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Welcome to the 
World of Prime 
There is one place where all the races of the 
universe come together. They come as travelers, 
adventurers, pilgrims, merchants, raiders, and 
conquerors. They come alone, or with friends; in 
small groups, entire military campaigns, or even 
hordes of colonists to found cities and nations. 
They come by accident or careful planning, 
driven by greed or glory or simple desire to be 
at the center of all things. By chance or purpose 
they decide the fates of kingdoms, peoples, 
worlds, ultimately even the entire universe. 
Heroes and scholars, villains and monsters, they 
all come to the same place, for the same thing. 

Their destination is Prime, and their goal is tael. 

Tael 
What is tael, and where did it come from? Some 
say the gods made tael; others, that tael made 
the gods. A more immediate answer is that tael 
is a purple substance, indestructible and almost 
weightless, that collects in the brains of sentient 
creatures. Another answer is that tael is the 
source of all mystical power, and is found only 
on Prime. 

But to understand the answers, we must go back 
to the beginning. 

At some point in the primordial past, someone 
or something discovered that if you consume 
enough tael, something wonderful happens. 

You gain another life. 

If you double the tael in your head, you double 
your soul. Wounds that kill an ordinary man are 
healed, instantly. Only after your foe has slain 
your added life can he touch your real life. If 
you double your tael again, you gain a third life. 
And again... 

Because only a fraction of the tael is harvested 
from the dead, many must die for one to become 
doubled. Doubling the cost at every step meant 
doubling the deaths – but having extra lives 
gave the strength to deal out death in staggering 
quantity. Those who grew fat on souls required 
ever more souls for their next advance, but had 
ever more power to get it. Then more uses for 
extra souls were devised: magic and other 
abilities that no mere flesh-and-blood creature 
could ever hope to match. 

So the cycle of death and promotion took hold, 
sinking its claws deep into the world, becoming 
such a part and parcel of life that it was simply 
“the way.” Everyone and everything devoted 
themselves to gaining souls and increasing 
heights of power. Even godhood became a state 
that mortals could aspire to, if their ambition 
were great enough, if their thirst for souls were 
such that they could consume the lives of 
millions and not gag on the feast of blood. 
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Class and Rank 
The original use of tael was simple and 
straightforward: the increased vitality of an 
extra life. But soon enough better ways were 
discovered to channel and structure the tael in 
your head to a more specific purpose. 

The methods for manipulating the effects of tael 
are called Classes. Different levels of 
achievement in each class are called Ranks. Each 
class has a particular approach to its use of 
power, and each rank gained in that class yields 
new levels of power. Some classes are better 
than others; in particular, the originally 
developed classes are considered weaker, and 
those who have a choice tend to avoid them. 

But not everyone has a choice. To gain the first 
rank in a class requires at least one unit of tael 
freely given by a member of that class. In 
addition, some classes require specialized 
knowledge. These secrets are carefully guarded 
by those who possess them. No one wishes to 
dilute the power of their class by spreading it 
willy-nilly to every Thomas, Richard, and 
Harold. Thus, even the less effective classes can 
still be found on Prime, among poor people or 
primitive societies. 

The classes are grouped by their order of 
discovery. They also display a growing shift 
from the enhancement of personal ability, 
through the control of external world, and 
finally to the manipulation of entire societies 
(usually through the mechanism of a religion). 

Primitive 
Commoner 

The most primitive class, the Commoner class, is 
the simplest addition of an ordinary life force. It 
grants a minor increase in prowess and skill in 
addition to extra vitality. 

The Commoner is not an efficient class, and 
cannot compare with any more developed class 
on a one-for-one basis. However, it is available 
to anyone (or anything) with raw tael, which 
accounts for its continued use in extremely 
primitive or isolated societies. 

Warrior 

An improvement over the Commoner, the 
Warrior is still direct and simple-minded: 
destroy the enemy now, through sheer 
firepower and fighting prowess. It is perhaps 
the most common class on Prime, both because 
of its utility and because it requires very little 
special knowledge to apply effectively. 

Adept 

The Adept is the first of the magic-using classes, 
and like the Warrior, inept at competing with 
advanced classes on an equal basis. It survives 
chiefly because of its wide distribution, and the 
fact that it provides healing without requiring a 
god to act as an intermediary. Adepts 
occasionally venerate demons, rocks, rivers, or 
other random entities, but this is either a scam to 
fool their fellow tribesmen or self-delusion, since 
the power of the Adept comes entirely from his 
own tael. Although their magic is weak, it is at 
least plentiful. 

Most adepts have a body of lore associated with 
their class, but the majority of that lore is merely 
superstition. Adept magic is intuitive and 
innate, gained by practice and willpower instead 
of study or instruction. 

Like all magic-using classes, the individual’s 
personal aptitude affects how effective their 
magic can be. 

Wild 
The Wild classes are the next stage of 
development. Although these classes are less 
specialized than the Civilized classes, they are 
not necessarily weaker. They are easier to 
maintain in chaotic conditions, however. Thus, 
small or disorderly societies will find them more 
reliable. 

The Elves claim to have invented the Sorcerer, 
Druid, and Ranger classes, and all Elves are 
from these classes, for traditional and strategic 
reasons. 
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Sorcerer 

The first purely externally focused class, 
sorcerers work by intuition and feeling. They are 
not as flexible as the Wizard, but they are by no 
means inferior in combat potential, and they 
don’t need books and materials to work their 
magic. 

Their powers are innate and intuitive, like the 
Adepts. Thus, non-technological, illiterate, or 
unsophisticated spell-casters invariably prefer 
the Sorcerer class. 

Druid 

The first social class, it is unique in that it does 
not require a god. Instead, it requires dedication 
to the natural cycle of life. Druids, in effect, 
worship and serve the entire world of Prime 
rather than an individual god. Their allegiance is 
first to the life of the planet, and only second to 
the lives of their kin and community. 

Because it is so effective at surviving in 
primitive conditions, and because it is so 
ancient, this class can be found everywhere on 
Prime and among all races. This provides no 
special fellowship: druids of different races, or 
even merely different tribes, have no particular 
compunction about killing each other when 
deemed necessary. 

Ranger 

This class is a combat profession, but it focuses 
more on skills than on raw power. In a one-on-
one duel with any other combat class (like 
Barbarian or Fighter), it is slightly 
disadvantaged, but in a more realistic 
battlefield, where ambushes and logistics 
matter, it is possibly superior. 

Rangers also gain access to a small number of 
spells, presaging the various specialized classes 
that attempt to enhance combat effectiveness 
with magic. Their requirement for special 
knowledge and training suggests the Elves had 
learned their lesson about keeping secrets by the 
time they got around to creating the Rangers. 
However, the class is so old and well established 
that it can be found even among the most 
monstrous of races. 

Barbarian 

Despite its early origin, it is not to be 
underestimated. Although not as flexible or 
efficient at exploiting technological 
augmentation as its Civilized counterpart the 
Fighter, it is still quite capable of holding its 
own.  

This class remains the most effective 
enhancement of vitality ever discovered. As 
such, it is quite popular. 

Bard 

An early attempt at a class designed to maintain 
a society. It is not as effective in that role as a 
Cleric, but it is better suited to a fluid social 
structure than the rigidity of an organized 
religion. Some less sophisticated societies choose 
their rulers from the ranks of their Bards. 

Civilized 
These are the backbone of virtually all advanced 
civilizations (except for the Elves), although they 
are not necessarily superior to the Wild classes. 

Fighter 

A powerful combat class, carefully designed to 
maximize the fighting power of a single 
individual armed and armored to the best of his 
society’s technological ability. 

Direct and effective, it is one of the most 
common classes on Prime (with Warriors and 
Barbarians).  

There is little specialized knowledge for this 
class, other than ordinary training in weapons 
and exercise. Also, there is no requirement for 
excellence. Although a strong Fighter is better 
than a weak Fighter, the weak Fighter is not 
crippled – unlike a stupid Wizard or a self-
indulgent Cleric, who will find themselves 
unable to reach the pinnacle of their abilities. For 
this reason, and because they are so hard to 
assassinate, hereditary rulers like kings and 
emperors are often Fighters. 
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Wizard 

A more rational approach to 
magic than the Sorcerer, this 
class is both flexible and 
brittle: flexible, in that they 
have a staggering array of 
powers and abilities that achieve 
many surprising results; brittle, 
in that they invariably require 
time and materials to prepare. 
Catch a Wizard napping, and 
you’ve caught a Wizard. The most 
intellectually demanding class, 
Wizards are rare, but they are 
rightfully feared as the artillery 
of Prime: if you sit still long 
enough, the Wizard will figure 
out a way to kill you. 

Cleric 

The heart of a cohesive society, the 
Cleric provides healing, medicine, 
judgment, and most importantly, 
revival of the dead. In many ways, 
the strength of a society can be 
measured by the rank of its highest Cleric. 

Clerics are powerful in their own right, but they 
are most powerful as augmenters of other 
classes. An army of Fighters backed by a few 
Clerics can destroy twice or more of its number 
in pure Fighters. When it comes to settling social 
issues and supporting large administrations, the 
Cleric is unequaled. 

Clerical spells require dedication and 
faithfulness, but not intelligence or skill. Thus 
they are slightly easier to train than Wizards, 
even though they wield magical power that is in 
many ways equal to the power of wizardry. 

The greatest restriction of the Cleric class is that 
it requires a god as an intermediary. This is not 
generally viewed as a disadvantage by Clerics. 
An alliance with a super-being is not to be 
underrated, despite the rules and traditions 
preventing direct intervention by deities. 
However, it takes a special kind of person, with 
considerable willpower and self-determination, 
to pledge to never change their views on ethics 
for the rest of their lives. 

Clerics do not necessarily worship one of 
the six Elder Gods. Usually they 

worship an intermediary divine being, as 
the Elders tend to be quite remote and 
unapproachable. Clerics obviously 
share common interests with other 
Clerics of the same god, and to a 
lesser extent those who worship a 
member of the same pantheon or 
even just the same alignment. But 
alignment dictates cooperation 
more than religion does – evil 
Clerics have no moral compunction 
against backstabbing their fellows 
for advancement and gain, and 
their gods will respect their 
ambition as long as it’s not 
blatantly in the worst interest of 
the god’s cause. 

Rogue 

The Rogue class is focused on 
using tael to enhance skills, which 

might be considered cheating by 
anyone who lacks supernatural 

augmentation or simply values hard 
work and discipline. The class also steals 
various abilities from other classes, primarily the 
ability to operate magical devices. They also 
specialize in various ways to defeat the defenses 
provided by tael, using poisons (both mundane 
and magical) and special maneuvers. But the 
most important ability of the Rogue lies in 
politics. 

On Prime, moral stages of development are 
measurable and taken as political statements. 
The chief advantage of the Rogue class is that 
they have found a way to fake a moral 
alignment, thus passing magical inspections and 
mundane interrogations. By adopting a false 
persona whose surface thoughts are of the target 
alignment, the rogue can disguise his true 
motivations. This ability carries a serious risk, 
however: occasionally the rogue does such a 
good job of faking it that he talks himself into 
actually changing his alignment on a permanent 
basis. 

While this class is a recent development and 
requires a considerable store of secret 
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knowledge, it is well distributed amongst 
civilized societies. It is the lazy man’s way to 
power: why learn magic when you can just steal 
it? Why learn sword-fighting when you can 
sneak-attack for twice the effect with half the 
effort? Naturally, such an approach has its share 
of adherents. 

Specialized 
Creating a new class – charging that original 
first unit of tael – is a phenomenally expensive 
undertaking, consuming staggering amounts of 
tael. Only large and wealthy societies will be 
capable of such an act. Most people get by with 
the established classes. 

However, there are number of specialized 
classes that have been created over the eons. 
Many of these are restricted to specific races; 
some of them have extensive prerequisites such 
as a certain number of ranks in existing classes, 
ability scores, alignments; or they may even be 
restricted to certain locales. 

None of those specialized classes are 
widespread enough to be detailed here. 
However, the wise adventurer will be aware 
that you can never be certain what powers or 
weaknesses unknown foes might possess. 

Apprentice Grades 
Most classes have an “Apprentice” schedule, 
consisting of four minor grades of enhancement 
before becoming a full-ranked member of the 
class. This is useful for training new members. 
Probably the single most common apprentice-
ship is to the Fighter/Warrior class, since the 
addition of even a minor amount of vitality is 
worth almost any price to a soldier. 

There are also “Craft” grades, which grant a 
supernatural bonus to the practice of a specific 
craft and a small magical ability that enhances 
the craft. These are like Apprentice grades, but 
they stop at the 4th grade and cannot progress to 
professional class. A Master Smith on Prime has 
abilities undreamed of by ordinary smiths. 
These abilities are necessary to produce the fine 
goods that high-ranked people (particularly 
Fighters) desire. 

Most civilized societies will have a 
significant number of Craft-ranks. 
Wild societies will have fewer, 
perhaps only blacksmiths. 
Primitive societies have no use 
for craft skills. 

Monstrous 
Transformations 
Another use of tael is to increase the natural 
aspects of a creature. Usually this is an increase 
in bulk: feed a scorpion enough tael and it will 
become a monster the size of a horse, with 
appropriate strength, vitality, and viciousness. 

There are also specialized classes that animals 
can be transformed into, such as transforming a 
horse into a unicorn. Again, one has to have tael 
flavored to that template, which can be 
problematic in many cases. 

And then there are the creatures that are simply 
creations of raw magic, like golems and 
zombies. Imagine creating some hideous 
creature from pure nightmare, adding an 
arsenal of magical abilities, and then increasing 
it in size and power several orders of 
magnitude. If the prospect of being ambushed 
by such an abomination frightens you, you 
probably shouldn’t be an adventurer. 

Multiple Classes 
There is no particular prohibition on taking 
classes of different kinds. However, it is vastly 
more common to take the same class again and 
again each time you gain a new rank, usually for 
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the same reason you took the class in the first 
place. 

The abilities of each class tend to reinforce 
themselves as you add rank after rank of the 
same class. This is particularly true of the magic-
using classes, where access to ever-more 
sophisticated magic comes with every other 
rank. For this reason, magic-users rarely take 
any class except their own. 

Other classes, however, will often mix and 
match depending on what abilities they are 
interested in. What Rogue wouldn’t want a few 
souls as absurdly healthy as the Fighter class 
attached to them? And Fighters will sometimes 
take a rank or two of magic, particularly the 
Cleric class after they’ve gotten tired of waiting 
for their local priest to get around to healing 
them. 

Heroes and Saints 

As individuals gain ranks, they become less and 
less like human beings, and more and more like 
forces of nature. At 5th rank a Cleric can heal 
virtually all diseases, although he can only heal 
a few people each day. At 9th rank, a Cleric can 

restore life to a corpse (as long as the 
corpse is fully intact and relatively fresh). 

At 13th rank, a Cleric can bring the 
dead back with 
nothing more than a 

fingernail to work with. 

Wizards receive equally impressive powers, 
bending time and space in useful and 
destructive ways. Fighters and other personal 
classes gain so much vitality that they can 
literally walk away from a train-wreck... even if 
they were what the train wrecked on. 

The advancement of ranks creates a hierarchy of 
nobility that is unbreakable. Aristocrats on Earth 
merely had money, training, equipment, and 
organization, and they managed to rule most of 
the planet for most of history. Imagine them 
with actual superpowers – knights who not only 
have thick armor, but have to be killed multiple 
times before they die. What chance does a 
peasant revolution have? 

The answer is “None.” And even if they did 
succeed, who would kill the dragons and other 
creatures of legend that prey on men by night 
and day? Rule by a handful of privileged 
aristocrats is simply the way of life on Prime, an 
inescapable result of the concentration of power. 
Heroes and saints are not merely legends; they 
are the engines of entire societies. 

Gods and Demigods 

Ordinary mortals can only acquire twenty ranks. 
After that, one begins traveling the path of the 
gods (who themselves can never be greater than 
twenty-fifth rank). The amount of tael required 
to achieve this status is staggering: an individual 
would have to consume almost 17,000,000 
ordinary souls to reach 20th rank. And the same 
again to become the first rank of demigod. 

To do a thing such as this, one must either be 
insanely wicked, or have a really, really 

good reason. 
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Theology 
No discussion of Prime can avoid theology. 
Merely holding a particular view of morality 
aligns you with the interests and goals of an 
Elder god, and possibly a host of other lesser 
gods. Whether you show obeisance to those 
gods or not, their enemies will be your enemies. 
This is not just because your methods and 
values are similar, but also because your 
alignment is presumed to indicate how you will 
choose in the Great Debate. 

The Great Debate 
At some unspecified point in the future, all 
sentient creatures will cast a vote to determine 
the fate of the universe. The ballot will be 
between ending the universe early or late. 

If the majority vote to end the universe early, the 
constants of gravity will change by a tiny 
amount, and the universe will reverse its 
expansion, falling together into one primal mass 
in a few billion years. From this contraction will 
come a new expansion, and a new universe – 
although no creature or personality from this 
existing universe can ever see this next world. 

If the vote is for a late end, then the universe 
will continue to expand until it becomes a sea of 
tepid gas. There will be no recovery from this 
state. However, it will extend the lifespan of this 
universe considerably, as this process will take 
tens of billions of years. 

Thus, voting for life means a sooner death for 
this life; and voting for death means an 
extension of this life. The Dark, concerned only 
with self, will vote for death for the unknowable 
future and more life for themselves. The Bright, 
mindful of others, will vote for life for others, at 
the cost of death to themselves. In between now 
and that vote, both sides wage a ferocious 
campaign to capture the electorate. 

This battle explains the political climate of Prime 
and the emphasis placed on alignment. 
Although merely being Bright or Dark does not 
compel a person to vote a certain way (for 
instance, the Formians are Yellow but are 

generally expected to vote for the Bright), it 
certainly is a good indicator. Thus, each side 
strives to increase their number, and decrease 
the others, through those means that seem best 
to them. 

All else pales in the light of this holy contest. 
The Dark quite rightly consider the Bright as 
their enemy, since the Bright wish to signifi-
cantly curtail their lifespan. Wouldn’t you call 
the person who was aiming to cut your life short 
an enemy? And the Bright consider the Dark to 
be murderers of an infinity of universes, solely 
because they want a little more time in this one. 
How could you not despise such selfishness? 

Alignments 
Alignment represents an entity’s current state of 
moral development. Most natural species can 
hold any of the moral positions; however, some 
creatures are biologically or magically limited in 
how much empathy or rationality they can ever 
embrace. 

 

The Circle of Alignment 

 

 

The alignments are traditionally arranged in a 
circle. An “opposite” is one directly across the 
circle (White/Black, Blue/Red, Green/Yellow); 
a “rival” is one directly above or below 
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(White/Black, Green/Red, Blue/Yellow). The 
rivals tend to compete more directly than the 
opposites, and thus their differences receive 
more attention. An “ally” is an adjacent color 
(White’s allies are Blue and Green; Black’s allies 
are Red and Yellow). Alliances never cross from 
the top half of the circle to the bottom: the 
difference between good and evil, Bright and 
Dark, is the impassable fault line of morality. 

The Color Table 

Each alignment and element is represented by a 
color. White is considered the highest level of 
moral development, being equally concerned 
with everyone. Black is not the absence of 
morality (like an animal); rather, Black is the 
understanding of moral concerns, but the 
rejection of them in favor of immediate personal 
desires. 

Purple and Orange are not really alignments in 
the sense of moral positions, but are included on 
the table because some features of the world 
appear as those colors under magical inspection. 
Purple represents sentience, magic, and the 
spirit world; magical automatons such as 
Elementals will detect as purple. Orange 
represents animals and the material world; most 
natural animals will detect as orange. 

Some non-sentient items or creatures will detect 
as colors that show their affiliation, rather than 
their actual moral development.  

The Color Table 

Color Denotation Morality Element 

Purple Order – Magic 

White Good universal 
rights 

Light 

Blue Lawful 
Good 

social 
contract 

Air 

Green Chaotic 
Good 

peer 
approval 

Water 

Yellow Lawful Evil gain for self Earth 

Red Chaotic 
Evil 

fear of 
punishment 

Fire 

Black Evil no moral 
restraint 

Darkness 

Orange Chaos – Matter & 
Energy 

Black 

The absence of any moral limitation or 
restrictions. The Black lack all empathy or 
feeling for others, and only limited identification 
with their own future selves. They may be cruel 
or merely capricious: the only constant to their 
behavior is that they do whatever amuses them 
at the moment. Their actions are almost always 
destructive, and even sometimes self-
destructive. 

They treat all other beings as merely props. To 
the Black, life is a soliloquy, a play about them 
and them alone, and everyone and everything 
else is there to revolve around them. They know 
other people have their own lives, they just 
don’t care. Only they matter. Only their pain is 
real; only their desires are important. 

Like a sociopath, they can anticipate and even 
manipulate other people, but they will almost 
always misunderstand other’s motivations. 
They can’t even empathize even with other 
Blacks, because they cannot imagine any other 
center of the universe than themselves. 

Blacks who commit accidental acts of kindness 
will devote considerable resources to undoing 
their good, even risking their lives to track down 
and hurt the recipient three times worse than 
they helped them. Convince a Black to give a 
beggar a coin out of pity, and chances are he’ll 
go back the next day and torture the beggar to 
death. 

To get a Black to do what you want… make it 
flattering. Blacks’ self-identity is never adequate, 
and they are always looking to augment their 
esteem at the expense of others. 

Red 

Might makes right. The Red are only 
constrained by fear of punishment. They take 
what they want, when they want it, unless 
immediate and dire consequences are 
inescapably attached. 

They can relate to other people’s suffering, but 
will dismiss it as the whining of a loser. The 
strong thrive, and the weak serve or die. To the 
Red, this is the natural order of things. 
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Their impulse control is often severely impaired, 
since waiting for a better opportunity might 
seem too much like weakness. While this 
occasionally works against them, they are not 
willfully self-destructive like the Black. 

If a Red is forced to restrain his urges, he will 
tend to become violent and commit acts of secret 
vandalism. Reds that find themselves being 
helpful to weak people may respond by being 
doubly cruel to others. 

To get a Red to do what you want... beat his 
head against a wall until he agrees. He will only 
respect you for your strength. 

Yellow 

Self-interest motivates the Yellow. They are not 
cruel by nature, merely indifferent. They will 
not inflict suffering unless it is necessary to 
obtain their goals in the cheapest, quickest, 
easiest way. The Yellow readily demand 
subservience from others, but they are just as 
quick to grovel if it is necessary. They can be 
trusted to keep their word, as long as doing so is 
the most profitable path. 

When faced with other people’s pain, if they 
can’t ignore it, they will become angry at the 
person for making their life more difficult. 

Yellows understand the benefits of law and 
order, and prefer it to chaos. They will happily 
work within a system, although they will always 
exploit it to the letter of the law. 

If a Yellow acts chaotically, they will tend to 
become nervous and paranoid. If they act 
charitably, they will likely become mean-
spirited and exacting in asserting their rights 
and privileges in other areas. 

To get a Yellow to do what you want... pay him. 
But make sure it’s more than the other side is 
offering. 

Green  

Honor and the esteem of his fellows is what 
drives the Green. This normally leads to good, 
since caring about what other people think and 
feel is the basis of Good. However, if a Green is 
part of a tight-knit group, they may 

depersonalize people outside of that group. This 
can lead Greens to commit crimes against 
others, ranging from oppression to war to 
possibly horrific torture. 

Greens respect order and fairness, but not dry 
abstract law. They will bend the rules for their 
friends, although not to the point where they 
lose the respect of their peers. 

If a Green commits an untypical act (anything 
from a crime to obeying the law at the expense 
of a friend), he or she may cover it up, and 
attempt to make up for it by committing other 
extra-good deeds and acts of charity. 

Human beings tend to advance to Green, and 
then stop thinking about moral development, 
since further progression is both difficult and 
generally unnecessary. 

To get a Green to do what you want... offer him 
glory and fame. Or just friendship. 

Blue 

Scrupulously fair in all cases, the Blue live by 
the social contract. As long as you are willing to 
be fair, they are honor-bound to be fair to you. 
Morally upright and upstanding, they are not 
opposed to mercy, but they are also not 
necessarily inclined to it. If you understood the 
rules, and you still broke them, then the Blue 
will have little qualms about administering the 
appropriate punishment. It’s for your own good, 
after all. 

If a Blue commits a crime, he or she will 
probably confess to the authorities and accept 
their judgment and sentencing without 
complaint. 

To get a Blue to do what you want... argue the 
fairness of your case. But be prepared to accept 
the consequences, whichever way they might 
go. 

White 

This alignment is the ultimate good, asserting 
universal rights for all sentient beings. They 
extend the benefits of the social contract to 
everyone, even those who cannot or will not live 
up to their end of the bargain. They grant mercy 
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whenever possible; they are only interested in 
punishment as a way to prevent future crimes, 
never as revenge. They are patient, under-
standing, and kind. However, they are not 
weak, stupid, or gullible. If killing you is the 
only way to protect others, then they will kill 
you. They’ll agonize over the deed, feel bad 
afterwards, and try to atone for it... but you’ll 
still be dead. 

Whites are not necessarily vegetarians. Their 
sense of universal rights only extends to moral 
agents, and besides, eating and being eaten is a 
physical fact of existence. However, they will 
not tolerate unnecessary suffering of any kind. 
They will respond to animal cruelty with almost 
as much vigor as they respond to the torture of 
sentient beings. They understand that a creature 
that can torture an animal is only one step away 
from torturing a person. (The Blue will excuse 
harsh treatment of animals in limited cases, 
believing that their adherence to laws will 
prevent them from slipping into mistreating 
persons, but the White are not so naïve. The 
Green will either ignore animal cruelty or 
passionately oppose it, depending on whether 
their group identifies and sympathizes with the 
animal in question. We need not discuss the 
Dark alignments’ views of animal cruelty, since 
they certainly never worry about it.) 

Whites who act out of accordance with their 
alignment will generally do anything in their 
power to set the situation aright, regardless of 
the cost to themselves. 

To get a White to do what you want... ask for 
help. However, expect him to help you in the 
way that is best for everyone, regardless of what 
you actually wanted. 

Changing Alignments 
Of course, alignment is no guarantee of 
behavior. Alignment tells you how people 
justify their acts to themselves, and how they 
usually choose to act. But put a million tael in a 
sack and leave it lying around, and even Greens 
will turn into thieves. 

However, if a good person commits a crime, 
they will either try to fix it or eventually succeed 

in justifying it to themselves... which means 
their alignment will probably change. Evil 
people who commit good deeds are in danger of 
realizing they enjoyed it, and wanting to commit 
more. 

People will be more motivated to change their 
alignment if their lives are not working. Reds 
who continually lose will look for a safer, more 
orderly way to live (or give up and become self-
destructive); Greens who are unpopular may 
stop caring so much about what others think (or 
realize that consistency and fairness are more 
important than temporary social esteem), and so 
on. People who are reasonably successful, 
however, have little incentive to change. This 
explains why moral advancement is so difficult 
and rare above Green, since most people can 
lead acceptable lives in societies run by Greens 
or Yellows. 

Combinations of alignments are possible, which 
show up as streaks of color in magical auras. 
Sometimes these streaks are a color above or 
below, showing that the target is moving up or 
down the scale. Usually it reflects a leaning 
towards a different axis. For instance, a Blue 
aura with patches of indigo would indicate a 
Lawful Good person who is more concerned 
with self than one with cobalt swirls. 

Steps of more than one stage are not unheard of, 
especially from rival stages. Yellow can 
suddenly understand the value of being fair, 
and become Blue. Red can suddenly see the 
value of being appreciated for something other 
than pure strength, and turn to Green. Or, Blue 
can become demoralized and lose all hope of the 
law being fair, instead turning it to his own 
advantage and sinking into Yellow.  

Sometimes alignment shifts in a few weeks as a 
result of a dramatic incident. Killing an innocent 
to preserve your life is the instinctive act of a 
moment; justifying it afterward (or seeking 
forgiveness for it) can result in a rapid change of 
viewpoint. But usually it is a long and gradual 
process of thinking, experiencing, and growing 
(or shrinking). 
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Magic spells 

The Atonement spell can instantly affect the 
process pf alignment shift by repairing 
psychological and physiological damage to the 
brain. Or alternatively, by inflicting damage, 
removing or crippling the conscience. The effect 
of the spell is always voluntary, though, so it is 
not often used to change alignments. Moral 
people rarely want to become less moral, and 
immoral people cannot even imagine what it is 
like to be more moral, let alone desire it. The 
more common use of the spell is to relieve guilt 
and restore an alignment, almost always a case 
of good doing evil by accident, weakness, or 
foolishness. (Although occasionally evil people 
wish to be purged of their burgeoning 
conscience, as it probably represents a threat to 
their career.) 

Magic items 

Some rare magic items can force a change of 
alignment, but they must continuously operate 
to maintain the change. If dispelled or simply 
removed, the person will immediately revert to 
their original alignment. They will usually be 
disgusted and repelled by the actions and 
feelings experienced while under the influence. 
Thus, forcible change is an act of enslavement, 
not an effective recruiting tool. 

However, a few people will voluntarily 
resubmit to the item’s control, or even strive to 
become that alignment on their own. Escaping 
one’s moral duties is a weakness all people can 
fall prey to, just as alcoholism and drug 
addiction can drag down even the most noble-
minded. And occasionally evil persons find the 
absence of constant fear and self-loathing to be 
alluring enough to want to return to it. 

Usually, only the Black create items to change 
alignment. If a person spends enough time 
under the influence of such an item, it might 
drive them insane, and they may then adopt the 
Black permanently. It is improbably difficult to 
force a mind to adopt your ethos, but it’s 
relatively easy to break a mind, and for the 
Black, that’s good enough. 

Gods 
There are two classes of gods: the Elder gods, 
who predate all of history, and everyone else. 

Elder Gods 

There are six Elder gods, one for each alignment. 
These gods existed from before the dawn of 
time. They were already there when the 
Dragons and Hjerne-spica came to sentience. 
They each have their own plane, which they 
never leave for any reason. Nor do they astrally 
project to other planes, or interfere directly with 
the affairs of Prime or other gods. 

On their own plane they are represented by a 
25th rank astral projection. This implies that the 
Elder gods actually reside on a different plane 
than their home plane, but that mystery is not 
for mortals to consider.  

The Elder gods also maintain a pantheon of 
lesser gods, from various races. Many clerics 
worship one of these lesser gods without 
necessarily realizing they are dealing with a 
mere servant of an Elder. The authority of the 
Elders over their own pantheon is obviously 
considerable, but not necessarily complete. Their 
authority over other independent gods with 
their own planes is merely moral and pragmatic. 
The armies of the Elder gods include not just 
their allied demigods but also creatures like 
Archons, Solars, Demons, and Devils, so they do 
command a lot of respect. But they are not, in 
any sense, omnipotent. 

The human names and titles of these gods are 
detailed below. Other races have other names 
for the Elder gods, but they recognize the same 
symbols and languages of the gods. 

The favored class is allegedly how the god 
chooses to manifest itself on its home plane: it 
has some minor theological significance, but no 
impact on daily life. Plenty of Rogues are not 
Black, Clerics come in all colors, and Fighters 
can be chaotic reavers as easily as Barbarians 
can. The significance of the god’s ability is even 
less important to non-theologians. 

The gods are also considered masters of the 
element associated with their color.
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Titles: Bright Lady, Queen of Light 
Color: White 
Language: Celestial 
Plane: Haven 
Gender: Female 
Domains: Healing, plus one chosen from one of 

her aspects 
Symbolic Weapon: As from aspect 
Favored Class: Cleric 
Attribute: Spirit 
Ability: Wisdom 

 

Clerics of Ostara also choose an aspect (one of 
four demigods from her pantheon) to influence 
their service. The worship of the Bright Lady is 
not overly common. Few societies on Prime are 
stable enough to produce large populations of 
thoroughly nice people. And it’s hard to see the 
value of universal rights when monsters are at 
the door. 

 

 

 

 

 

 

Typical Sermon 
 
Where do people go when their bodies are killed? We do not know. No one knows, despite their claims. But 
the question itself is misleading. What happens after death is insignificant compared to what you do with life 
while you have it. The rewards of being good are a good life, here and now.  
 
Time is transcendent; nothing lives forever. Even the gods will die someday, no matter which side of the Great 
Debate wins. A few moments more or less are insignificant compared to what you make of this moment, the 
one you are in right now. And it is only through fairness to everyone that we can make the most of the time we 
are given, for everyone, for all of time.  
 
The plane of Haven is occupied by visitors only, by the souls of the most pure who suffered the greatest, raised 
by the power of the Bright Lady so that they may have a little of the joy that should have been theirs. But the 
fields of Haven are not boundless, and so each must stay only a little while. Nor is this pseudo-life a just 
compensation for a real life cut short or blighted by suffering. So live, love, and help others to do so, here and 
now, for that is what Creation is for. 
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Titles: The Blue, Scale of Justice, Master of 

Winds 
Color: Blue 
Language: Ethereal 
Plane: Utopia 
Gender: None 
Domains: None 
Symbolic Weapon: Sword 
Favored Class: Fighter 
Attribute: Peace 
Ability: Strength 

 

There are no Clerics of Forseti; no one serves 
him directly. Instead they serve one of his 
demigods, or any Blue deity. Each of these 
demigods is rigidly bound to the others by 
treaties, laws, and traditions, so there is plenty 
of cooperation between them. The Court of the 
Aesir is orderly and fair. 

Forseti has no gender. The god represents the 
pure force of justice. In icons and tapestries it is 
usually depicted as so heavily armored that 
gender would be indistinguishable. 

 

 

 

 

 

 

Typical Sermon 
 
Only the most virtuous will rise again in Utopia, but we need not envy them. They live only to serve, to carry 
on the struggle until Utopia is made real and whole in the world of Prime. Life does not become sweeter 
because it is longer, but because it is more righteous. To live and die in this struggle is the ultimate honor. 
 
In the end, death comes for us all. What matters is not how or when you respond to that call, but how you 
respond to the call of justice. To that end Forseti gives us power in this world. To that end he chooses the few 
who have served the most in this world to serve in his court. 
 
The fool asks where joy lies if duty is supreme; but the wise know that happiness is responsibility. To be 
righteous is to know the only true joy allotted to all of Creation. 
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Titles: Green Lady, Mother of Life, Mistress of Waters 
Color: Green 
Language: Aquatic 
Plane: Eden 
Gender: Female 
Domains: Plant, Animal, Water, Earth 
Symbolic Weapon: Sickle 
Favored Class: Sorcerer 
Attribute: Life 
Ability: Charisma 

 

The worship of Freya takes many forms, from 
elaborate and elegant rituals to wanton fertility 
rites barely distinguishable from orgies. Each 
society or priesthood is free to venerate the 
goddess in the way that they see best. 

Freya has some similarities to the druidic 
worship of the Mother; indeed, many druids 
maintain that the worship of Freya is merely a 
twisted, degenerate version of the druidic 
worship of Life. 

The priests and priestess of Freya dispute this 
heartily. But then, the Green Court is full of 
disputes, as there are many demigods and 
demigoddesses of this color, and no overarching 
rule of law. The Mother of Life likes it this way: 
out of diversity comes strength. 

 

 

 

 

Typical Sermon 
 
The Mother chooses who she will to live with her in Eden. The bright, the beautiful, the strong, the quick: each 
is favored, according to her wisdom. 
 
She loves each of us, and serves us each in her own way. If she sends tribulations, it is because she knows we 
have the strength to bear it. If she sends bounty, it is to remind us of the beauty of life. If she sends aid, it is a 
sign of her fellowship with us. And if she does not send aid, it is to our greater glory, that our life should stand 
alone as a thing of beauty, whether tragic or blissful, as we have the will to make it. 
 
Stay loyal and true to your kith and kin, for it is only the bonds of fellowship that raise us above the animals. 
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Titles: Yellow One, Trickster, Lawgiver, 
Keeper of Stones 

Color: Yellow 
Language: Terran 
Plane: The Tiered City 
Gender: Either 
Domains: None 
Symbolic Weapon: Staff 
Favored Class: Wizard 
Attribute: Wealth 
Ability: Intelligence 

As with Forseti, no priest directly worships 
Loki. Instead, they worship one of his many 
guises. The Gold Throne is, if anything, more 
orderly than the Aesir Court; but it is not at all 
concerned with fairness, so it and its various 
churches often work at cross-purposes. 

Loki’s gender changes at the whim of the 
moment, from male to female and back again 
whenever it suits his/her purpose. A classic tale 
recounts how Loki became a beautiful woman 
and seduced an overly proud king, only to 
transform back to a man while still in the 
marriage bed, causing the king to die of shame. 

 

 

 

Typical Sermon 
 
All who die in the service of the Yellow will rise again in the Tiered City. Each will occupy a station according 
to their value. The rich and the clever will live on the highest tier, in the finest of luxury. The dutiful and the 
obedient will live in the middle tiers, each appointed according to their grade, though even the poorest will 
live as nobles live here on Prime. Milk and honey shall be the bread of the meanest, and ambrosia shall fill the 
cups of the greatest. 
 
The oathbreakers, the lazy, and the stupid, will live in the ground like worms and carry away the filth of the 
City. No creature on Prime can imagine what torments of degradation they shall endure. And with each 
rightful soul who joins the City, their burden will be greater. Only the foolish and the weak will be under them, 
tricked and oppressed as their nature demands, objects of ridicule and amusement for all. 
 
Do not be an oathbreaker. Neither be weak or foolish, swearing oaths you cannot keep or that serve you badly. 
The Emperor has been generous and granted you life: now you must strive to increase the bounty you have 
been given, so that you may prepay for your eternal life in the Tiered City with your deeds on Prime. 
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Titles: Red Lord, Father of War, Lord of Flame 
Color: Red 
Language: Infernal 
Plane: Valhalla 
Gender: Male 
Domains: War, Luck, Fire, Chaos, Evil 
Symbolic Weapon: Axe 
Favored Class: Barbarian 
Attribute: War 
Ability: Constitution 

 

The Father of War sends strife to mortal lands so 
that the strong can be tested and thrive, while 
the weak are winnowed out. In the harsh 
environment of Prime, where monsters dwell, 
there is a high value on promoting your best 
and brightest to defend your community. 

Priests of the Blood Throne are not necessarily 
psychotic maniacs bent on constant destruction. 
Some of them simply think that strength is its 
own justification, and survival its own reward. 

 

 

 

 

 

 

 

Typical Sermon 
 
Valhalla is occupied by the souls of the mighty, given rebirth so they can continue their mighty 
deeds, in preparation for the Final Call to Arms. Only those who die in violence can live again. 
 
Each day in Valhalla is a battle; each night is a victory revel. The strong take what they will and 
the weak grovel. Rapine, plunder, and servitude are provided by those who died as cowards and 
weaklings. The pure and the helpless are but feasts for the mighty; their suffering is amusement 
and japery.  
 
And when the Father of War blows his trumpet of fire on the last day, all of Prime will be ours for 
the taking. The forces of Valhalla will swoop down, the strong will greet them as equals, and the 
weak will be crushed beneath their feet. 
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Titles: Dark Lord, King of Shadows 
Color: Black 
Language: Diabolic 
Plane: Hades 
Gender: Male 
Domains: Death, Evil, Chaos, Trickery, War 
Symbolic Weapon: Dagger 
Favored Class: Rogue 
Attribute: Death 
Ability: Dexterity 

 

The open worship of Hordur is as rare as the 
worship of the Bright Lady. Few humanoid 
societies can survive the relentless obsession 
with self and power, combined with random 
cruelty, that make up the rituals and rites of the 
Shadow Throne. 

Most churches of the Black gods are secret cults 
embedded in larger societies. There are a few 
exceptions: the Hjerne-spica only ever become 
Clerics of Hordur. 

The Black priests are adept at deceit: they often 
impersonate Yellow or occasionally Red priests. 
Entire kingdoms may  think they are worship-
ping the Gold or Blood Throne, when in fact all 
of their priests are secretly servants of the 
Shadow. Occasionally the Shadow can even 
infiltrate churches of the Green Court, if the 
local conditions are chaotic enough. 

 
 

Typical Sermon 
 
Death cannot be evaded. Therefore, the wise man embraces it. To serve death is to master it; to master it is to 
transcend it. 
 
Destruction is an equal part of Creation; all is in chaos; order is an illusion; goodness a delusion born of 
weakness. Only the exceptional few shall rise above the fray to stride the world as its master, to toy with it for 
their amusement. Only the greatest of the servants of the Dark shall live undying in Hades, their memories and 
souls intact, surrounded by the hollow shells of fools who were deceived by the empty words of false gods. 
 
I could tell you more, but then I would have to kill you. 
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Lesser Gods 

The lesser gods are mortal beings who gained 
enough tael to either join an Elder god on their 
plane, or open a gate to their own private plane. 
Many races or societies have their own 
pantheons of these ultra-achievers; some have 
several. 

There is no way to count the number of lesser 
gods hiding throughout the world, although 
they probably number less than a thousand 
individuals. They cooperate to some extent with 
other gods of their alignment, as they share 
similar ultimate goals with regard to the Great 
Debate. However, their short-term interests can  

be quite conflicting, especially among the Dark. 
Some are public and active, trying to spread 
their worship and power; others are hidden, or 
just forgotten, idling away the eons in their 
private planes. 

Many of the lesser gods of an alignment reflect 
differences in styles or philosophy. While the 
demigods are solidly fixed in their respective 
alignments, some of them lean a little bit 
towards order/chaos or good/evil. 

Human lands usually recognize at least the 
following demigods. Most of these are 
represented by 24th level incarnations, although 
the Emperor is 25th and the Shepard is only 23rd. 

 

Aspects of Ostara 

Marcius 
Title: Marshall of Haven 
Gender: Male 
Leaning: Chaos 
Domains: War, Travel, Luck, 

Strength 
Symbolic Weapon: Scimitar 
Favored Class: Fighter 
Attribute: Mercy 
 
Johan 
Title: Magister of Haven 
Gender: Male 
Leaning: Evil 
Domains: Air, Fire, Water, Earth 
Symbolic Weapon: Staff 
Favored Class: Wizard 
Attribute: Justice 
 
Oluke 
Title: Judge of Haven 
Gender: Male 
Leaning: Law 
Domains: Knowledge, Law, 

Magic, Protection 
Symbolic Weapon: Mace 
Favored Class: Cleric 
Attribute: Truth 
 

Matew 
Title: Blessed of Haven 
Gender: Male 
Leaning: Good 
Domains: Sun, Animal, Plant, 

Good 
Symbolic Weapon: Sickle 
Favored Class: Sorcerer 
Attribute: Beauty 

 
White priests often pledge to 
Ostara and one of the above as 
an aspect (meaning they select a 
domain from the aspect’s 
domain); or they can pledge 
directly to an aspect, taking that 
demigod as their primary god 
(and thus taking both of their 
domains from the aspect’s 
choices). 

Johan’s leaning towards Evil 
reflects the generally held view 
that arcane magic is more 
concerned with self than with 
other. It does not mean that 
priests of Johan are less than 
pure Good; just that they judge 
self to be a slightly more 
important facet of overall 
goodness than other priests of 
the White. 

Court of the Aesir 

Aegir 
Title: Sea King 
Gender: Male 
Leaning: Good 
Domains: Plant, Animal, Good, 

Water 
Symbolic Weapon: Spear 
Favored Class: Sorcerer 
Attribute: Mercy 
 
Thor 
Title: Sky King 
Gender: Male 
Leaning: Law 
Domains: Luck, Sun, Law, Air 
Symbolic Weapon: Longsword 
Favored Class: Cleric 
Attribute: Justice 
 
Ymir 
Titles: Mountain King 
Gender: Male 
Leaning: Evil 
Domains: Destruction, 

Protection, Healing, Earth 
Symbolic Weapon: Hammer 
Favored Class: Wizard 
Attribute: Craft 
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Eldir 
Title: Fire King 
Gender: Male 
Leaning: Chaos 
Domains: War, Strength, Chaos, 

Fire 
Symbolic Weapon: Axe 
Favored Class: Fighter 
Attribute: Deeds 
 
Bragi 
Title: Kenning Queen 
Gender: Female 
Leaning: None 
Domains: Knowledge, Magic, 

Trickery, Travel 
Symbolic Weapon: Shortsword 
Favored Class: Bard 
Attribute: Beauty 

Remember that Blue priests 
cannot pledge directly to Forseti: 
they must serve one of the 
demigods instead. 

If there is a church of Bragi in 
the area, then it will often be the 
leader of the coalition of Blue 
churches.  

Priests of Eldir who chose the 
Chaos domain can cast Chaotic 
spells, despite the normal 
prohibition on opposite-aligned 
magic. 

The Green Court 

Niord 
Title: The Fool 
Gender: Male 
Leaning: Chaos 
Domains: Sun, Luck, Chaos, Fire 
Symbolic Weapon: Longsword 
Favored Class: Sorcerer 
Attribute: Summer/Freedom 
 
Idun 
Title: The Priestess 
Gender: Female 
Leaning: Good 
Domains: Plant, Healing, Good, 

Water 
Symbolic Weapon: Staff 
Favored Class: Cleric 
Attribute: Spring/Birth 
 
Uller 
Title: The Jarl 
Gender: Male 
Leaning: Law 
Domains: Protection, 

Destruction, War, Air 
Symbolic Weapon: Hammer 
Favored Class: Fighter 
Attribute: Winter/Duty 
 
Skadi 
Title: The Huntress 
Gender: Female 
Leaning: Evil 
Domains: Animal, Protection, 

Magic, Earth 
Symbolic Weapon: Sickle 
Favored Class: Ranger 
Attribute: Fall/Death 
 
Whichever church is the largest 
and most popular will consider 
itself the head church. Priests of 
Freya have no special status 
above priests of the other 
demigods and demigoddesses. 

The Gold Throne 

The Jester 
Gender: Either 
Leaning: Chaos 
Domains: Trickery, Luck, Travel, 

Strength 
Symbolic Weapon: Dagger 
Favored Class: Rogue 
Attribute: Gems/Trickery 
 
The Magister 
Gender: Either 
Leaning: Evil 
Domains: Magic, Air, Fire, Earth 
Symbolic Weapon: Staff 
Favored Class: Wizard 
Attribute: Cloth/Tactics 
 
The Barrister 
Gender: Either 
Leaning: Law 
Domains: Knowledge, Law, 

Chaos, Evil 
Symbolic Weapon: Mace 
Favored Class: Cleric 
Attribute: Stone/Strategy 
 
The Shepard 
Gender: Either 
Leaning: Good 
Domains: Animal, Plant, 

Healing 
Symbolic Weapon: Bow 
Favored Class: Ranger 
Attribute: Wood/Labor 
 
The Emperor 
Gender: Either 
Leaning: None 
Domains: War, Protection, 

Destruction, Law, Evil 
Symbolic Weapon: Longsword 
Favored Class: Fighter 
Attribute: Metal/Government 
 
The Yellow gods do not have 
names but merely titles. This 
represents the impersonal nature 
of their power and position. 
Their genders are depicted 
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however the artist or theologian 
cares to at the moment. 

No priest can swear directly to 
Loki – the god is far too 
suspicious and crafty to allow a 
commitment like that to be 
placed on him. Instead they 
must serve one of his guises. 
Most theologians consider all the 
various forms of the Trickster to 
be the same being engaged in an 
elaborate deception of even his 
own servants. 

The church of the Emperor is 
always the head church, if there 
is one present, although that 
designation will only mean as 
much as the church can make it 
mean by force or trickery. The 
Gold Throne is not only prone to 
fighting amongst itself, it is also 
exceptionally prone to being 
subverted by the Shadow. 

Priests of the Barrister who 
chose the Chaos domain can cast 
Chaotic spells, despite the 
normal prohibition on opposite-
aligned magic. 

The Blood Throne 

The Assassin 
Gender: Female 
Leaning: Evil 
Domains: Trickery, Luck, Air, 

Water 
Symbolic Weapon: Dagger and 

Bow 
Favored Class: Rogue 
Attribute: Flesh 
 

The Berserker 
Gender: Male 
Leaning: Chaos 
Domains: War, Destruction, 

Strength, Chaos 
Symbolic Weapon: Battleaxe 
Favored Class: Barbarian 
Attribute: Blood 
 

The Shield-Maiden 
Gender: Female 
Leaning: Law 
Domains: Protection, War, Evil, 

Earth 
Symbolic Weapon: Longsword 
Favored Class: Fighter 
Attribute: Bone 
 

The Red gods are named by 
their roles in warfare. The 
Berserker attracts those priests 
lusting for action; priests 
interested in generalship and 
leading will worship Tyr. The 
Shield-Maiden appears as a 
Valkyrie escorting the heroic to 
her great hall, and is popular 
among more organized societies. 
The Assassin rarely has a public 
face. 

The head church, if any, will be 
the strongest. The Shadow 
actually has a harder time 
infiltrating the Blood Throne 
than the Gold, as there is rarely 
any bureaucracy to hide behind. 

The Shadow Throne 

The Lich-King 
Title: Lord of Flies 
Gender: Male 
Leaning: Law 
Domains: Death, Evil, Magic, 

Knowledge 
Symbolic Weapon: Staff 
Favored Class: Wizard 
Attribute: Undead 
 
Lovithar 
Title: Lady of Pain 
Gender: Female 
Leaning: Chaos 
Domains: Death, Evil, 

Destruction, Luck 
Symbolic Weapon: Morningstar 
Favored Class: Cleric 
Attribute: Pain 
 
Necromancers generally 
worship the Lich-King. So do 
Liches, obviously. 

Lovithar is a death-goddess. 
Like Hordur, her worship is 
often of the propitiatory kind: 
those who serve her hope to 
avoid death and suffering by 
their service. 

There is never more than one 
Black church in any given area; 
no society has any need of more 
than one. They would probably 
destroy each other, anyway. 

Priests of any of the Black gods 
are willing and able to pretend 
to be Red or Yellow, thus 
bringing individual temples or 
whole realms under the Shadow. 
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