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INTRODUCTION

Gods are usually gods of something, just as spirits are usually
spirits of something. However, being the god of something means
more — not just having an affinity or sympathy for it, but having
power over it.

— GURPS Fantasy

Dungeon Fantasy games are about fantasy as well as dun-
geons. They feature, not just magic, but supernatural beings,
up to and including full-power deities. Moreover, in many fan-
tasy worlds — definitely including many dungeon fantasy set-
tings — religion is a large subject, and most of it is polytheistic,
with lots of different deities with individual fields of interest.
The priests of these deities vary, not only in regard to what sub-
jects they deal with and what moral codes they enforce, but
also in the powers they receive from their divine patrons.

The initial Dungeon Fantasy supplements included the
cleric, druid, and holy warrior templates to represent charac-
ters who work with and for higher powers. Those volumes
assumed that the devotees of different gods were similar
enough that three templates would cover the options suffi-
ciently. However, many gamers want servants-of-the-divine
who are substantially different and based on what kinds of

About GURPS

Steve Jackson Games is committed to full support of GURPS players.
Our address is ST Games, P.O. Box 18957, Austin, TX 78760. Please include
a self-addressed, stamped envelope (SASE) any time you write us! We can
also be reached by e-mail: info@sjgames.com. Resources include:

New supplements and adventures. GURPS continues to grow — see

what’s new at www.sjgames.com/gurps.

e23. Our e-publishing division offers GURPS adventures, play aids, and
support in PDF form . . . digital copies of our books, plus exclusive mate-
rial available only on €23! Just head over to e23.sjgames.com.

Pyramid (www.sjgames.com/pyramid). Our monthly PDF magazine
includes new rules and articles for GURPS, systemless locations, adven-
tures, and much more. Look for each themed issue from e23!

Internet. Visit us on the World Wide Web at www.sjgames.com for
errata, updates, Q&A, and much more. To discuss GURPS with our staff
and your fellow gamers, visit our forums at forums.sjgames.com. The
GURPS Dungeon Fantasy 7: Clerics web page can be found at

gods they follow, with special abilities reflecting the specializa-
tions of their divine patrons.

This supplement answers that
wish, adapting the relevant
Dungeon Fantasy 1: Adventurers
templates (the cleric, druid, and
holy warrior) and Dungeon
Fantasy 3: The Next Level vari-
ants (the evil cleric and unholy
warrior) to reflect these differ-
ences. Chapter 1 discusses some
basic concepts - the pantheons in
which gods group together, and
the cults that follow them.
Chapter 2 provides modifications
to the basic templates for a whole
range of deities. Finally, Chapter 3
offers a few pieces of specialized
equipment and some supernatu-
ral items that these characters
might find especially interesting.

RECOMMENDED
GURPS BooOkKsS

Obviously, this book is part of the
Dungeon Fantasy line; it requires GURPS
Dungeon Fantasy 1, which in turn needs the
GURPS Basic Set. Also, GURPS Dungeon
Fantasy 3 provides basic information on evil
clerics and unholy warriors, and players
will definitely require GURPS Magic for the
full range of spells referenced here.

Other Dungeon Fantasy volumes are rec-
ommended, especially Dungeon Fantasy 5:
Allies, which among other things, gives
details of many different types of divine
servitors, who often show up as allies for
clerics. Lastly, GURPS Powers and GURPS
Thaumatology cover many of the concepts
used in this book in much more detail, but
they are not actually required.

www.sjgames.com/gurps/books/dungeonfantasy/dungeonfantasy?7.

Bibliographies. Many of our books have extensive bibliographies, and
we're putting them online — with links to let you buy the resources that
interest you! Go to each book’s web page and look for the “Bibliography”

link.

Errata. Everyone makes mistakes, including us - but we do our best to
fix our errors. Up-to-date errata pages for all GURPS releases, including

this book, are available on our website — see above.

Rules and statistics in this book are specifically for the GURPS Basic
Set, Fourth Edition. Page references that begin with B refer to that book,

not this one.

ABOUT THE AUTHOR

Back in the 1980s, Phil Masters wrote
articles for White Dwarf magazine about
deities for nonhuman races. Since then, he’s
composed such works as GURPS Arabian
Nights, The Discworld Roleplaying Game,
and GURPS Thaumatology, and he’s
become the Transhuman Space line editor.
But every now and again, he goes back to
his roots.
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Agni, 16.

Apollo, 33.

Apparel of the Adventuress, 35.

Aspergillum of High Power, 36.

Bacchus, 32.

Celestial PCs, 6.

Ceres, 8.

Chaotic morality, 5.

Character abilities and gods, 6; see
also Priests, Special Powers.
Cleric template, 6; see also Priests.
Divine, elements, 6; realms, 5-7; see

also Gods.

Druid template, 6; see also Priests.

Dungeon fantasy vs. reality, 5.

Elder-spawn, 6.

Elements, divine, 6; see also Gods.

Equipment, 33-36.

Evil cleric lens, 6.

Evil morality, 5.

Flamethrowers, 34.

Gods, agriculture, 8-9; artificers, 9-
10; city, 11-12; death, 13-
14earth, 14-15; fire, 16-17;
frenzy, 32; harvest, 8-9; healing,
20-21; horses, 32; hunting, 17-
18; love and fertility, 18-20;
luck, 32; messengers and
rogues, 22-23; night, 23; rivers,
32; scholarship, 32; sea, 25-27,
storm, 4, 27-28; sun, 28-29;

INDEX

war, 30-31; see also Divine,
Morality And Gods, Pantheons.

Good morality, 5.

Greek deities, 4, 25, 27, 30.

GURPS, Basic Set, 3; Dungeon
Fantasy, 3-5, 11, 30, 34, 36;
Dungeon Fantasy 1:
Adventures, 3, 7-9, 23, 30, 33-
36, Dungeon Fantasy 2:
Dungeons, 11, 35; Dungeon
Fantasy 3: The Next Level, 3,
6,7, 11, 30; Dungeon Fantasy
4: Sages, 9, 10; Dungeon
Fantasy 5: Allies, 3, 6,7, 17;
Fantasy, 3; Magic, 3; Powers,
3; Thaumatology, 3.

Half-spirits, 6.

Hindu deities, 16.

Holy hunters, 18.

Holy relics, 36.

Holy symbol weapons, 33.

Holy warriors, agriculture, 8;
artificers, 10; city, 12; death, 14,
earth, 15; fire, 16; harvest, 8;
healing, 21; hunting, 18; love
and fertility, 20; messengers and
rogues, 23; night, 24; sea, 26;
storms, 28; sun, 29; war, 31.

Holy water, 35.

Infernal PCs, 6.

Infused, 6.

Insane amorality, 5.

Items of power, 35-36.
Leadership of pantheons, 4.
Lens used, 6; see also Priests.
Loki, 16.

Magic items, 35-36.

Morality and gods, 5; see also Gods.

Mortal followers, 6.

Multiple realms, 7.

Nature morality, 5.

Neutral morality, 5.

Norse deities, 4, 16, 27.

Odin, 4.

0il of Kingship, 36.

Pan, 32.

Pantheons, overview, 4-6.

Pele, 16.

Poseidon, 25.

Power Investure (PI) advantage, 7;
see also Spell Lists.

Priests, agriculture, 8; artificers, 10;
city, 12; death, 13; earth, 15;
fire, 16; harvest, 8; healing, 21;
hunting, 17; love and fertility,
19; messengers and rogues, 22;
night, 24; sea, 26; storms; 29;
sun, 29; war, 30-31.

Priest spells, see Spell lists.

Realms, divine, 5-7; see also Gods.

Real-world gods in dungeon
fantasy, 5.

Recommended GURPS books, 3.

Relics, holy, 36.

Roman deities, 8, 16.

Sacred scalpel, 34.

Sacred Shovel of Zombie
Beheading, 36.

Sexton’s Special Shovel, 34.

Skills, useless, 9.

Sky father, 4, 7, 27, 29.

Special powers, agriculture, 8;
artificers, 9-10; city, 11-12;
death, 13; earth, 15; fire, 16;
harvest, 8; healing, 21; hunting,
17; love and fertility, 19;
messengers and rogues, 22;
night, 24; sea, 25-26; storms, 27,
sun, 29; war, 30.

Spell lists, agriculture, 9; artificer,
10; city, 12; death, 13-14; earth,
15; fire, 16-17; harvest, 9,
healing, 21; hunting, 18; love
and fertility, 20; messengers and
rogues, 22-23; night, 24-25; sea,
27, storms, 28; sun, 29; war, 31.

Staff of Earthquakes, 36.

Templates used, 4, 6; see also
Priests.

Thor, 27, 33.

Tiamat, 25.

“Useless” skills, 9.

Vesta, 16.

Weapons, 33, 34.

Zeus, 27.

Zhu Rong, 16.
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Stuck for an adventure?
No problem.

/‘e23.sjgames.com e

e23 sells high-quality
game adventures
and supplements
in PDF format.

@ Get complete sample adventures free!

@ PDFs from the major players in online publishing — plus
gems from the up-and-comers, and digital editions of
out-of-print classics.

@ Sce the ratings other users have given . . . and add your
own ratings.

@ Buy it once, have it always. Download your purchases
again whenever you need to.

Download e Print e Play

€23 is part of Warehouse 23, the online store at Steve Jackson Games. Warehouse 23 is also the official Internet retailer for Dork Storm Press, Atlas
Games, and many other publishers. Visit us today at www.warehouse23.com for all your game STUFF!
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