VALKAIN (VAL-kīn)

Ice Lord, Frozen Lord

North Icengale: The Northern Lord

South Icengale: The Snow Lord

Greater Power
God of Ice, Lord of the Pantheon

Aspects: Cold, Snow, Ice, Glaciers, Icebergs

True Neutral



Natural form: Human male

Symbol: An inverted white triangle with a blue circle in the middle

NOTES: Valkain is portrayed as a gray-haired, bearded elderly male clad in a great fur cloak.  Despite his age he is fit and hale and carries a warhammer made out of ice.  Vailken is a fair and patient God who sits on his throne of ice in his frozen castle high in the Icecap Mountains in Northern Morycia.  He is the God of Ice and as such has complete control over all things frozen.  Known for his great wisdom, he is also a renowned warrior known for his prowess with all weapons, though he favors a warhammer with an extremely sharp pick on the backside of the head.  When he travels he rides in a chariot equipped with skis and pulled by a dozen reindeer of great size.  Wherever the chariot goes it is surrounded by a field of snow that moves with him.  He is immune to all forms of cold.


A True Neutral God, Valkain prefers not to interfere in the affairs of mortals.  However, he is a kindly Deity who sometimes takes pity upon his worshippers who are in distress.  If any of his faithful are in dire need of assistance and call out to their God there is a 5% chance that Valkain will aid his follower.  This aid takes the form of some sort of cold-related assistance.  It could be a sudden blizzard to hide his worshipper from his enemies, or a +5 hammer and +5 shield made of ice to one engaged in combat (the hammer and shield will melt after the battle is over), or maybe the lowering of the temperature to -80 degrees to hinder opponents who are not used to the cold.  Whatever the form, it will be temporary, cold, and will not guarantee success.  The worshipper still has to save himself.


Valkain is generally worshipped by those who live in close proximity to the Vainen Glacier or in other artic areas.  He is also worshipped by sailors who regularly travel through artic seas.  Sailors of all faiths will often sacrifice of a small portion of their cargo to Valkain in exchange for protection from icebergs.

Duties of the Priesthood


Priests of Valkain are the reliquaries of knowledge and are often responsible for preparing their flock for the upcoming winter.  They are expected to lead hunting parties on winter hunts and are expected to be in the front ranks while defending their village against enemies.  Wandering Priests tend towards True Neutral and are often sought out as impartial arbiters in disputes.

Requirements:  AB standard, but Con of at least 12; AL any neutral; WP warhammer and sling; AR any; SP Major all, combat, elemental (cold and water only), healing, protection, sun, weather; SP Minor charm, guardian, plant, summoning, travel; PW 1) frozen hands, a spell that functions exactly like the 1st level mage spell burning hands but instead of fire a wave of extreme cold emanates from the priests hands; 5) Can freeze up to 1 gallon of water per level, this takes 1 round per gallon of water; 10) immune to the effects of natural cold; TU turn.

Specialty Priests

Requirements: 

Strength 14


Wisdom 16


Constitution 14

Granted Powers:

· At 1st level, in addition to being able to cast frozen hands, specialty priests gain +2 to their saving throws against all cold attacks and reduce the damage on each die by -1, to a minimum of 1 per die.

· At 3rd level the specialty priest’s shillelagh and spiritual hammer spells are cold based.  The shillelagh is coated in ice and the spiritual hammer emanates waves of cold.  Both weapons cause double damage against creatures that are susceptible to cold based attacks.

· At 7th level the specialty priest is immune to the effects of natural cold.

· At 10th level the specialty priest automatically takes half damage from cold-based attacks (save for ¼ damage).  Additionally, the specialty priest can, once per day, transform any weapon into one of magical ice.  This weapon is the equivalent to a +4 weapon (cumulative with other magical bonuses up to a maximum of +4 total), causes an additional 2d6 points of cold damage (save for half), and causes double damage against creatures susceptible to cold (does 4d6 points of cold based damage).  This transformation lasts for 1 turn plus 1 round per 5 levels of the priest.

· At 11th level the priest of Valkain gains a bonus 6th level spell, Weather Summoning.  This spell can only be used to summon snow-based weather.

· At 15th level the specialty priest can call forth a sphere of extreme cold.  This sphere is 50’ in diameter and is a temperature of -80 degrees.  This lasts for one round per level of the priest.  If the priest takes no other actions and concentrates he can further lower the temperature by 10 degrees per round to a maximum of -250 degrees.  The priest is immune to this decrease in temperature.  All others must save vs. death each round or they will try to leave the area of extreme cold.  Below -100 degrees all creatures that fail their save take 1d6 points of damage per 10 degrees of cold (to a maximum of 10d6).  Those that make the save take half damage.

Other Notes: Specialty priests of Valkain must be true neutral.  They are also at their best in cold regions, so much so that they are extremely uncomfortable in non-artic regions and any time the temperature is above 70 degrees.  At that temperature and above they will sweat profusely and are often irritable and short tempered.  Whenever the temperature is above 80 degrees the specialty priest suffers -1 to all actions (-1 to hit, -1 to damage, -1 to saving throws, -1 to each healing die, etc.), and whenever the temperature is above 90 this is increased to -2.  This does not apply to items like potions of healing or damage from wands or staves.  Additionally, specialty priests cannot refuse any request for aid from anyone who is in distress in a cold region, so long as it is within their power and the danger is not extremely great.  For example, a specialty priest could not refuse to lead a hunting party for a village who had lost their priest or refuse to aid in the defense of a village against raiders.  However, the priest would not be obligated to aid a group of adventurers that was being attacked by Dire Wyrm.  They could still choose to aid them, but they would not be obligated to do so.  Specialty priests of Valkain are required to carry extra cold-weather clothing when traveling and will give this clothing away to those in need of it.

