BROWER (Brou-er)
The Creator

North Icengale: Dark Smith
South Icengale: The Maker

Greater Power
God of Crafts
Aspects: Blacksmithing, Metalsmithing, Carpentry, Painting, Sculpture, Crafts, Brewing
Lawful Neutral
Natural form: Dark dwarf male
Symbol: Crossed hammer and chisel
NOTES: Brower is an exceptionally short, barrel-chested and barrel-waisted dwarf with an immense, grey-tinged beard that he wears wrapped several times around his waist.  He wears a belt festooned with dozens of tools of various crafts.  A giant, unworked diamond acts as a belt-buckle.  Brower is also a rather unkempt God, his simple work clothes, hair, and face covered with soot, paint, sawdust, and clay.  The Dark Smith is an extremely jovial Deity, always laughing, making jokes, and telling ribald stories.  When he is working he is always singing, off key and badly, but he does not care.  He simply loves to sing.  His good-natured attitude should not be mistaken for a sign of weakness or timidity.  When needed Brower is a formidable opponent, wielding a massive blacksmith’s hammer and throwing red-hot chisels as daggers.


While Brower is primarily associated with metal-working he is the God of all crafts.  If an item can be made, Brower takes notice of it.  If a piece is of particularly excellent workmanship the Maker will bestow a blessing upon it, marking the item with his symbol.  This symbol will usually be small, permanent, and will never mar the appearance of the item.  On buildings and such the symbol will often be larger and appear over a door or window.  This blessing adds 25% to the value of the item and grants it +4 to any possible saving throws.  Rivalry is very strong among the worshippers of Brower, though this rivalry is almost always a friendly one that inspires the individual to greatness.  Any worshipper who takes the rivalry down a negative path is likely to incur the wrath of his God, this wrath often taking the form of causing the artist to fail at his craft.  On rare occasions Brower will bless the tools of a particularly skilled craftsman.  These tools are blessed and grant +2 to any appropriate non-weapon proficiency roll.  These are the only forms of intervention that Brower will take.  He will never aid his worshippers in combat.


Brower has no churches where his worshippers come to pray.  Instead, he has craft halls.  In larger cities these halls will normally be associated with a single craft, such as painting or basket weaving, but in smaller cities these halls will host many different types of crafts.  Noisy crafts, such as metalworking and blacksmithing, are usually outside of the craft halls or are located elsewhere in the city as separate shrines.  No matter what the type of craft, and regardless of where it is practiced, all of Brower’s worshippers sing while working.  This is how they pray to their God.  As can be expected, craft halls of Brower are noisy places.

Though some scholars debate how it came to be so, Brower is also the God of brewing.  He takes great delight in ale of all types and he pays particularly close attention to the crafting of ales.  When he is fond of a particular brew he will prominently mark the kegs with his symbol.  Brewing is the one craft that is never practiced alongside other crafts.  Brewers who worship Brower set up separate craft halls devoted exclusively to brewing.  

Ale is often used as holy water by the worshippers of Brower, but only the very best ale is used, however.  Such holy water is generally reserved for holidays and special ceremonies such as weddings or funerals.   On extremely rare occasions, during the creation of regular holy water, The Maker will intervene and transform the water into ale.  This ale is highly prized by worshippers, even more so because no known means has ever been able to duplicate this ale.  Additionally, all potions of healing created by priests of Brower are made of ale.  This magical elixir has the added benefit (or curse, depending on the worshipper) of not causing the imbiber to get intoxicated.  Use of Brower healing potions in drinking bouts is universally considered to be cheating. 

Duties of the Priesthood


The duty of the Priests of Brower is a simple one, to make.  It does not matter what it is, so long as it is made.  Priests are also required to teach their craft to others.  The Priests of Brower are the least likely to take up adventuring as it gives little time to properly worship their God.  Those that do take it up are always on the lookout for exceptional items that can be brought back to a craft hall for display and which can be used for inspiration.


Priests of Brower always specialize in one particular craft, but only the very inexperienced do not know at least one other craft.  Throughout their lives the Priests are constantly learning new crafts.

Requirements: AB Standard, but Dex or Str 12 or higher (depending on the craft involved); AL Any; WP Club, flail, mace, staff, sling, warhamer; AR Any; SP Major All, creation, healing, protection, wards; SP Minor Charm, elemental, plant, sun; PW 1) Bonus non-weapon proficiencies of Appraising and one craft- based proficiency; 15) Enchant an Item, as per the Mage spell, the priest must help craft the item and must be able to craft it (i.e. a blacksmith could not enchant a statue); TU Yes, but the priest can only destroy (e.g. at 6th level the priest can destroy skeletons or 1HD undead but could not Turn zombies). 
Specialty Priests
Requirements: 
Wisdom 14
Strength or Dexterity of 15

Granted Powers:
• 1st level Divine Appraisal, specialty priest can pray for 1 turn while appraising an item and receive a +4 bonus to their appraisal roll.
• 4th level 20% reduction on the cost and time needed to craft items.
• 8th level Know Value, the specialty priest can pray for 2 turns while appraising an item and have a 98% chance of knowing the value of the item.
• 12th level Enchant an Item as per the 15th level power of a non-specialty priest.
Other Notes: Specialty priests of the Maker are required to take the singing non-weapon proficiency and are expected to lead their followers in song while worshipping.  Though they prefer to remain close to their craft hall, many specialty priests travel to other cities and regions to acquire special materials, learn from master craftsmen, and to seek inspiration.  While they travel they are still required to craft.  Items that are crafted while traveling are left where they finished as offerings to Brower.  Many of these items are found at campsites along trade routes or tucked away in corners of ships.  To find such an item is considered a blessing. 

