Religion in the World of Tellus

The following is a list of the major deities in Tellus

· Bel—god of strength, war, and the tribe

· Boccob—god of magic, knowledge, and trickery

· Corellion Larenthion—god of the elves, light, protection (Corellion is the elven interpretation of the One)

· Ehlonna—goddess of the woodlands, elves

· Fortunato (female)—the Traveler, god of merchants and roads, god of thieves and luck, goddess of dreams

· Garl Glittergold—god of the gnomes, trickery, illusions (Garl Glittergold is the gnomish interpretation of the One)

· Gruumsh—god of the Orcs, strength, war, retribution (Gruumsh is the orcish interpretation of the One)

· Harmonia, the Muse—goddess of bards, music, the arts, hope

· Mishra—Earth Mother, goddess of fertility, agriculture, life and death

· Moradin—All Father, god of the dwarves, metal work, stone work, creation (Moradin is the dwarven interpretation of the One)

· Nerull, Nanes, Mordos—god of death, darkness, despair

· O’bad Hai—god of nature and the rivers

· Oceanus, Mare, Mer—god of the seas, winds, weather

· Pelor—god of the sun, healing, light, goodness (Pelor is a human interpretation of the One)

· Wee Jas—goddess of the black arts, death, secrets

· Yondalla—goddess of the hearth, protection, and halflings (Yondalla is the halfling interpretation of the One)

The Old Gods (of the humans) include; Bel, Boccob, Fortunato, Harmonia, Mishra, Nerull, Oceanus, Pelor, and Wee Jas

The One God, the Father, the Creator—the One is the only true deity.  All other gods are either interpretations of the One or are supernatural beings with quasi-godlike powers.  Many of the evil deities are facets of one or more supernatural beings on the side of darkness.  All the “deities” use mana (magical energy) to control their domains.  The One God created mana and the universe is His domain.

Religious Organizations--

The Followers of Xristos, Xristans—these are the followers of the One God.  They came out of the area known as the Imperium and have spread their message across many lands.  The Xristans as they call themselves, are a gentle group seeking to promote conversion by living a life of good.  Xristan clerics are called priests and have the following tenets that they hold in higher importance than life itself.

1. There is One God and He is the Father, Son, and Holy Ghost (priests may only use magic or magic items consecrated by the One God.  Priests may work with clerics of other good religions, but will never accept any but the One God as a deity.

2. Do good works among the poor and the sick (and a priest must live simply, giving to the poor all his/her excesses.)

3. Abstain from violence (a priest must not shed blood except in self-defense, and is forbidden to take a life or order such an act.)

Xristan priests must remain celibate and chaste but males and females are eligible to become priests.  

All Xristans believe that the One God will provide for them after death.  The Imperium initially persecuted the Xristans during the Rule of Man, but this subsided as they came to the realization that even their gods were strangers in this new land of Tellus.  The citizens of the Imperium adopted the gods of Tellus as their own and for the most part ignored the Xristans.  The Xristans continued to remain secretive in the urban areas, but gained a strong following among the rural people of the Imperium.  Many Churches and monasteries dot the landscape outside of the Imperium cities.

The Xristans are decentralized and have no figurehead other than the One for their Church.  The highest appointment is considered the Bishop and each Bishop has autonomy over his/her own territory.  Bishops may convene to discuss direction of the Church, but they still operate with autonomy.

The typical Xristan priest wears simple linen robes in brown, as a monk would do so.  During celebration of a mass, they wear white lined with a symbolic cloth yoke.

Xristan priests are not required to cut their hair or beard.

Spheres of influence—good, law, protection, healing are the major spheres, but no sphere is off limits except for necromancy and evil.

Xristan priests avoid flashy spells, and will never cast necromantic spells.

The greatest foe of Xristans priests is the undead.  The Xristans may use any means possible to destroy undead creatures.

This hatred of undead gives Xristan priests an advantage when fighting them.  They may double their Charisma bonus for turning purposes.

The holy symbol for Xristans is not a cross, but a fish.

Xristan priests will not turn away any good creatures that ask for aid.  Many of the other races have become interested in this religion.

The Church of the One—the Church was founded in New Caledonia in 803 CY.  The Church hierarchy is based in New Caledonia.  Cardinal Sinclair is the current leader.  There are approximately 250 priests at the present time (985 CY), 1 cathedral and 10 churches in New Caledonia.  There are 15 churches/abbeys in the surrounding areas.  The Church has a guard of Knight Hospitaliers of the Order of St. Raphael.  There are 350 men at arms.

The Knight of the Order of St. Raphael are skilled in healing, have limited divine magic use, and may use sharp weapons.  Many Knight Hospitaliers have the power of laying on of hands.

Priests of the Church—all clergy follow the levels here:


Brother
(cleric level 1, 2)


Father

(cleric level 3,4, or 5)


Monsignier  
(cleric level 6,7, or 8)


Bishop

(cleric level 9+)


Cardinal
(cleric level 9+, unique, only one at a time)

All advancements of clergy are sanction by the Cardinal.

The main tenets of the Church of One—

1. There is One God and He is the Father, Son, and Holy Ghost (priests may only use magic or magic items consecrated by the One God.  Priests may work with clerics of other good religions, but will never accept any but the One God as a deity.

2. Do good works among the poor and the sick (Church priests have no vow of poverty, unlike those of the Xristans.)

3. Violence is to be used only for defense of Church and self (this can take many interpretations at times.  A priest of the Church of One may fight and kill if need be.  His God will let him know if he has committed an evil act requiring antonement.

Church clergy must remain celibate and chaste.  Only males are allowed to be priests and knights.

The Church is highly centralized and is lead by Cardinal Sinclair.

The typical Church of One priest wears clothes befitting his status.  High level Church officials wear richer clothes than do the simple parish priests.  All clergy must wear clothes designed to show their status as a priest.

Priests of the One are not required to cut their hair or beard, but their appearance should be neat and clean.

Spheres of influence—good, law, protection, healing are the major spheres, but no sphere is off limits except for necromancy and evil.

Church clergy avoid flashy spells, and will never cast necromantic spells.  Raise dead is not possible for Church clergy.  That is left unto the hands of their Creator.

The greatest foe of the Church is the undead.  The clergy may use any means possible to destroy undead creatures.

This hatred of undead gives priests an advantage when fighting them.  They may double their Charisma bonus for turning purposes.

The holy symbol for the Church is a cross.  It may be simple or may be jeweled.

Church clergy strive hard to do God’s will on Tellus.  They will not turn away good creatures that have a need, regardless of race or religion.  Many of the other races have become interested in converting to this religion.

