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About this

This book provides m(terill th(t JGM mLi use

to enhlhce his cCimplign. It is not the intention
of the [uthors to crelte [historicllly [tcurlte
interpret(tion of e ch deity, but r(ther to expllin
the deity in gliming terms th(t fit the rules of the
d20 glming system 'nd [dd [n element of enjoy-
ment. Religions from role-plljying glimes should
never be t[ken [5 re[l for [hy re[50n, even when
there is historic[l precedence concerning the
specific religion.
The Egyptilh gods hlve long been the subject of
numerous books [hd even grelter legends. They
[tre perhl[ps some of the oldest [nd best-docu-
mented gods known to modern mIn with treltises
drting blck five millennilJor more. The Egyptiin
Iinds overflow with [1l m[hner of lore [hd super-
stition reg¥ding the f{vor [nd wrlth of the gods.
These superstitions contribute to the popullx
themes [bout undeld (such [5 the mummy),
deldly curses inflicted on those who d[te disturb
the rest of [Jph(¥Coh, [hd rumors of undiscovered
riches deep in the bowels of the [hcient pyr[{imids.
The mythos of Egypt remlins strong [nd vibrint
tod (¥, given the recent string of successful Holly-
wood movies incorpor(ting its themes.

New domlins h{ve been m[tked with [h
[sterisk (*) symbol directly Cfter the nline of the
domlin. Some dom(ins from previous Lore of the
Gods books hive been c[iried over this book but
[Te still considered to be new [nd noted [s such.
New spells itemized within the new domlins (re
designted with [Jdouble Csterisk (**) Thd Chy
spells from other Open Gime Content sources
other thih the Pllyer’s Hlndbook will hive the
designltion (*ogc-e) immediltely Cfter the spell
nline, which melns the spell comes from n
extern[] open glime content source. The full detlils
of the spell will be listed in the section on spells (5
will the source of the open glime content from
which it clime).

About the Avlitlrs

Elch of the gods below h(s [ [vIt[T thit trivels
the virious Prime ML terill worlds, influencing [nd
inter[cting with mort(ls 5 it deems necess ty. This
[v[t[T is not the [ctull god itself, only ['thought
flung out into the cosmos thit [Iwljys Lcts in the
best interests of the god itself. All Egyptitn [v[tlts

shlte the following [bilities:

¢ Immunity to the following effects: poison,
sleep, p[t[lysis, stunning, diselse, delth
effects, mind-influencing effects (chlrms,
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compulsions, phintsms, pltterns, [nd
mor!le effects), [bility drlin, [hd energy
drlin
* Dirkvision to Lir[nge of 120 feet
* Clnnever be surprised by [hy mort(] not
clo’ked by some form of shrouding m[gic
(such L[5 nondetection).
* If the (w[t[T h(s the [bility to c[st spells, it
h(s [ccess to [l spells of the Cpproprilte
cllss (some flvored spells [te listed under
eCch spellcCsting [w(t[1’s stltistics; [
double [sterisk in the spell indic tes th[t it
is [Inew spell detliled in this product).
By no melhs [Fe the [w(t[s presented melnt to be
the only cll5s or form th(t cth be [ssumed; rlther,
they [ie just one possible represent(tion th(t the
Cuthors hive chosen [5 [h ex[mple [v[t[T for [J
specific deity.

Amon

The Hidden One; God of the Sky; King of the Gods;
The Creltor of All Things

Alignment: Liwful Neutr[1

Dom/[in: Air, B[llnce*, Sun, Wind*

Symbol: Goose, Riim

Slcred Anim[1: Goose, Rim

Trldition[1 Allies: Aur[n creltures, Horus, Osiris,
RO

Tridition[1 Foes: Aberr(tions, Set, Undeld
Divine Artif ct: Kheperesh (The Blue Crown)
Fvored Welpon: Mlce

Flvored Cliss: Cleric, Rogue

Flvored R(ce: Elf, Humin

Benefits: Clerics [hd rogues who worship Amon
glin [J+2 inherent bonus to [1l s(ves [glinst divine

mlgic.

Reglirded [5 the god of the sky [nd [Jsun god,
Amon is [1so the pltron deity for the city of Thebes
while the priests of Hermopolis view him ([nd his
consort Amenet) (5 [Iprimordil]l cre tion-deity.
The protector of [ny worshipper in need, he
becime ruler of this f{imily of gods [fter he merged
with the sun god RlJto become Amon-RL|

Amon is often depicted in hum[h form with blue
skin Chd either the held of Obelrded mh or [
riim’s held with curved horns. Altern(tively, his
forms [1so include (Jfrog-helded m[h, [Jcobr(+
heCded m[h, [h Cpe, or [Jlion. He welts [Jcrown
composed of [Imodius surmounted by two t[1l
felther plumes. Interestingly enough, even though
his symbol is the goose or r[im, he is never depicted
[s either. His true [ppeli[ice is beyond [1l mort(]



understihding. Amon is s[id to be “hidden of
[spect, mysterious of form,” [ind invisible yet
omnipresent throughout the cosmos. He is [1so “[n
invisible creltive power which is the source of 1l
life in helwven, [nd on the e(tth, (hd in the grelt
deep, [hd in the Underworld, [hd which m[hifests
under the form of Amon-R[1”

Avltle of Amon

M(1e EIf Cleric20 CR 20; Size: M Type Hum[hoid;
HD (20d8)+60; hp 220; Init +9 (+5 Dex, +4 Im-
proved Initiltive); Speed 20'; AC 27 (fl(tfooted 25,
touch 17); SA: Spontheous c[5ting, s[ve +2 vs.
enchlhtment spells, Autom[tic Sel¥ch check if
within 5' of secret/concelled door, Turn Undeld
8/dly; Vision: Ditkvision 120"; AL: LN; SCve: Fort
+15, Ref +11, Will +19; Abilities: Str 18, Dex 20,
Con 17, Int 18, Wis 20, Ch[120

Wel pons: Ml ce +5 (he vy/disruption/flliming
burst/ghost touch/holy) +24/+19/+14 melee Dmg:
1d8+9 Crit: 20/x2 Spec: Undeld hit must mke
Fort slve (DC 14) or be destroyed, +1d6 fire
dlmlge (critic[1 hit del1s +1d10 extr(ifire dCim[ge),
dells norm[1 d[inl[ge vs. incorporell creltures
regltdless of bonus, +2d6 holy dlim(ge vs. evil, 1
negltive level bestowed to evil wielder; Shortbow
+5 (composite/blne ([berr(tions)/dist nce/holy/
keen/speed/wounding) +25/+20/+15 rCnged 140'
Dmg: 1d6+5 Crit: 19-20/x3 Spec: R(hge increment
doubled, threlt rihge doubled, +2 better vs.
design(ted foe [nd does +2d6 bonus dlm[ge, +2d6
holy dfm[ge vs. evil, 1 negltive level bestowed to
evil wielder, grints 1 extr[][tt[ck e[ch round [t
highest bonus, wounds inflicted bleed for 1 point of
dmlge per round until herl (DC 15) or Chy cure
spell)

ArtifCcts th(t the Av[t(r m[y possess:

Khepevesh, the Blue Cvown (of

Amon)

This reg(l crown [ppelis 5 [Isky-blue modius
etched with Urlims horn design on the surflte [nd
surmounted by two 1[rge ostrich plumbs.
Kheperesh, the Blue Crown his the following proper-
ties:
* The welter glins [Jinherent +6 bonus to his
Chlrismllscore
* The welter belts [gllimour thlt c[uses (1l
clothing worn to [ppelt [5 the finest [nd
richest qullity.
*  The crown clsts Ocontinull emotion (friend-
ship) spell in [130ft. rCdius.

* The welter m[y c[5t the following spells
[t will; detect thoughts, enthr(l, see
invisibility [nd tongues.
*  Chlim monster 5/d[y.
*  Migic circle [glinst chlos/evil/good/] w
5/dly.
*  Phlitom steed 2/d[y.
* Eyebite2/dly.
*  Gels/Quest2/dly.
All spells [re equl] in effect to those c[st by (120
level cleric.

Skills ['nd Felts: B[1lnce +3, Climb +2, Concentr[+
tion +26, Diplom[cy +15, Hide +3, Jump +2,
Knowledge (Arcnl) +24, Knowledge (Religion)
+24, Listen +9, Move Silently +3, Scry +14, Seltch
+8, Spellcr(ft +27, Spot +9; Armor Proficiency
(Helvy), Armor Proficiency (Light), Armor Profi-
ciency (Medium), Comb(t Cl5ting, Comb[t Re-
flexes, Dodge, Improved Criticl1 (MLce (Light)),
Improved Initiltive, Iron Will, M[Ttifl Welpon
Proficiency, Shield Proficiency, Simple Welpon
Proficiency, Spell Penetr[tion

Possessions: Ring of Lir element]l comm(id, ring of
protection +5, chlinmlil +5 (ghost touch/invulnerLbil-
ity/spell resistlice (SR19)), Linulet of undeld turning,
mlee +5 (helvy/disruption/fllining burst/ghost touch/
holy), shortbow +5 (composite/blhe (Cberr(tions)/
distTice/holy/keen/speed/wounding), boots of speed,
circlet of bl[sting (mljor), vestments of flith

Deity: Amon
Domlins: Air (Turn or Destroy el trth creltures [5 [
good cleric turns undeld; Rebuke or comm(hd [ir
creltures [s [n evil cleric rebukes undeld; 3 + CHA
modifier [ttempts per d(§.) Sun (Once per dLy,
you c[h perform [lgrelter turning [glinst unded
in pllce of Dregullt turning (or rebuking); underd
cre(tures th(t (e [ffected [re destroyed.)

Spells: Cleric: (6 /7+1 /6+1 /6+1 /6+1 /6+1 /441 /
4+1 /4+1 /4+1)

0-crelte wlter, crelte wine, cure minor wounds, detect
mlgic, detect poison, guid nce, inflict minor wounds,
light, mending, purify food [nd drink, re[d m[gic,
resistlnce, virtue

1-blite, bless witer, bless, cluse fe(tr, commlid,
comprehend I ngulges, cure light wounds, curse
wlter, de[thw(ich, detect chlos, detect evil, detect
good, detect ITw, detect undeld, divine flvor, doom,
endure elements, endure elements, entropic shield,
inflict light wounds, invisibility to undeld, m[gic
stone, m(gic welpon, obscuring mist, protection from
chlos, protection from evil, protection from good,
protection from I(w, rCindom Letion, remove felt,
stinctulry, shield of flith, summon monster I



2-Tid, Cinim(] messenger, [ugury, bull’s strength,
c[lm emotions, consecr(te, cure moder_te wounds,
dlrkness, de(th knell, delly poison, desecr(te,
endur(ice, enthr(ll, find trlps, gentle repose, hel't
met(l, hold person, inflict moder(te wounds, lesser
restortion, mLke whole, remove pLr[lysis, resist
elements, shitter, shield other, silence, sound burst,
spelk with [him(ls, spiritull welpon, summon monster
II, undetectble [lignment, wind wlll, zone of truth
3-[nimlte deld, bestow curse, blindness/del fness,
contlLgion, continull flline, crelte food [nd wlter, cure
serious wounds, dCyjlight, deeper drkness, dispel mLgic,
glseous form, glyph of wirding, helping hind, inflict
serious wounds, invisibility purge, loc te object, m[gic
circle Cglinst chlos, mLgic circle [glinst evil, mLgic
circle [glinst good, mLgic circle [glinst Ilw, m[gic
vestment, meld into stone, negltive energy protection,
obscure object, priyer, protection from elements, remove
blindness/del fness, remove curse, remove disel5e,
selring light, selring light, spelk with deld, spelk with
plints, stone shipe, summon monster 11, witer bre th-
ing, wlter wiik, wind wlll
4-[ir wllk, control wlter, cure criticll wounds, delth
wlrd, dimensionll [ichor, discern lies, dismissll,
divin(tion, divine power, fire shield, freedom of move-
ment, gilit vermin, gre(ter mLgic welpon, imbue with
spell [bility, inflict criticll wounds, lesser plln(r [y,
neutrllize poison, poison, repel vermin, restorltion,
sending, spell immunity, st(tus, summon monster IV,
tongues
5-Ltonement, brelk ench intment, circle of doom,
commune, control winds, dispel chlos, dispel evil, dispel
good, dispel 10w, etherell jlunt, flline strike, flCine
strike, grelter comm(nd, hlllow, helling circle, insect
pligue, mirk of justice, pllne shift, rlise deld, righteous
might, scrying, slCy living, spell resistliice, summon
monster V, true seeing, unhl1llow, wlll of stone
6-[niml(te objects, [nti-life shell, blnishment, bl de
blirrier, chlin lightning, crelte unde(d, etherellness,
find the p(th, fire seeds, forbidd[iice, gel$/quest, grelter
dispelling, grelter glyph of wlrding, hlirm, hell, heroes’
felst, pltnCr [ly, summon monster VI, wind wllk, word
of reclll
7-blsphemy, control we ther, destruction, dictum,
grelter restor[tion, grelter scrying, holy word, refuge,
regenerlte, repulsion, resurrection, summon monster
VI, sunbelin, word of chlbs
8-[nti-m(gic field, clolk of chlos, crelte grelter undeld,
discern loc[tion, elrthqulke, fire storm, grelter pllnl¥
Uly, holy Curl) m(ss held, shield of I[w, summon
monster VIII, sunburst, symbol, unholy Cur() whirl-
wind
9-Cstrll projection, element[l swlim, energy drlin,
glte, implosion, mir(cle, prism[tic sphere, soul bind,
storm of vengelince, summon monster IX, true
resurrection

Anubis

God of the Del'd; Guide to the Underworld; Gulrd-
iln of the Necropolis

Alignment: LCwful Neutr(1

Dom'lin: Blllnce* Deld*, Luck, Trivel
Symbol: Bllck dog, Jrckr]

Slered Anim(1: Dog, Jickl1

Trldition[1 Allies: Nephthys, Osiris

Trl dition[1 Foes: Set

Divine Artif ct: Delth M(sk

Flwvored Welpon: Sickle

Flvored Cliss: Asslssin, Cleric

Fvored R(ce: Humln

Benefits: Ass[5sins [nd clerics who worship
Anubis m[y clst delthwlich [ will.

Anubis is the son of Nephthys. Some cllim his
flther is Set, while others sy it is Osiris. Anubis is
depicted [s [bllck jickl], or [5 [jickl1-helded
mlh. He is considered to be the god of the deld
becluse of the sightings of jick[1s prowling [Tound
tombs [nd is often referred to [s the “conductor of
souls.” He is the guide of the deld [s they m[ke
their w(y through the drkness of the underworld.
As Upltron of mLgic, folk believe he c[ foresee [
person’s destiny, so in this role he wis the [1-
nouncer of deth. The Ancient Egyptilhs believe
th(t when you die, you trivel to the HLI of the
Deld. Once there, Anubis weighs your helrt
[glinst the fe[ther of M[1[t, goddess of justice [nd
truth. If your helit is light, you go on to Osiris; if it
is helier thin the felther, then [I[demon devours
it. Anubis is [1so the keeper of poisons [hd medi-
cines, most used in the emb[Iming process.

After Set murdered Osiris, Anubis emb[Imed the
body [hd wrlpped it in linen bihdges, thus
mlking Osiris the first mummy [nd preserving
him so he might live [glin. Anubis I'ter defended
the corpse [glinst the [tt[tks of Set. After delth,
Osiris becime ruler of the underworld. Anubis, [5
one of the most importnt officills, guides the
decel5ed through the underworld into the presence
of Osiris [nd oversees their judgment.

Avltle of Anubis

Mile Hum[n Cleric20 CR 20; Size: M Type
Huml[noid; HD (20d8)+80; hp 240; Init +8 (+4 Dex,
+4 Improved Initiltive); Speed 20'; AC 34 (fl t-
footed 32, touch 17); SA: Spontheous c[5ting,
Rebuke Undeld 10/dly, delthw(tch [t will; Vision:
Diltkvision 120" AL: LN; SCwve: Fort +16, Ref +10,
Will +18; Abilities: Str 22, Dex 18, Con 18, Int 18,
Wis 22, Ch[125



Wel pons: Sickle +5 (vorpll/wounding) +27/+22/
+17 melee Dmg: 1d6+11 Crit: 19-20/x2 Spec:
Severs opponent’s hed on critic1 hit, wounds
inflicted bleed for 1 point of dlin[ge per round
until hell

(DC 15) or [ny cure spell); sickle +5 (brillilnt
energy/icy burst) +27/+22/+17 melee Dmg: 1d6+11
Crit: 19-20/x2 Spec: Ignores [rmor [nd enhlnce-
ment bonuses, +1d6 cold dm[ge (critic[1 hit dells
+1d10 extrlicold dim[ge)

Artiflcts thUt the Avl tr m[y possess:

Delth M( sk (of Anubis)

This dltk, golden burill m(sk Cppelts to hive
symbols engr[ved [long the outer edges th(t
continullly shift (nd chlinge. The flce of the m[sk
will shift to imitte the vis[ge of its welrer. How-
ever, the eyes never chinge, [ they constructed
from solid blLck onyx. The Delth M[sk his the
following properties:

* The welter glins the benefit of [continull
delthwltch [nd detect undeld spell.

* The welter instintly knows of the exist-
ence [nd loc[tion of (hy corpse or grive
within 100ft.

* By touching [corpse, the welrer mly
receive Ovision of its 1Cst 5 rounds of life.

* The welrer mLy cC5t the following spells [t
will; consecrte, gentle repose, invisibility to
undeld, stnctulry, [nd spelk with deld.

*  Negltive energy protection 5/dLy.

*  Selring light 5/dly.

*  Delthwlid 5/dly.

*  Antilife shell 2/d0y.

*  Glimpse of the re[per*2/dly.

*  Finl rewlrd* 2/dly.

All spells [re equll in effect to those cLst by (120"
level cleric.

Skills [nd Felts: Bl1lhce +2, Climb +5, Concentr[ -
tion +24, Diplom[cy +13, Hel1 +11, Hide +3, Jump
+5, Knowledge (Arc[nl) +14, Knowledge (Reli-
gion) +24, Listen +10, Move Silently +3, Scry +14,
Seltrch +8, Sense Motive +10, Spellcr[ft +24, Spot
+10; Armor Proficiency (Helvy), Armor Profi-
ciency (Light), Armor Proficiency (Medium),
Comb[t Clsting, Comb(t Reflexes, Improved
Critic[l1 (Sickle), Improved Initiltive, Power Att[ck,
Quick Driw, Shield Proficiency, Simple Welpon
Proficiency, Spell Penetrtion, Wepon Focus
(Sickle)

Possessions: Shield +5 (I[rge/steel/blshing/lightning
resistltice), chlinmlil +5 (invulner(bility/lightning
resistLiice/spell resistlice (SR19)), sickle +5 (vorpLl/
wounding), sickle +5 (brillilint energy/icy burst), ring of

protection +5, ring of fe(ther fliling, belt of gilnt
strength +4, boots of speed, clolk of chlrism[+6

Deity: Anubis

Doml(ins: Luck (You glin the power of good
fortune; once per dy, this extrCordinlry [bility
[1lows you to re-roll one roll.) Tr(vel (For [5s mhy
rounds per dLy [s your cleric level, you c[h [t
norm[lly regrdless of mlgicll effects th[t impede
movement. Wilderness Lore is [Icl[5s skill.)

Spells: Cleric: (6 /7+1 /7+1 /6+1 /6+1 /6+1 /5+1 /
4+1 /4+1 /4+1)

0-crelte wlter, crelte wine, cure minor wounds, detect
mlgic, detect poison, guidnce, inflict minor wounds,
light, mending, purify food [hd drink, reCdl m[gic,
resistnce, virtue

1-bCite, bless witer, bless, cluse felt, commlid, compre-
hend Ilngulges, cure light wounds, curse w!ter,
delthw(tch, detect chlbs, detect evil, detect good, detect
ITw, detect undeld, divine flvor, doom, endure elements,
entropic shield, entropic shield, expeditious retre(, ;
inflict light wounds, invisibility to undelHl, m([Zic stone, e
mlgic welpon, obscuring mist, protection from chlos,
protection from evil, protection from good, protection
from 1w, rCindom Cttion, remove felr, sChctuliy, shield
of flith, summon monster I

2-lid, [him[l messenger, [ugury, bull’s strength, cllm
emotions, consecr[te, cure moderte wounds, dikness,
de(th knell, del(y poison, desecr(te, endurliice, enthrlll,
find trips, gentle repose, hold person, inflict moder!(te
wounds, lesser restor[tion, loc[te object, m ke whole,
remove pllysis, resist elements, shltter, shield other,
silence, sound burst, spelk with [himlls, spiritull
welpon, summon monster 11, undetect'ble Llignment,
zone of truth

3-Lnimlte deld, bestow curse, blindness/delfness,

cont gion, continull flline, crelte food [id wlter, cure
serious wounds, dCylight, deeper dlikness, dispel m gic,
fy, glyph of wirding, helping hind, inflict serious
wounds, invisibility purge, loc(te object, mLgic circle
[glinst chlos, mLgic circle [glinst evil, mLgic circle
Lglinst good, mLgic circle [glinst I[tv, mLgic vestment,
meld into stone, negltive energy protection, obscure
object, priijer, protection from elements, protection
from elements, remove blindness/del fness, remove
curse, remove diselse, seLting light, spelk with deld,
spelk with plTts, stone shlpe, summon monster 111,
wlter brel thing, wlter wllk, wind wlll

4-[ir wllk, control witer, cure criticll wounds, delth
wlrd, dimension door, dimensionll [nchor, discern
lies, dismissl, divin[tion, divine power, freedom of
movement, freedom of movement, gilht vermin,
grelter mLgic welpon, imbue with spell [bility, inflict
criticll wounds, lesser pllnlr [1ly, neutr lize poison,
poison, repel vermin, restor[tion, sending, spell
immunity, stCtus, summon monster IV, tongues



