The Church of the Goddess
Members of the Church of the Goddess call themselves the Broken. The belief that the church is founded on is that there was once a single goddess (simply called The Goddess) who created everything, including the “gods” other people worship. In the beginning of time, The Goddess birthed the universe. The universe was a lonely place with no life, so she created the many gods to inhabit her universe as well as beasts and plants to feed them. The Goddess loved the gods and was always quick to provide them with all they would need. All were favored in her eyes.
The gods soon began to bicker and fight over who was most loved by The Goddess. They started wars and threatened to destroy the universe in their fighting. The Goddess then created mortals and told the gods that the mortals would be their responsibility. They must teach the mortals how to live and treat them as their own children. 

Given this edict, the direct conflicts soon ended, but the gods then turned their gazes towards the mortals and had them wage wars upon each other to settle the differences of the gods. The wars would flare and die as the gods each tried to best one another with their mortals. The constant warring saddened and angered The Goddess, for she could only see destruction coming out of everything she created. She told the gods that she would no longer watch over them and secluded herself for many years. The gods searched and searched for The Goddess, hoping to apologize, but they could not find her. 

One day, she appeared once more and she was different. She gathered the gods together and told them she was dying. The gods cried, for they had never known that any but the mortals COULD die. She told them she was dying because of their actions but to not worry, for she would live again some day. 
The gods asked when this day would be, and The Goddess said she would be whole when she was needed again. When that day comes, they would all know. As she said that, her body collapsed and shattered into many shards. Each shard formed a new god who was part of The Goddess, but separate. These gods separated themselves from the other gods and took many mortals with them. Together they formed the Church of the Goddess, with each of the new gods calling themselves shards of the goddess. Each shard has their own followers and agenda, but they do not fight among each other. They all know they are followers of a fraction of The Goddess, but they represent a power far greater than any of the other foolish gods.
Joan (intermediate god)
Joan is the self proclaimed leader of the shards. She has by far the most followers of any of the other shards. When a decision is made by the shards as a whole, she is the one to announce it to the other gods. When depicted by her followers, her hands are emphasized and it is said her hands can create anything.
Role-playing Notes: Joan is of fair mind and judgment so she is often sought as an arbiter of sorts. She is confidant, but often consults Mae on important matters. She has been known to aid her followers when they are in conflict with other gods. She usually aids by creating something that might tip the scales in the favor of her followers, such as an artifact or a monster. She only sends an avatar if she believes a sect may be completely destroyed.
Statistics: AL LG; WAL any; AoC Creation, Birth, Life; SY a hand

Joan’s Avatar (Druid 18)

Joan’s avatar takes the form of a centaur with a unicorn-like horn. She carries a staff made of living wood which seems to writhe within his hand. While she carries this staff, she can cast any druid spell with a casting time of 1 and no verbal, somatic, or material components.

Str 19

Dex 19

Con 18

Int 17

Wis 22

Cha 15

MV 18

SZ 8’

MR 30%

AC -2

HD 18

HP 144

#AT 1

THAC0 1
Dmg 1d8+7
Special Att/Def: Joan’s avatar is unharmed by weapons of less than +3 enchantment. She may create 10 Hit Die worth of creatures per round, or she may create plants to form barriers or entangle enemies. These are done in addition to any other actions she may choose to do in a round.

Duties of the Priesthood

Joan’s clerics are required to oversee births as well as perform rituals to aid the crops of farmers. They are expected to do such without seeking reward (though many offer donations anyway). Priests are allowed to accept rewards for their work, but if they are unable to refuse aid in such matters to someone who is unable to pay.

Requirements: AB standard; AL any non-evil; WP any blunt weapons; AR a SP All, Animal, Creation, Elemental*, Healing, Necromantic, Plant, Weather; PW 5) Major Creation 1/week 10) vegetable, stone or crystal matter created becomes permanent; TU turn.

Sulis (intermediate god)

Sulis is one of the most feared of the shards and a brilliant tactician. Though her followers are few, those she has are ruthless zealots who are quick to attack any who oppose her. Attacks are always organized and with specific purpose, though the purpose is rarely revealed to outsiders.

Role-playing Notes: While she is quick to anger, she always keeps herself restrained, knowing that controlled anger can be used to far more destructive effect than an uncontrolled anger could ever be. When a follower is performing a large scale attack, she often sends visions to other followers that they may come and aid the follower in the attack. She rarely sends down an avatar, but when she does it is usually when a follower has angered her. Little remains of the follower or the surrounding area when she sends an avatar. 
Statistics: AL LE; WAL any non-good; AoC Destruction, War, Fire; SY ruby long sword
Sulis’ Avatar (Fighter 18)

Sulis’ avatar takes the form of a 20’ tall fire elemental with a blade of pure ruby. Where she walks, the ground erupts in flames and magma. She casts all wizard and priest fire spells as an 18th level caster as long as she has her blade.
Str 23

Dex 19

Con 19

Int 19

Wis 13

Cha 13

MV 18

SZ 8’

MR 20%

AC -8

HD 18

HP 144

#AT 3

THAC0 1
Dmg 1d8+11 (longsword)

Special Att/Def: Sulis’ avatar is immune to all forms of natural and magical heat or flame. At will he can create a rain of fire which causes liquid flame to fall from the sky in a 3 mile radius. Every living thing takes 10d6 points of damage a round for as long as they are in the area. Nonliving material burns, regardless of how inflammable it may be.
Duties of the Priesthood

Priests of Sulis are expected to be thoroughly trained in combat, as well as war tactics. They are often brilliant tacticians and officers in armies. If a priest fails in combat, he loses all access to spells until the loss is avenged. For this reason, her priests tend to only start a battle they know they can win.
Requirements: AB standard (plus minimum strength of 15 and intelligence of 13); AL any non-good; WP any; AR a SP All, Chaos, Combat, Divination, Elemental Fire, Healing, Protection, War; PW 1) THAC0 advances as a fighter 4) may specialize in a weapon of choice (still costs a weapon proficiency however); TU nil.

Fhina (intermediate god)

Fhina is the most benevolent of the shards. Her many followers tend to include the sick and poor. Those who need protection may always find it within her temples. 
Role-playing Notes: Fhina is soft spoken and reasonable. She occasionally hears the pleas of those in need, and when she does, she sends one of her followers to aid. She is not naïve however, and she will show no aid to those who abuse her hospitality.

Statistics: AL NG; WAL any non-evil; AoC Well-being, Charity, Healing, Earth; SY apple

Fhina’s Avatar (Priest 18)

Fhina’s avatar takes the form of a matronly crone. She is always warm to those she is speaking to and avoids direct combat. If she must defend herself, she usually charms those who are attacking her and leaves.

Str 17

Dex 18

Con 20

Int 19

Wis 22

Cha 13

MV 18

SZ 6’

MR 40%

AC -1

HD 18

HP 144

#AT 0

THAC0 5
Dmg none
Special Att/Def: Fhina’s avatar can cast any priest spell. Healing spells always take maximum effect. In addition, her charm spells always work, even against creatures normally immune to charm effects, or with magic resistance.
Duties of the Priesthood

Fhina’s priests are expected to always lend aid to those who need it. However, they are under no obligation to aid those who have proven themselves untrustworthy. Their temples are usually a cross between a hospital and an orphanage.

Requirements: AB standard; AL any non-evil; WP any blunt weapons; AR a SP All, Charm, Divination, Elemental Earth, Guardian, Healing, Necromantic, Protection, Travelers, Wards; PW 7) Immunity to charm; TU turn.

Cinnia (intermediate god)
This shard has fewer priests than most of the other shards, but many follow her teachings at least in part. Her followers are abhor violence and do what they can to avoid it, but they are steadfast in their beliefs and are always quick to voice their opinions. 
Role-Playing Notes: Cinnia is a pacifist by nature, and never harms another living thing. She expects her priests to do the same, but she realizes that sometimes conflict is unavoidable, so she forgives those who fight in self defense. She is highly protective of lovers and does what she can to keep love alive. She occasionally sends her avatar to protect lovers who are in danger. When she does this, it is only to transport them out of danger, never to fight.

Statistics: AL CG; WAL any non-evil; AoC Love, Peace, Freedom, Air; SY daisy
Cinnia’s Avatar (Bard 18)

Cinnia’s avatar takes the form of a beautiful female bard. She is more than able to use any instrument, and often plays serenades for young lovers. All who hear her music become entranced by it.

Str 15

Dex 21

Con 20

Int 20

Wis 22

Cha 24
MV 18

SZ 5’

MR 60%

AC -1

HD 18

HP 144

#AT 0

THAC0 5
Dmg none

Special Att/Def: Cinnia’s avatar is able to teleport any number of people (including herself) to any location (even on other planes) without chance of error. She is also capable of casting any wizard spell of 6th level or less. 
Duties of the Priesthood

Cinnia’s priests are always well spoken and creative. It is their duty to ensure that love, freedom and peace are always allowed to prosper. They are not allowed to train in any weapon at all, and should they cause a single point of damage with a weapon (they are allowed to use spells), they lose all spell abilities until they spend a week in atonement. They are encouraged to learn how to sing or play an instrument and are often performers. Most temples have a theater of some sort built into them.
Requirements: AB standard (plus a charisma of 13); AL any non-evil; WP none; AR g SP All, Astral, Chaos, Charm, Divination, Elemental Air, Guardian, Healing, Necromantic, Protection, Summoning, Sun, Time, Travelers, Wards; PW 2) AC reduced by 1 per 2/levels, 10) Teleport w/o error 1/day; TU turn.

Gael (intermediate god)
One of the more feared shards of The Goddess, Gael was formed from the rage and anger that filled the heart of The Goddess as the gods waged war upon each other. She and Sulis are often with Gareth, though to what end, no one knows. Her followers are often zealots who endlessly seek vengeance upon any who commit any transgression upon them, though there are many followers who devote their hatred reverently to her. 
Role-playing Notes: Gael is anger personified. She rarely needs a reason to be angry, as she always is. Gael is sometimes calmed by Gareth and Sulis for short periods, and Ula has been known to confuse her into fixating on other things. Still, no matter what joys or distractions she may find, she always is drawn back to anger. If a follower has been deeply wronged and cries out for revenge, there is a 1% chance that Gael may notice and either send her avatar or one of her priests to aid the follower. She only sends what is necessary to follow through in the vengeance however. 
Statistics: AL CE; WAL any non-good; AoC Hate, Anger, Revenge, Murder; SY a drop of blood

Gael’s Avatar (Bard 18)

Gael’s avatar takes the form of a great bull. He is capable of standing upright and wielding weapons, but prefers to gore with his horns and tear through things with his teeth.
Str 22

Dex 15

Con 21
Int 14

Wis 14

Cha 10
MV 18

SZ 9’

MR 20%

AC -8

HD 18

HP 144

#AT 2

THAC0 1
Dmg 2d8/3d8 (horn/bite)
Special Att/Def: Gael’s avatar can haste himself at will. He also ignores the first 5 points of damage from any attack and is immune to weapons of less than +2 enchantment. His teeth are razor sharp and severs limbs much like a vorpal blade might.
Duties of the Priesthood

Gael’s priests are encouraged to be well trained in combat, though it is not strictly necessary. They are expected to aid all followers who seek revenge and Gael occasionally informs her priests of followers who may need help to that end. Priests who refuse to seek vengeance without good reason fall out of favor, lose all spells, and soon find themselves the targets of other priests of Gael. Gael is not foolish with her followers however and never sends a priest to do a job that cannot be accomplished by that priest.
Requirements: AB standard (plus a strength and constitution of 13); AL any non-good; WP any; AR a SP All, Chaos, Combat, Divination, Healing*, Necromantic*, Summoning, War, Wards*; PW 3) Draw Upon Holy Might at will. Ends at sunrise, sunset or when the priest wills it, whichever comes first, 9) Slay Living (reverse of Raise Dead) 1/day, 15) Destruction (reverse of Resurrection) 1/day; TU nil.

Mae (intermediate god)

Mae’s followers are thinkers. Scientists, mathematicians, occasionally even engineers. Mae’s temples are often centers of learning such as universities and libraries. This regimented way of thinking works well with the wizard outlook on magic and many wizards count themselves among her followers. This has earned her the reputation of being a patron of magic.
Role-playing Notes: Mae is always calm and collected. Her intelligence is unrivalled and she is often sought by the other shards for advice. Her one weakness is puzzles. She is always thrilled by the prospect of figuring out a new puzzle. She does not send omens or signs and just about never sends out an avatar. To date only one has been seen, and it’s reason for coming was a mystery.
Statistics: AL LN; WAL any non-chaotic; AoC Thought, Knowledge, Magic; SY a book
Mae’s Avatar (Wizard 18)

Mae’s avatar takes the form of a human made of book pages. She carries a quarterstaff and always appears to be reading a book of some sort. 
Str 15

Dex 17

Con 16
Int 25

Wis 22

Cha 13
MV 18

SZ 5’

MR 80%

AC 0

HD 18

HP 144

#AT 1

THAC0 1
Dmg 1d8 (quarterstaff)
Special Att/Def: Mae’s avatar is capable of casting any wizard spell with a casting time of one and no spell components as long as she has her staff. She also has a persistent effect of stoneskin.
Duties of the Priesthood

Priests of Mae are all thinkers. Many are scientists, mathematicians or alchemists. Some are multiclassed wizards. Priests of Mae can always multiclass as a wizard. They are expected to always question and analyze things. To this end, they are occasionally asked to analyze codes, mixtures and other such things. 
Requirements: AB standard (plus an Intelligence of 14); AL any non-chaotic; WP any blunt; AR g SP All, Astral, Creation* Divination, Healing*, Law, Necromantic*, Numbers, Protection*, Summoning, Thought, Time, Wards*; PW 1) Identify 1/day, 9) Legend Lore 1/week; TU nil.

Ula (intermediate god)

Ula is one of the stranger shards. Many of her followers are philosophers or madmen. Her followers disdain order and many spend much of their time in quiet contemplation. They delve deeply into dreams and some have been known to never awaken. Among her followers, they often refer to people in comas as having been “blessed by Ula”.
Role-playing Notes: Ula is somewhat absentminded and is known to ramble onto random trains of thought. Any mortal who hears her speak for more than 1 round is instantly affected with a confusion spell. She has no known avatar but she occasionally sends visions to her followers through dreams or signs in the moon. Most of her followers who have received such have gone mad soon after. 
Statistics: AL CN; WAL any non-lawful; AoC Thought, Dreams, Chaos, Madness; SY a full moon
Ula’s Avatar 

Ula has no known avatar.
Duties of the Priesthood

Priests of Ula are often chaotic and sometimes bordering madmen (or at least so they may seem to others). They tend to be good with things that fool the senses and many of them are multiclassed illusionists. Any priest of Ula may multiclass as an illusionist. They are sometimes called upon to take in the mad and take care of them. As such their temples are often sanitariums in which it becomes difficult to tell who is the patient, and who is the caregiver. 
Requirements: AB standard (plus an Intelligence of 13); AL any non-lawful; WP any blunt; AR g SP All, Astral, Chaos, Charm, Creation* Divination, Guardian, Healing*, Necromantic*, Protection*, Summoning, Thought, Time, Wards; PW 1) Enter and take part in any sleeper’s dream within 10 yards at will, 10) Mass suggestion 1/week; TU nil.

Gareth (intermediate god)

Of all the shards, Gareth is the only male one. Many have questioned this and some claim he is not truly one of the shards, but the fact still remains that he is deeply involved with them. Sulis and Gael are his constant companions and the three of them often work together. His followers are often morose and prone to fits of depression. None are what anyone would call cheery. He often attracts those on the verge of despair, though many farmers and sailors make offerings to him for good rain.
Role-playing Notes: Gareth is always down, though Sulis and Gael have been known to cheer him up on occasion. When he sends omens to his followers, it is usually in the form of the dead arising or heavy rainstorms. He will occasionally aid his followers with undead, or strikes of lightning.
Statistics: AL NE; WAL any; AoC Sadness, Death, Water; SY a drop of blood

Gareth’s Avatar 

Gareth has no known avatar, but he does summon forth undead to act as his representatives. Such undead cannot be turned and always have maximum hit points. All undead he summons has a minimum intelligence of 9 even if they are normally unintelligent.
Duties of the Priesthood

Gareth’s priests are varied in their duties. They perform rituals for the dead, as well as make offerings for rain. They are often sought after by sailors to protect ships at sea from the tears of Gareth (the ones who do are largely of neutral alignment). A few of them are necromancers who form large congregations of undead to worship him. Truly devoted priests have been known to be blessed with lichhood. Priests of Gareth may be multiclassed necromancers.
Requirements: AB standard (plus a Constitution of 15); AL any non-good; WP any blunt; AR g SP All, Charm*, Combat, Divination, Elemental Water, Guardian, Healing*, Necromantic, Protection*, Summoning, Time*, Travelers, Wards*, Weather; PW 1) Detect Undead 1/day per two levels, 9) immune to natural disease, 15) immune to energy drain; TU Command (as two levels higher).

