunset Lands. This has provoked a vicious conflict with many of the native peoples who, having thrown off Ekwesh domination are loath to accept foreign gods over their own.

In addition, the Landsmen pantheon is divided and subdivided again by race and nation creating further friction and conflict. However, it is this very vitality and refusal to submit that has carried the Landsmen nations on their present arc towards conquest and expansion, development and trade.

Whilst the Old Powers are listed below, the worship of the Ice is suppressed in all societies. Its very core belief is one of destroying all physical life, allowing a reign of pure mind. This would return the universe to its state before the coming of living things and allow a pure contemplation of its glories.

The only one of the Old Powers to hold true to their vows to shape the world and step aside was the Mother, the Unnamed, and the Keeper of Storms. Later religions & powers have tended to make no distinction between them however, and her worship is confined to primitive types and peasants.

	Name
	Alignment
	Spheres
	Typical worshippers

	Cor
	
	
	Corvinians, Highmen

	- The Eye
	LN
	Knowledge, law, magic
	Scientists, inquisitors, explorers, magisters

	- The Hand
	LG
	War, strength, destruction
	Warriors, paladins

	- The Heart
	NG
	Healing, good, travel
	Peasants, merchants

	The Brothers
	
	
	Duergar

	Baal
	LN
	Fire, war, knowledge, magic
	Industrialists, military syndics, wizards

	Moloch
	CN
	Earth, luck, strength, trickery
	Mercantile houses, rogues, sorcerers

	The Orcish 
	
	
	Orcs

	Jarl
	LN
	War, luck, strength, sun
	Federates, soldiers, state priests

	The Old One
	CN
	Destruction, Strength, chaos
	Svarts, berserkers

	The Heavenly Court
	
	
	Khitain & converts

	Heavenly Emperor
	LG
	Death, healing, knowledge, law
	Judges, mandarins, noble families, wizards

	Stone Monkey
	CG
	Trickery, luck, travel
	Traders, rogues, free spirits, sorcerers

	T’sang Tshou
	N
	Animal, plant, protection, strength
	Peasants, farmers

	The Meddlers
	
	
	Selentines

	Pallas Athene
	LG
	Air, good, knowledge, law, protection
	Soldiers, city fathers, inventors

	Zaus
	CG
	Chaos, destruction, earth, luck, strength
	Warriors, wrestlers, athletes

	Yanos
	N
	Fire, magic, protection, travel, trickery
	Travellers, artists, merchants, rogues, sorcerers, wizards

	Hecate
	LN
	Death, healing, war, water
	Assassins, votaries, physicians, fighters, necromancers

	Native Gods
	
	
	Native humans & halflings

	Fat man
	LN
	Death, law, magic
	Houduns, necromancers, chiefs

	Thin man
	CN
	War, destruction, strength
	Warriors, cannibal tribes

	Running man
	N
	Healing, protection, water, travel
	Craftsmen, builders, seamen

	The Old Powers
	
	
	Barbarians, Ekwesh, Druids, Ice Worshippers

	The Mother
	N
	Animal, air, earth, fire, plant, water
	Druids, Alfar, rangers, natives, peasants

	Louhi
	LE
	Air, destruction, evil, law, water
	Hidden Clan, subversives, wizards

	Baba Yaha
	CE
	Evil, chaos, destruction, trickery, war
	Berserks, Henninga, nihilists

	Tauonehtar
	NE
	Magic, death, earth, evil, knowledge
	Necromancers, death seekers


Cor - The Tripartite God

When first the Ice forced the Cor people on their great migration, Cor stood fast between them and the Old Ones giving them time to flee. For this, the Old Powers tore him apart, and cast the pieces into the oceans and across the world.

The strength of his love for his people meant that they could not be sundered for long. Although he is not whole, over the millennia his sacrifice has imbued his priesthood with mighty powers. 

The Eye watches over them, making sure justice is done, Ice worshippers are rooted out and knowledge is saved and not lost. Priests of the Eye often use whips in combat.

The Hand helps his people to conquer or to fight off others; his priesthood is that of noble warriors and paladins, his weapon the bastard sword. Honour, code and loyalty are the watchwords of the Hand.

The Heart protects and nurtures the people of Cor, ensuring bountiful harvests and good health. Growth, fertility and prosperity are the Hearts domain but do not mistake gentleness for cowardliness. Priests of the Heart favour flails when they must spill blood to protect their flocks from the wolf.

Although not as powerful within the Kingdom as they were, the priests of Cor still enjoy considerable respect and a place for the Hierophant of each branch on the Kings Council. Within the Commune this worship is discouraged, although not suppressed, and science and industry rule instead. In the Middle Isles several crusading priests of each branch have set up churches to minister to their expanding colonies, ensure their defence, security and prosperity, and also to convert the natives.

The Brothers – Twin Gods of Duerham

The Brothers are the two twin gods, formed from the clay of the earth when riven by fire from its depths. They moulded the Duergar in their own image as sturdy, tough warriors and craftsmen. Baal believes in measured progress, a rule of law and stable development. His motto is ‘a place for everything, everything in its place’. Moloch believes in doing things now, grab the future and charge headlong. His motto is ‘we’ll sort it out later, just get it done now’.

Although not overtly religious this twin spirit has driven the Duergar to their present industry and heights. They have no separate priesthood or cathedrals outside of Duerham, rather, each clan worships quietly and privately amongst themselves.

Priests of Baal favour hammers of various sorts, representing the industry and innovation of the Duergar, whilst those of Moloch prefer axes, representing the ferocity and strength of the Duergar.

The Orcish

Before they became ‘civilised’, the Orcs only revered one god. They called him the Old One, and gloried in his brute strength and power. Although not evil, and opposed to the Ice in all ways, the Old One was chaotic and untameable – a serious block on the way to becoming a modern, developed state. His very independent, ‘every Orc for it’s self’ mentality meant no overall unity could be achieved no matter how unconquerable the Orcs were. Those who worship him favour great axes for their raw power.

Jarl is the deification of the Orcish drive for discipline and application. He is reputed to be the personification of Svipdarg, first great Jarl of the Orcish Federation, the political body that ties the clans and tribes together as one. He prizes discipline and the application of strategy in all things. His followers also say he helps those who help themselves with a little bit of luck when it’s needed. His spheres include the Sun, which shows his majesty. His weapon is the great sword, favoured especially by the ‘short hafts men’ who form the core of every Orcish pike block as picked troops.

The Heavenly Court

The Khitain pantheon is vast, and claims dominion over all other gods. This is hotly disputed by the other gods & their priests, and is a point of major friction against the Khitain hegemony. 

The Heavenly Emperor himself is deified upon death and becomes Father of All Gods, Ruler of the Heavens, joining with his fathers and forefathers in unbroken chain. He stands between his subjects and the unknown, making laws and passing judgement to protect his people. He wields the power of life and death.

Stone Monkey was hatched by lightning from the stone egg of thought and represents all that is free and unbridled within the world. His heart is as big as his head though, and he always strives to make peoples lot better. He specializes in bringing down to size the arrogant and making sure the innocent prevail. His weapon is the humble staff.

T’sang Tshou is the husband of the Mother, and is the Eternal Peasant. His followers just pick themselves up, and keep on going no matter what may occur. He is phlegmatic and dour, but takes great joy in the growth and life of all beings and things.

Beneath these three gods are a host of others, the generals of Heavens army, the tillers of Blessed soil, the traders of Spirit wine and bringers of the Gods words to man. 

The Meddlers

The Selentine irreverence is shown in their name for their pantheon. They see the gods as overgrown mortals, forever meddling with the world around them, curious and indifferent by turns.  

The Father of Gods is Zaus, a randy and chaotic old goat who is constantly seducing women & spawning a host of demi-gods on them. He enjoys a good fight, a hearty meal and a lot of wine to drink. He rewards the brave at heart & the strong who use their power to benefit others. His priests are often bare-knuckle brawlers, skilled in unarmed combat.

Pallas Athene sprang from Zaus brow after a particular heavy week on Mons Ilympus. Her priests say she is the child of all Zaus thought, and that is why he is not the cleverest of Gods – Pallas Athene is gifted with his intelligence, as well as her own! She is the mother of invention, the founder of cities and the giver of Law to man. Spear and shield form her priest’s armament, in the fashion of the hoplite of old.

Yanos is an old god, made responsible by the Old Powers for guarding the secrets of the Universe from man. He took pity on the poor beast however, and stole for them fire, blowing it into their mouths whilst they slept. From this, man created magic and industry and spread across the world as a thinking being. The Old Powers cursed Yanos for his treachery and he is eternally damned to wander, the patron of travellers, merchants, artists and magicians. 

Hecate is the Chooser of the Slain, the Crow and the unalterable fate that lies in front of all that live. She holds the key to the gates of death in her mailed fist and is worshipped by soldiers, physicians and assassins. A beautiful young woman in archaic black and silver plate armed with a shimmering long sword, she is no regarder of earthly station and all must sail her river when their time comes.

Native Gods

When the Mother first gave birth to the world, she was exhausted. Soon though, she was pregnant again, and then birthed triplets. These three brothers looked around them and saw the world. The first began eating and eating, killing the game and plucking the fruit to learn their secrets. The Mother slapped him, and he learnt restraint and his name. He is Fat man, who is always full – death is his kingdom, law is his word and magic his to teach.

The second saw Fat man eating, and tried to grab what he could from around him. He provoked the animals around him into violence and fought against Fat man and the Mother. She slapped him, and he learnt his name. He was thin man, always hungry and avaricious, ready to take whatever he wants.

Seeing this happening, the third brother ran off. The Mother couldn’t catch him as she had to repair the damage caused by his brothers, whilst Fat man was too slow and Thin man saw no profit in it. The Running man made his own name and is the ancestor of all men, tied to nowhere and always surviving on his own wits.

The Old Powers

The first comers to the world saw it as a blank slate, a ball of rock and ice. They were charged to mould it and make it safe for the life to come. The Mother was then to bring this life into the world and set it free.

However, once their task was done the Old Powers did not wish to leave. They clung on, claiming that the new world was wrong and must be returned to a realm of pure thought without the impediment of flesh. The Mother did not agree, and rather than let her charge loose as she should have, tried to lock it within her own image.

The other powers, and the first men, fought against this and wrested domination away. Now, the Ice cults are suppressed and the Old Powers work in the shadows to corrupt and subvert the will of man. They dismembered Cor between them and propped up the Kuftian sorcerer priests until they were through with them, their whispers shattered the Llios Alfar and plunged innumerable lands into turmoil. 

The Mother stepped away from this, and her worshippers were driven into the wilderness or tamed under the gods of soil and husbandry. Now she is worshipped only by the Alfar in their blood soaked forest groves, or by scattered druids and wilds men at the edges of civilisation.

Louhi is the most dangerous of the Old Powers as she works from within, using the agents of law and reason to break the kings of men. She is fair as can be, a great tempter who can always find a reason to justify an evil act. Her followers do not care about petty morality because they are the arbiters of it.

Baba Yaha is Louhis opposite. She is the most dangerous of the Old Powers, as she has no restraint. She glories in the slaughter, in chaos, in trickery. Her followers are berserks, hedonists and demand whatever they desire now. They do not care about petty morality because it limits them. The morning star is her weapon of choice.

Tauonehtar is the husband of Louhi, and the Father of the Dead. He is the fate of all things, without mercy. All must pass through his hands. He is the most dangerous of the Old Powers because he learns all from the dead and knows the secrets of the earth. His followers do not care about petty morality because it is beneath them.
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