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What is the Mythos series? 
 
The Mythos series provides Storytellers and Game Masters with fully realized deities that can be quickly added to 

an existing campaign setting. Each supplement in the series is designed to be detailed enough to enrich the roleplaying 
experience while flexible enough to use as-is or with only minor tweaks required. The Mythos series is a world 
building tool to help storytellers add more layers to their campaigns and give players more roleplaying options. 
Though originally designed for 3.5/OGL games, the background information presented can be used in any fantasy 
setting. Entities presented in the series can be used individually to expand an existing pantheon or collectively to 
develop a pantheon unique to your game. 

 
About Gods of the Dead 
The four deities presented here first appeared in the dark fantasy novel The Doom Guardian and are mentioned 

again in the sequel Blood Debts.  However, they can be used independently of the setting of the Chronicles of Cambrea 
series. The background information presented here is written to work independent from the novel series, and no 
familiarity with the novels is required to use this supplement. 

Vagruth and Nadru are represented twice in this supplement. Both of their positions in the divine hierarchy 
changed dramatically after the events of the Great Reckoning, in which the two fought a Civil War for control over 
the realm of the dead. GMs should use the versions that best suit the nature of the campaign they wish to run. 
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The Sins of the Father... 

 

For too long Vagruth reigned 
unchecked. Perhaps it was 
true that the gods did not 
care what happened to the 
corpses of the dead.  Perhaps 
it was true that the gods 
simply were too far away, or 
that they did not possess the 
strength to look down into 
Vagruth's Pit and bear 
witness to his defilement of 
the dead. While people 
continued to pay lip service to 
their officially chosen gods, all 
secretly prayed in fear to 
Vagruth that he would not 
return them to the world as 
some cannibalistic corpse or 
blood-thirsty fiend.  The 
Necromancers extracted 
blasphemous offerings from 
the populous, promising not 
to allow their loved ones to be 
used in horrible experiments 
or transformed into mindless 
animated corpses.  But in the 
end, a king's ransom in gold 
would not sate the perverse 
desires of the Necromancers, 
and their promises were 
empty. 

 

Mankallis, the Crypt Keeper 

Vagruth, as God of the Dead 
Greater Deity  
(Other Names: Lord of the Dead)  
Align: LE 
Symbol: A Skull 
Portfolio: The Dead, Undead, Judgment 
Domains: Law, Evil, Death 
Favored Weapon: Soul Reaper (Scythe) 

 
Vagruth, long the unfettered ruler of the dead, sought to tum the whole world 

into an undead state in order to solidify his power and making himself the supreme 
deity of the pantheon. The nature of the divine politics prevented the other gods 
from actively opposing him, so long as he functioned within the technical confines 
of the rules set forth by the Supreme God. But the letter of the law and the 
spirit of the law were often two different things; and Vagruth mastered the 
means of staying within the letter of the law while completely ignoring the spirit 
of it. 

 
The Church: The Church of Vagruth is responsible for the handling of the 

dead.  They oversee the funeral rites, operate the cemeteries, and allegedly comfort 
the grieving.  They also use the bodies left in their care for their own terrible 
experiments, and create all manner of undead creatures to serve them.  The goal 
of any cleric of Vagruth is to join the Council of Necromancers and become an 
undead (usually a vampire or lich). 

Vagruth's church follows a strict hierarchy.  The high priest of the church is 
granted the title of the Death's  Head, and is served by the Counselors who sit on 
the Council of Necromancers.  Each Counselor is assigned a nation or City-State 
to oversee. The Counselor then divides the area into domains and assigns an 
Administrator to each domain. Each Administrator further divides his domain 
into fiefs, and assigns a Watchman to each.  The Watchmen appoint the Deacons 
of each Temple in their fiefs. 

Clerics pray for spells at midnight.  The Church does not recognize any High 
Holy Days; such celebrations a r e  seen as a celebration of the illusion of happiness 
in life. 

 
Dogma: Life can only be sustained by death.  For one thing to live, 

something else must die. Death is therefore the ultimate natural state of all 
things. And Undeath is the divine gift reserved for those who have proven they 
are worthy to be saved from the cycle of life. 

 
How followers are perceived:  Known simply as The Necromancers, 

commoners and kings alike are slow to question them out of fear of offending 
Vagruth. In remote areas without the influence of more benign deities, the 
Necromancers often run unchecked.  In areas where the followers of other gods 
have a strong presence, the Necromancers ply their trade in more subtle ways to 
not raise suspicion. 
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The Defiance of a Son... 

Vagruth, often too busy to handle 
the mundane tasks of his office 
due to his constant plotting, 
divided such chores to his sons. 
Gradum, the Harvester, was 
charged with going forth through 
the world and ensuring that those 
about to die did so quickly to 
prevent the followers of other 
deities from healing the wounded 
and sick and staving off death. 
Shavo, the Hunter, was charged 
with tracking down those who had 
cheated death by being resurrected.  
Nadru, the Ferryman, was 
charged with taking the spirits of 
the dead and making sure they 
ended up where they were supposed 
to be. 

Perhaps it was because he was so 
intimate with the souls of the dead. 
Perhaps it was because he had 
witnessed the glorious joy of a soul 
being united with its patron god.  
Perhaps it was simply that there 
was some small ounce of 
compassion in this Vagruth's 
first-born son.  But Nadru began 
to grow weary of his father's vile 
plots.  The Ferryman began to pay 
more attention and noticed how his 
father sometimes stole the souls of 
other gods' followers for his own 
purposes. And so he confronted his 
father about his crimes, and thus 
began the fissure that would not 
only divide them, but also almost 
destroy the world. 

 

Mankallis, the Crypt Keeper 

Gradum 
Lesser Deity 
(Other names: The Harvester) 
Align: NE  
Symbol: a scythe 
Portfolio: those about to die 
Domains: Trickery, Death 
Favored Weapon: Harvester (a scythe) 

 
Gradum is a sullen, grim god who ensures that those who are supposed to 

die do, in fact, die. He patrols battlegrounds, hospitals, and other places where 
sickness and injury are prevalent. While he never interferes with mundane healing 
attempts, he views divine healing as an attempt by other gods to cheat Vagruth 
out of what belongs to him. As such, he will attempt to finish off the dying 
before clerics can perform any healing or restorative spells. 

 
The Church:  Gradum's worship is small, and is more a cult within the 

greater church of Vagruth than a church in and of itself. His followers prowl 
battlefields and hospitals, often in the disguise of field doctors or nurses so as not 
to raise suspicion as to their true purpose. 

Clerics pray for spells at dusk. They recognize no High Holy Days, though 
local sects may hold subdued observances of important battles or plagues that 
passed through the area. 

 
Dogma: Do not seek to avoid the end through unnatural means. Use any 

honest means to protect a life, but to artificially lengthen life through divine magic is 
an affront to the natural order. It should not be the place of gods to pick and 
choose who shall live and who shall die.  Such decisions should be left to fate. 

 
How followers are perceived: Gradum's followers actively oppose the 

clerics of other gods, and as such have earned a great deal of scorn.  Many 
view them as a pact of murderers, and when caught following Gradum's doctrine 
many have been tried and convicted as such. Vagruth's Church rarely interferes in 
such cases, as being caught in the act is considered sloppy, and therefore the 
follower gets what he deserves. 

In a post-Great Reckoning setting, Gradum's worship has been repackaged as 
showing compassion for those in pain. While Gradum's alignment has not 
changed, his worshippers have managed to strike a chord with the poor and 
underprivileged, which see divine healing as a privilege of the wealthy. Because it 
is not uncommon for those who cannot afford divine healing to suffer slow, 
agonizing deaths from wounds or disease, Gradum's church has attracted a number 
of neutral and even good aligned "mercy killers" who honestly believe they are 
acting in the greater good by ending the lives of those who are suffering. Such 
clerics do gain access to spells, as Gradum is quick to grant divine spells to any who 
further his work. 

In fact, Gradum's cult has quietly thrived in the post-Great Reckoning world, 
due in part to its support on mundane healing methods.  Gradum's clerics are 
often expert herbalists and homeopaths, and offer such services at low prices to the 
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commoners. Such mundane practices are effective against lesser illnesses, poisons, and diseases. When treating a 
patient with severe illnesses or injuries, after caring for a sick patient for a certain amount of time to earn the family's 
trust, the cleric can safely recommend ending the patient's life to end their suffering. 

Nadru, as the Ferryman 
Lesser Deity 
(Other names: The Ferryman)  
Align: LN 
Symbol:  a ferryboat 
Portfolio: spirits of the dead  
Domains: Law, Death, and Protection  
Favored Weapon: Remo (a polearm) 

 
Vagruth's eldest son, Nadru, was charged with ensuring that the souls of the dead were delivered to their 

appropriate final destinations.  Nadru ferried the dead down the River Styx and delivered them to their various 
destinations.  Unlike his father or brothers, Nadru often had congenial contact with the other gods, and developed a 
respect for them.  While indifferent to the emotional state of those he transported, he often would pass the time 
between trips by engaging the spirits in conversation to learn more about their world.  His willingness to talk 
comforted the spirits, who felt safe that he would deliver them to their gods. 

 
The Church: Nadru's worship is considered a sect within Vagruth's Church. His followers are often the ones 

who visit with the grieving families of the dead to comfort them and they perform the Last Rites over those about 
to die.  Like Gradum's worshippers, Nadru's clerics have no qualms about ending the life of someone dying a slow, 
painful death. However, they will never interfere with a divine spell caster’s attempt to heal someone dying, as they 
do not get involved in matters between other gods and their followers. 

Nadru's clerics pray for spells just before dawn. They recognize no High Holy Days, though they are often 
invited to participate in local observances of fallen heroes or battles. 

 
Dogma: Death is part of the natural cycle. Those who have been honest with their gods shall receive their final 

reward in the afterlife. Death is simply a doorway to a new existence, and should not be feared. 
 
How followers are perceived: Nadru's clerics are often the "face" of the greater Church of Vagruth, because 

they sincerely wish to comfort the grieving and are capable of interacting with the followers of other gods 
without trouble. In the pre-Great Reckoning setting, Nadru's followers are often in the dark about a great many 
activities the Necromancers engage in.  While they are aware of what is done with the corpses of the dead, they have 
no idea the Necromancers are also stealing souls. 

Shavo 
Lesser Deity 
(Other names: The Hunter of the Dead)  
Align: CE 
Symbol:  a heart pierced with a spear 
Portfolio: retrieval of those who cheated death, assassins 
Domains: Chaos, Death, Trickery 
Favored Weapon: Spear of Malice 
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