Immortal Sins

The Divine Conclave

Every few years, prominent members of each pantheon meet at an infinitely tall spire of rock named the Spire. Here, they make sure that divine treaties are being observed, argue for the creation of new ones, and make cases to discard those that are outdated. The area around the Spire cancels all magic – even that of the gods – and so the deities can meet there without fear of being lured into a trap.

Naturally, divine conclaves are always conducted under the strictest secrecy, and mortals are forbidden to attend. Those beings that live by the Spire, the Rilmani, guard the Conclave. It is in their best interest to do so – the Rilmani enforce Neutrality across the multiverse, and the fact that the gods can meet at all is a good sign that the Balance of good, evil, law, and chaos has been preserved.

Current Divine Treaties
Alliances between the gods seem to wok best when those involved are reasonable, benevolent deities. It’s when two egotistical gods butt heads that sparks start to fly. To prevent such problems, the heads of each pantheon got together and established standard agreements. Any god who violates them is asking for trouble. Currently, the rules of the divine compact are:

I. Gods are forbidden to manifest their entire divine might on the mortal plane; dealing with mortals is limited to visions, dreams, and temporary visitations.

II. Gods are allowed their feuds, but they may not launch a full-scale war that involves more than two gods. A divine battle is strictly a two-party fight.

III. Gods may not slay the worshippers of other gods, nor instruct their followers to do so. They can try to convert mortals to their worship, but killing them is not allowed (this rule is broken frequently). The only official exception to this agreement is when two gods go to war.

IV. All gods who participate in the creation of a new world on the mortal plane may create mortal worshippers to live on that world.

V. Gods may grant miraculous powers to their priests on the mortal plane.]

Divine Abilities

Some gods are more powerful than others. In this freeform, the gods are divided into several different statures: Greater, Intermediate, Lesser, and Demigods. Those special beings that are of semi-divine nature, but are not actual gods, are referred to as Lords (for example, the Lords of Hell or the Lords of the Abyss).

All gods have the following powers:

· Comprehend Languages – All gods understand and can communicate in any language they choose.

· Immortality – All gods are immortal. The only way for a god to die is to be destroyed by a god of higher stature in magical or physical combat (or by any god with an artifact). As all gods are physically very robust, such battles can last days and shake worlds. Any other attack that might destroy a god causes it to disperse and reform afterwards.

· Omniscience – All gods have the ability to know what is happening to their worshippers and sacred relics.

· Magic Use – All gods may invoke magical powers of any sort, requiring only the slightest act of will on the part of these incredible beings. Whilst no magic of any sort may be used at the Spire, a god may nonetheless cause magical events to occur upon the mortal plane via his Spheres of Influence.

