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Welcome to The Temple of the Lost Gods! This
multi-purpose setting can serve as the starting point,
base of operations, scenery, or goal of a wide variety
of adventures. Follow along and watch it from its
glorious beginning, through its growth over the cen-
turies, to its eventual collapse and decay. Each peri-
od offers different adventuring opportunities; differ-
ent adversaries, and ideas how to slot the Temple into
your current campaign, whatever, wherever, or
whenever it may be. 

This book uses a quick and easy abridgement
of the GURPS rules called GURPS Lite, designed
to get you – and your players – right into the
action. GURPS Lite is available free at
www.sjgames.com/gurps/lite.
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Over several centuries, the Temple of the Lost
Gods served as a source of knowledge, comfort, and
meaning to the people of the kingdom of Darliku.
But, like all things, the Temple, its faith, its follow-
ers, and Darliku itself withered into the dust of histo-
ry. Follow now the rise and fall of the Temple of the
Lost Gods.

The Faith of
the Lost Gods

As revealed to Madat, the First Priest, by Zedev
the Messenger: A thousand years ago, the gods
fought a mighty war in heaven. The skies raged, the
earth shook, and the seas boiled as their fell weapons
clashed and rang. It is unknown what the war was all
about – Zedev refused to tell Madat – but the First
Priest believed it had to do with humanity. After
decades of bloody conflict, something terrible hap-
pened.

Against their wills, the warring gods were flung
away from the world, cast into Heaven at great
speed. So fast, in fact, that for centuries, their divine
powers could not even slow them down, much less
return them to the world. The gods found themselves
scattered in the darkness of the night sky. Three hun-
dred and sixty of those bright pinpricks that people
name “stars” are actually Lost Gods.

Meanwhile, back on the world, those gods and
spirits who had refused to take up arms in the War
assumed the positions and roles of the missing. The
Sun is not the first solar deity the world has known,
and the Moon himself was born of commingled
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1.The History of
the Temple of the

Lost Gods
GURPS TEMPLE OF

THE LOST GODS
This setting is intended to be used with

the GURPS Lite rules – available for free
at www.sjgames.com/gurps/lite – along
with the additional rules found in the
Appendix, pp. 50-61.

THE KINGDOM OF
DARLIKU

Darliku is a medium-sized nation. Half
of the land is broad, temperate plains, the
other half is rolling, forested hills. The
largest city is the capital, Fizvarlu, with a
population of around 50,000. Common
trade goods are millet, rye, oats, and
apples, as well as copper mined from the
mountains on the southern border.

At the beginning of the Phase 1 period
(p. 4), King Gwithdor rules Darliku. His
warband is composed of wealthy noble-
men, and the wizard and spymaster Madat
supports his reign. While magic exists, it is
only within the past century that it has
been made to work for the kingdom rather
than against it (in the form of evil magi-
cian-warlords). Through Madat’s wiles
and skill, King Gwithdor successfully
strengthens the boundaries of his realm
against his raid-happy neighbors. He then
passes his crown to his son, Gwindku,
who is counseled by Madat’s daughter, the
wizard Rayda.


