
A treatise on the religions of Cantarbria. 
By Brother Adolphus Jude. 

According to the scriptures that all churches revere, in the beginning there were the
planes of existence. Vorn and his younger siblings dwelt on these planes and made them
their homes. But the planes were always empty. The gods called into being tiny motes of
their own essence and created the celestial choirs and the infernal hordes to serve them
in their eternal struggles. Vorn however did nothing but watch and admire how creative
his younger siblings had become. 
Vorn arose from his palace on the elemental plane of earth and launched himself into the
Astral void. Calling upon every ounce of his divine nature, he created powerful currents
that pushed and pulled at the myriad elemental planes and drew them into an incredible
collision! The shockwaves of which were felt throughout the planes for millions of years
afterwards. When the various planes drifted away, and the explosion died down, the gods
found a single sphere adrift in a new realm. This sphere was a composite of all elements,
all in a single harmony. Vorn was pleased, but the world was lifeless. Vorn called forth
his brothers and sisters and asked them to create the life that would inhabit this world.
The gods were pleased and they made the various plants, animals and beasts that dwelt
on this new world. Vorn named it Cantarbria. 
While Vorn began to wander Cantarbria, the other gods created the humanoid races and
set them each to their own part of the world. 
Cantarbria has seen several ages since those times, but it has prospered under the
guidance of the gods. How is it then, that the gods did not foresee the great star? The
clerics did pray for knowledge but the gods failed to heed their desperate pleas. Had we
angered them in some way? Was this our fault? I guess only the gods know and they are
keeping their own counsel. 



Korlaan.
Greater Power of Mount Celestia, Lawful Good.
Portfolio: Rulership, nobility, paladins and honour.
Symbol: A longsword with the blade pointing downwards.
Cleric’s Alignment: Lawful Good, Neutral Good, and Lawful Neutral.
Favoured Weapon: Longsword.
Domains: Good, Law, Strength and War.
Worshipper’s: Nobles, paladins, holy warriors, dwarves, fighters and monks.

Korlaan is the head of the Cantarbrian pantheon as the mortal races see it, and he is
worshipped as the patron of knights and kings, and as the god of rulership. His is the
largest church in the city of IceHaven and is one of the few buildings intact that can say it
was standing before Starfall. 
 The church of Korlaan in IceHaven is organised like a society of knights and goodly
warriors, a private club some say, but there is no doubting that this society has done good
deeds for the people of the city. The clerics and paladins of this faith are concerned with
protecting the city, defeating the evil creatures that on occasion make their way into the
lands surrounding IceHaven and generally seeing to it that the city takes care of its poor
and hungry. This last goal is difficult to achieve at best what with food being as rationed
as it already is. 
 The Korlaanites first deed upon the rebuilding of the city was to assist Lord Keldor in
setting up the local laws, a city watch and making sure that the city would fall under a
lawful sway. The church supports everyone living together whether noble and commoner,
but they are very aware that the city is far from being the lawful centre of civilisation that
they want it to be. Crime and murder is fairly rife with the poor committing crimes just to
get a slice of bread or a new pair of warm boots. To help combat this, the church seeks to
get adventurers and even some townsfolk to join the city militia and help restore order.
After all, no one wants to live in a crime-ridden city, so they should help to maintain law
and order. 



Freya.
Intermediate Power of Mechanus, Lawful Neutral.
Portfolio: Defence of home, marriage and healing.
Symbol: A wooden disk.
Cleric’s Alignment: Lawful Good, Lawful Neutral and True Neutral.
Favoured Weapon: Dagger.
Domains: Law, Fire, Healing, and Protection.
Worshipper’s: Commoners, midwifes and healers.

Freya is the wife of Korlaan and hence the queen of the gods. Sadly this has done little to
endear her to the populace who see her as just a protector of homes and someone to pray
to during marriage ceremonies. Freya has a small temple in IceHaven across the way
from the grand temple of her husband. 
The church of Freya in IceHaven is small and has few clerics in service. They are a
lawful order who support the rule of law in the city, as a lawful society is better able to
protect the helpless than one that is ruled by chaos and evil. Unlike other lawful religions,
the Freyan’s have no strict code of ethics other than help your fellow man and aid them
when necessary. The few laws they have are almost exact copies of those used by the
Korlaanites, which is to be expected. 
Her faith is small but slowly growing as the city’s birthing pains begin to die down.
People have the time to protect their homes and families whereas before they were
struggling just to get enough food for themselves. Every year on the Spring and Autumn
equinoxes, the clerics of Freya hold a feast (called the Shelter Feastings) where they
conjure forth fresh food and water for the poor and needy.  



Tharen.
Greater Power of Ysgard, Chaotic Good.
Portfolio: Weather, winter, snow and ice.
Symbol: A warhammer.
Cleric’s Alignment: Neutral Good, Chaotic Good, and Chaotic Neutral.
Favoured Weapon: Warhammer.
Domains: Air, Chaos, Cold, and Good.
Worshippers: Barbarians, fighters, rangers, farmers, dwarves and some monstrous
humanoids.

Tharen is the god of winter and of the weather. In the days before Starfall, Tharen was a
demigod who received little more than a passing prayer for good weather or a blessing
when it was warm and sunny. Now he is a major player in the pantheon and sees much
worship from barbarians and IceHaveners alike. He has a mighty temple located at the
North Gate where many stop to offer prayers and on occasion a donation. 
 The church is more a loose network of former cults that have joined together to form a
more organised religion. Despite this, they are not a rigid hierarchy, believing more in
individual freedom to worship Tharen in their own way. Tharenite clerics and
worshippers are often adventurers as well, travelling the icy wastes to both protect the
city from harm and to experience the power of their god in all his cold majesty. 
Several Loremasters in the city of IceHaven are members of the Tharenite faith.
Compared to the few bards, and the unapproachable wizards, the clerics and loremasters
of Tharen are the best sources of information about what lies beyond the city walls than
anyone. One of their order, a Loremaster named Accastus Preem, has even travelled the
FrostVeldt searching for relics of the lost empire of Aldaya. 



Aethir.
Greater Power of the Abyss, Chaotic Evil.
Portfolio: The sea, sea monsters and evil aquatic races.
Symbol: A wave motif.
Cleric’s Alignment: Chaotic Neutral, Neutral Evil and Chaotic Evil.
Favoured Weapon: Trident.
Domains: Chaos, Evil, Travel and Water.
Worshippers: Sailors, aquatic races and anyone travelling on water.

Aethir is the dark and unpredictable god of the sea. If it weren’t for the fact that IceHaven
pulls a lot of fish and other resources from the Azure Sea, this faith would probably be
banned in the city. As it is, the faith of Aethir is an unwelcome but accepted evil. 
 The Church of Aethir in IceHaven is based out of an old shipwrights down near one of
the docks, and it is here that sailors and fishermen come to have their boats blessed
before they touch water for the first time. Despite being chaotic and evil, the clerics are
not a bloodthirsty cult. Instead they perform their gods blessings and duties with much
the same vigour as other less evil religions. This doesn’t mean that they will tolerate
Aethiran clerics from other cities or settlements, or that they obey the laws to the fullest.
In fact they do often flout the laws just to test what they can get away with, knowing that
without them few ships would return from the sea. 
They make a tidy profit performing blessings for ships before they set sail on any given
day, and giving advice on the coming weather, however like their god, they don’t always
give what is asked of them. 



Barren.
Intermediate Power of Elysium, Neutral Good.
Portfolio: Wine, Sexuality, and Song.
Symbol: A lyre.
Cleric’s Alignment: Lawful Good, Neutral Good, Chaotic Good and True Neutral.
Favoured Weapon: Sling.
Domains: Good, Knowledge, Luck and Magic.
Worshippers: Fey, bards, lovers, rogues and elves.

Barren is the god of wine, women and song, and is the patron of bards across Cantarbria.
His religion whilst popular with the people sees few actual converts to the priesthood
considering the bardic curse. 
The faithful are less interested in the cares of the world or the city, just caring that the
worries and troubles of the world don’t drag a person down with them. They support the
more pleasurable things in life such as ale, song, dance and the company of a good lover.
This relaxed attitude is frowned on by the faithful of more lawful gods. Barren has little
care for the concerns of others so long as everyone is entitled to some happiness
everyday. However, it is not unknown for his clerics to accompany adventurers on quests
that will help others and that allow them to stop disaster before it affects the lives of
innocents. 
There is no temple to Barren in IceHaven, but several shrines do exist around the temple
district and the mercantile areas. His clerics can often be seen walking the snowy streets
seeking to raise the spirits of people. At least two taverns in the city are owned by clerics
of Barren. 



Helya.
Greater Power of Hades, Neutral Evil.
Portfolio: Death, Disease and Revenge.
Symbol: A woman’s face ( ½ white and ½ black).
Cleric’s Alignment: True Neutral, Lawful Evil, Neutral Evil and Chaotic Evil.
Favoured Weapon: Light Mace.
Domains: Death, Destruction, Evil and Knowledge.
Worshippers: Assassins, rogues, necromancers, intelligent undead and murderers.

The dark goddess of death and disease, she is the one deity who revels in the Age of Ice.
It has brought much death and disease into the world, and that pleases her greatly. Only
the most evil or insane would give her worship… but in these dark times, there are some
who would offer her prayers to stave off the end. 
The cult of Helya is based around insanity and blood. It doesn’t matter who gets hurt so
long as the faithful get what they want out of their very short lives. And short they are, as
there is always someone else in the cult who wants what you have. Assassination, disease
and poison are her tools and her clergy follow suit. Some become assassins for hire;
others seek to eradicate whole populations by polluting water sources or infecting food
animals with fatal diseases. 
Her cults must operate in secret, hidden away in basements or abandoned sewers where
few would tread as her faith is outlawed in IceHaven and even the barbarian raiders of
Tellos would have nothing to do with her disease-ridden faith. 



Idium.
Intermediate Power of Pandemonium, Chaotic Evil.
Portfolio: Trickery, Mischief and Strife.
Symbol: A laughing face.
Cleric’s Alignment: Chaotic Neutral, Neutral Evil, and Chaotic Evil.
Favoured Weapon: Light Crossbow.
Domains: Chaos, Destruction, Evil and Trickery.
Worshippers: Rogues, Assassins, and madmen.

The god of thieves sees little real worship in the city of IceHaven except by those few
larcenous rogues who mutter a prayer to him before embarking on a job. When there is
enough worshippers in one place to create a cult around a charismatic priest, it rarely lasts
long as everyone strives for the power and prestige. 
His religion is based around a simple philosophy of if someone else has something you
want, take it. Power, wealthy and servants only belong to the individual who can claim
them. Strange that this philosophy is in most peoples eyes in these days. The head of
thieves guilds across Cantarbria tend to be clerics of Idium, seeing the underworld as
their source of power, wealth and minions doing their bidding in all matters. 
No temple devoted to Idium exists in IceHaven but it is believed that more than a few
shrines exist hidden throughout the shadowy sides of the city. 



Tylus.
Greater Power of Mechanus, Lawful Neutral.
Portfolio: Justice, Retribution and Punishment.
Symbol: A set of balanced scales.
Cleric’s Alignment: Lawful Good, Lawful Neutral, and Lawful Evil.
Favoured Weapon: Longsword.
Domains: Knowledge, Law, Protection and Strength.
Worshippers: Paladins, fighters, judges, bureaucrats, and city watchmen.

Tylus, the god of justice and lawful retribution, has a strong following throughout
settlements across Cantarbria. His worship, along with that of Korlaan, is dominant and
felt throughout the city. 
His faith has a rigid set of laws, codes, bureaucracy and hierarchies. Tylus teaches that
law and order, justice and punishment, are what is needed to bring civilisation back to the
wastelands. His clerics and paladins are expected to obey all good and just laws, and
never to knowingly break any law. If they should do they need to own up and take any
punishment that is dished out, even if it meant their execution. Those who break these
codes are hunted down relentlessly until they are found and brought back to atone for
their punishments. The church is very much one that follows the letter of the law and not
the spirit of the law. 
In IceHaven the faithful of Tylus seek to join the city guard or even sponsored militia and
seek to up hold the law. Priests of Tylus serve as judges in the city when major crimes are
brought forward for investigation and sentencing. They tend to leave the unpleasant death
punishments to others however. 



Kalar.
Greater Power of the Nine Hells, Lawful Evil.
Portfolio: War, combat and victory.
Symbol: Sword and shield.
Cleric’s Alignment: Lawful Neutral, Lawful Evil and Neutral Evil.
Favoured Weapon: Greatsword.
Domains: Destruction, Evil, Law and War.
Worshippers: Fighters, monstrous humanoids, soldiers, mercenaries and war wizards.

The goddess of war, Kalar is worshipped by the act of combat and the spilling of blood in
a fight. She is not however, a chaotic deity. Instead she is very much a being of law,
seeing combat as an orchestrated, elaborate dance that ends with the death of at least one
participant. 
Her church follows a fairly ruthless code that sees themselves as supreme to all others.
Kalar’s temples double as training grounds for soldiers, mercenaries and even
adventurers if they can put up with the harsh regimes. Her church is kept small usually,
because it can become self destructive with too many members active in any one place.
The irony has often been that in major battles and wars, clerics of Kalar on opposing
sides, will seek each other out to see who is the best combatant. 
Her temple in IceHaven is based around an indoor arena where the faithful and those
wishing to learn the martial skills can come to work out. There is always a cleric around
just in case someone is a poor “dancer” and needs healing. Any who die where just not up
to the task.



Vorn.
Greater Power of the Outlands, True Neutral.
Portfolio: Creation, the elements, and the universe.
Symbol: A brown disk.
Cleric’s Alignment: Neutral Good, Lawful Neutral, True Neutral, Chaotic Neutral and
Neutral Evil.
Favoured Weapon: Quarterstaff.
Domains: Air, Earth, Fire and Water.
Worshippers: Druids, rangers, scholars and bards.

Vorn is the true head of the Cantarbrian pantheon, and the oldest of the gods. It is
unknown from whence he came even in the oldest religious scripture. 
Vorn has little in the way of an organised religion, being a god of the elemental planes.
He has a few clerics and cults devoted to him but largely they are content to wander from
place to place much as their god is said to do. His clerics profess a respect for nature and
a love of all living things. Having little in the way of desire to promote law or any other
philosophy, the clerics of Vorn are often viewed with some suspicion by other faiths,
unsure what it is that Vorn is doing. 
The Vornites don’t build temples as a general rule, as they are rarely in one place long
enough to need one. Shrines to him are fairly common along well trodden paths beyond
the city walls.
His clerics often become adventurers as this allows them to see the world that their god
made, and because most are afflicted with a sense of extreme wanderlust after staying put
for far too long.



Mialar.
Lesser Power of the Outlands, True Neutral.
Portfolio: Nature, animals and herbalism.
Symbol: An Oak Leaf.
Cleric’s Alignment: Neutral Good, Lawful Neutral, True Neutral, Chaotic Neutral, and
Neutral Evil.
Favoured Weapon: Sickle.
Domains: Animal, Healing, Plant and Travel.
Worshippers: Druids, rangers, adventurers, barbarians, fey and elves.

Mialar is the daughter of Tharen and an unknown mortal woman, and is the patron of
nature. Her faith is rather small and she is overlooked by city folk for the most part. It
was in the wilds beyond the walls that she found her followers. Elves, fey folk and those
who make their lives in the great white are the dominant faithful. 
As the mistress of nature, she is also a skilled healer using natural remedies to cure ills
and heal wounds. Her clerics tend to be samaritans, offering aid to any that need it
providing that they would not pose a danger to the healer. Many tales are told of
travellers caught out in the wilds during bad weather, succumbing to the cold and then at
the last being saved by a lantern wielding priest who guided them to safety and tended to
their wounds.
Adventuring clerics are unusual amongst this faith although when some danger threatens
a sacred wood or other holy wilderness site, they will fight to protect it.



Dargos.
Lesser Power of Limbo, Chaotic Neutral.
Portfolio: Dreams, sleep and prophecy.
Symbol: An hourglass.
Cleric’s Alignment: Chaotic Good, True Neutral, Chaotic Neutral, and Chaotic Evil.
Favoured Weapon: Double-headed warhammer (often with the heads carved as an
hourglass).
Domains: Chaos, knowledge, magic and travel.
Worshippers: Prophets, wizards, bards, madmen, and scholars.

The dreaming god, or so his is named, Dargos is the god of sleep and prophecy. He is the
youngest of the gods by several millennia but he strives to prove himself. Dargos brought
dreams to the mortal races and gifted them with imagination. But it is as the god of
prophecy that he is most often thought of. Dargos is unique among the gods that he can
see a short way into the future, although it is not known why he did not foresee Starfall.
Or perhaps he did…
His faithful gather around powerful clerics who have the ability to cast spells and see into
the future. They build small shrines known as Oracle Stores where people can come and
pay to have fortunes read and divinations cast. Often any revelations will come in the
seekers dreams, and like true dreams they fade quickly upon wakefulness, leaving the
seeker unsure what it really was he thought he dreamt.
It is the search of knowledge that may dictate the future, that leads more than a few
clerics into following the path of the adventurer.



New Domain.

Cold Domain
Granted Power: You can cast Endure Elements (cold) a number of times per day
equal to your charisma modifier plus 3
1. Obscuring Mist.
2. Resist Energy (cold only).
3. Sleet Storm.
4. Ice Storm.
5. Wall of Ice.
6. Cone of Cold.
7. Freezing Sphere.
8. Polar Ray.
9. Imprisonment.


