SYMEA (Si-mä-a)
The Blight, The Disfigurer
North Icengale: The Slow Death
South Icengale: The Creeping Horror

Greater Power
Goddess of Disease & Pestilence
Aspects: Disease, Rot, Decay, Poison, Pestilence, Insects
Lawful Evil
Natural form: Blind, disfigured human female
Symbol: Cracked, eye-less skull


NOTES: Symea is a horrific sight to behold. She is a tall, rail-thin woman with long, greasy, thin hair that clings to her dirty, reeking, tattered clothing. Her skin is pock-marked and covered with open, weeping sores and she wears a dirty rag tied over her eyes. On rare occasion she removes the rag to show two, maggot-filled eye sockets that leak a sickly green puss. Her clothing is infested with all manner of insects. Wherever she goes she radiates a foul odor that makes even her fellow Deities gag and cough. She is generally unwelcomed by her fellow Deities, but she does not mind as she shuns them for their cleanliness. On those rare occasions when the Deities must converse they do so at a great distance with the Blight. Despite being blind the Slow Death is fully aware of all that goes on around her as if she had 360-degree vision around her. Any living mortal who looks upon her true form is blinded by her horrific visage. And the vision of Symea as the last thing they ever saw soon drives them insane. 

Symea is an extremely self-centered Goddess who craves worship of all sorts, be it her faithful priestesses actively spreading disease or the pleas of the fearful seeking to appease the Creeping Horror to ward off disease. She knows that no matter what happens there will always be disease and as such she will always have worshippers. Despite craving worship and taking great pleasure in all offerings, she takes little direct interest in the mortal world. She waits patiently, knowing that no matter what course a disease or infestation might take it does so for her pleasure. After Leandra she has the fewest number of active worshippers and clergy.

Symea does not fight. No one has ever seen her lift her walking staff in anger, but she is not to be trifled with. If confronted with violence she simply stands her ground, arms outstretched, her head tilted back in a silent scream. This sight does not last as she is almost instantly engulfed in a giant swarm of crawling and flying insects. This cloud absorbs all damage, even that of her fellow Deities. No matter how many insects are destroyed they are always replaced instantly. If the attacks continue her body starts to emanate waves of nauseous fumes that no living or divine being can withstand. There is no known limit to the range of this noxious cloud. There is great debate as to what might happen if Symea were to remove her blindfold in anger. The truly wise of the Mainen realize that the Disfigurer is the most powerful (and frightful) of all the Gods and Goddesses, and they take great pains to not upset or confront her. They are also extremely thankful that she either does not know the true extent of her power or that she simply does not care. Either way, they give Symea a wide berth and this seems to please her.

Symea’s realm in Morycia is a vast land of fields and forests that have become a wasteland due to pestilence. At the center of this realm is a vast, crumbling city. It is one of decay, disease, filth, and rot. The faithful of Symea revel in this environment and take great pleasure in tormenting those who are not there by choice, those who have been sentenced to damnation here for offending their true Deity. Visitors are tolerated, but very few every come to this realm. Those that do are deeply shaken. Beneath the city is a vast maze of sewers and caverns where the truly evil damned are confined, and where the truly sadistic faithful go for their pleasures. "Damned to the sewers" is a euphemism amongst the worshippers of Symea to indicate someone who has greatly offended Symea.

Duties of the Priesthood
Priestesses of Symea are expected to spread disease wherever they go, and as such they are unwelcome in every city on Icengale. To this end they do not openly proclaim their faith and instead work in secrecy. Most Priestesses do not have a congregation but work on their own, doing what they will. All Priestesses can instantly recognize one of their brethren and may or may not act upon this knowledge. They might simply pass each other and nod slightly to each other, or they might team up for a while. In larger cities temples can be found, but these are always secret. Priestesses of Symea are held to an extremely high standard of cleanliness, so as to not draw undo attention to themselves. Many of them are very handsome. All of them, though, have some sort of disfigurement that is either kept hidden (such as scar tissue or open sores) or that would draw no immediate attention (such as missing a finger). If found out most Priestesses will be forcefully driven out of the city they are in. If the city is at that time experiencing some blight they will often be killed outright and their bodies burned as an offering to Symea. The Disfigurer, for some perverse reason, takes great pleasure in such offerings.

Requirements: AB Standard, Con. 9, Cha 9; AL Any non-good; WP Dagger (required), staff, warhammer, mace, club, sling, scourge, whip; AR Any; SP Major All, animal, chaos, healing, plant, summoning; SP Minor Charm, divination, elemental, protection, wards; PW 1) Immune to all disease, but permanent carrier of one disease which can be spread with a touch attack; bonus to saves vs. poison same as Dwarf constitution bonus; 3) speak with animals (insects only) as a bonus spell; detect disease at will; 6) at will can turn skin into a chitinous shell that grants a base AC of 5, does not stack with other armor, -4 penalty to charisma and -4 to dexterity while in effect; 9) insect plague once per day as a bonus spell; TU Command.

Required non-weapon proficiency: Herbalism (1/2 normal cost). 
Recommended non-weapon proficiencies: Agriculture, ancient history, brewing, and local history. 

Specialty Priests
Requirements: 
Constitution 12
Charisma 14

Granted Powers:
- 1st level can summon poison once per day. Before a single attack the priestess can, at will, cause a blade or piercing weapon to be coated with poison. The poison lasts for one turn, but is good for only one hit.  Damage/effect varies by level and at first level poison causes 1d6 damage, save for no damage.  At higher levels the priestess can select lesser poison effects.
- 1st level has access to wizard find familiar spell, but will only summon an insect for a familiar.
- 1st level, once per week can cure disease by laying on hands.
- 3rd level, poison blade does 2d6 damage, save for half.
- 5th level, cure disease as a bonus spell. 
- 5th level, poison blade causes paralysis for 2d4 turns, save to be slowed for 2d4 rounds
- 5th level, summon insects as a bonus spell, double normal range.
- 7th level, cause fear as per the mage spell once per day. The target(s) must be able to see the face of the priestess, which temporarily takes on the appearance of Symea’s face.
- 12th level, poison blade causes 5d6 damage, save for half. 
- 12th level, insect armor once per day, this summons a swarm of crawling and flying insects that cover the entire body of the priestess, except the eyes, mouth, nostrils, palms of the hands, and bottom of the feat. This lasts for one round per level and each round the armor blocks two points of damage per level of the caster, be it from a single attack or multiple attacks. Damage is absorbed by the insects and the insects are replaced at the end of the round. The priestess can choose to block all damage from a single attack equal to 4 hit points per level, but this option has to be chosen at time of activation and is good against only a single attack, after which the power is ended. The summoned insects are a blessing of Symea and can appear anywhere, even in an area devoid of insects. While the armor is in effect anyone engaging in melee with the priestess must save vs. death on the first round they are in melee range or flee in fear. While thus armored the priestess is able to act normally, including attacking or casting spells. The insects in no way impede her movement or actions. 
- 15th level, creeping doom as a bonus spell.
- 15th level poison blade causes death, save for 20 points of damage.



Other Notes: Specialty priestesses are required to take great steps to hide their identity. Unlike lesser priests they are not expected to spread disease or pestilence wherever they go. Instead they travel the world doing as they please, either spreading disease or curing it. They cure disease to foster good will so that they may later return to spread disease without drawing undo attention to themselves. Specialty priestesses are also the enforcers of Symea. At times they receive a vision, usually of another specialty priestess or lesser priestess who has been singled out by Symea for punishment, and the specialty priestess is expected to mete out justice, which usually means death. On extremely rare occasions multiple specialty priestesses receive the same vision. This is usually to punish some community or region that Symea has become peeved with.

