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�
INTRODUCTION


The world of LEGENDARY EARTH has upon its many lands a score of important pantheons.  They are divided into two classes, the major and lesser.


Major pantheons, 14 in all, are both regional and global in nature.  That is, besides their recognition in states advocating a family of deities, those same deities are known in other states, and there are found places of worship for all, or at least some, of them in large towns and cities outside their own states, possibly to even the most distant continents.


Lesser pantheons, six in number, are more isolated.  Then tend to be recognized mainly in a limited number of states and a relatively isolated geographical area.  However, in large cities, it is quiter possible that there will be found places of worship for even the smallest of these families of deities.


Note that outside their own specific states, where there are competing gods and goddesses, the power of a deity is lessened.  It is reduced by the foreign nature of the deity in the area.  Thus, for example a deity of 1st Rank in his or her own home region will be lowered a point or two depending on the recognition of the populace in the non-home area.  Furthermore, power can be reduced even more through relative standing of the nature/concerns of the clergy and laity of the region.  For example, a 1st Rank solar deity in a region in which no solar deity has above a 3rd Rank, places the otherwise 1st Rank god or goddess down to 4th Rank.  This is because a foreign deity can never outrank a native one when the former is in the home of the latter.


In general the Game MAster should assume that families of deities are very much akin to human states.  They have internal strife. external accords and disagreements, traitors and heroes too.  However, unless players have very advanced avatars indeed, such high-level matters will be so far above their purview that they will be amost totally ignorant of all that.  When state wars against state and different pantheons become involved, they will know.  When some deity wishes to carry out a plan, no matter if an inter-family or inter-pantheon one, they might be used as cat’s paw minor agents, but always sans knowledge of the higher workings involved.





