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SLAVIC MV’I‘I‘I: INTRODUCTORV COMMENTS

Among €uropean mythologies, the varieties of paganism found in the Slavic
world remain especially enigmatic.

Reconstructing the details of old Slavic worship has long challenged
scholars and continues to do so today. Few primary sources speak of the subject,

most of thera written by
foreign observers or aftéer
the factby disappreving
Christian cammentators.
There survives no body of
Slavig lore to compare with
the trove of legendsieft
behind LY the Greels, the
Vikings, or the Celts.
Archaeological evidence is
likewise scanty, with a
fragmentary assortment of
artifacts and ruins
spa@nning centuries and
scattered over the expanse
of Central and €astern
€drope. Finally, the term “Slav” encompasses sach’a wide array of ethnicities that
deciding how far one can gadnidentifging a single pagan tradition among them is
no e€asy task.

Despite this, or perbaps becaase of i, there is something tantalizing about
the Slavic mythos, whieh holdssmauch petential as an RPG asset. In recent years,
heroes and monstensyibspired by,Eastern
€uropean tropes andtales have become
increasingly prominent in the Anglophone
fantasy sphere Bat if theg are no longer
noVvel, negither have they wholly left the
peripbery, so they retain an exotic flavor
that GINs mhay findwseful. Indeed, the very
anfamiliarity of Slavic gods may increase
their appeal to‘plagers—and the fact that
their roles and natures are less well-
defined in the popular mindset than the
divinities of Olympus or Valballa may
af ford more flexibility in figuring out how
to'use them.

This document is a gaming resource,
not an academic treatise, so it empbasizes
plagability and gaming appeal over



ethnographic precision or caltural authenticity. The pantheon presented in these
pages is more tidily organized and internally coherent than its real-life
counterpart would have been. For one thing, regional variations abounded.
Different Slavic groups, spread over great distances, venerated these deities in
different combinations and sometimes under different names. For another, tbe
sources available to us, both primaryg and secondary, are frequently, inconsistent
when describing the gods’ features, attributes, and functions.

To resolve these real-life complexities would be intellectdally fatilexand,
from a gaming point of view, tedious. Therefore, in assembling a pantheon that
best serves the needs of a fantasy RPG campaign, | have simplified where
necessary. Dbere the evidence about one god or anothertis armbiguous; ] bave
smoothed out contradictions and redundancies. Also, | have drawn on thelegends
of a number of Slavic peoples, freely conflating diverse elementsithat woald not
have been juxtaposed in actual fact. This last, | hope, will at least have the effect of
showcasing the mangy distinct traditions that exist within the larger Slavic caltural
framework.

On language and folklore: The legends inspiring this document transcend political boundaries and are
the common heritage of Eastern Europe’s many Slavic peoples: Because Russian versions of these tales,
along with Russian names and spellings, tend to be most familiar.to Anglophone readers, this document
will at times default to them. This, however, should not be taken as a privileging of Russia’s traditions
over those of its neighbors, nor is it intended to validate Russia’s ongoing and illegal military assault
against Ukraine. Furthermore, this document does not endorse the contemporary practice of rodnoverie
(Slavic native faith) and like-minded varieties of Slavic heopaganism, or the nationalistic and patriarchal
sentiments that often underpin such doctrines.

MASTER NARRATIVES/CAMPAIGN QUESTIONS

A dazzling arrad of feolk stories and fairg tales can be found among each of
€Edurope’s Slavicpeoples. These, however, tend to be of more recent vintage,
compiled almost exclusivelg in the Christian era and especially between the 1600s
and the 1600 s. (Dhen. it comes to lore drawn directly from the pagan past, wbhat
sarviyes is meager at best.

(Le have, therefore, no Slavic version of the IMabinogion, the Irish
Mythological Cycle, or the Ralevala, much less the €Eddas or Homer’s epics, to
serve as'grist for our creative mill. Neither the personalities of Slavic deities nor
their relationships with each other are engraved on our collective memory the
way the dramas and battles of the Greek gods or the Acsir are. There are no
master narratives to rival the impending doom of Ragnarok, or the Olympian
interventions in the Trojan (DWar, or Cdchalainn’s bloody clashes with the armies of
Connacht.

This lack of detail may seem a deficit, or somehow less gripping. But for
gaming purposes, this open-endedness can prove liberating. Using a Slavic-
inspired pantheon, you have more of a blank canvas when pondering bhow to



incorporate religion into a campaign. With gods that are less familiar—and, as a
result, suitably mysterious—there are no cliché€s or preconceived notions to labor
against. It is a rare opportunity. Bat it also requires planning.

No matter what fundamental character gou wish gour campaign’s versi
of the Slavic pantheon to take—various possibilities are discussed below—basi
questions must be settled first. Among these are: ' ‘

e Is this the only pantheon in your campaign? If not, is it the preeminen \

Or does it stand equal with several or many others? e

e If multiple pantheons exist, how do they get along? Do they coexist

peacefully or at least tolerate each other? Do they »Q Mo -x:___

less neatral N : 2

marketplace of faiths, ;

or are they actively
hostile, even
persecatory, toward
each other?

e Are gour Slavic deities
worshipped only by
humans? Or is
veneration of them

open to other

huamanoids? (A good

question to ask of any 4.

pantheon, especially if

gou find older R

p e ] # _-_. -
g they assign all elves—or dwarves, or orcs,
2.0iving humans a more diverse arrag to

) ship do they have to political authority? Are they state-
' -controlled? Autonomous? Actively defiant? (Also, do druids
€ practice of Slavic paganism? If so, how?)

ce gou settle the above, you can move on to specific choices. Again,
there are few predetermined plotlines or storytelling arcs associated
gan Slavic myth, gou have latitude for individualized design. Below are
possibilities for how Slavic-themed worship might take shape in your
campaign:
e UNIFIED and TIMELESS: In this most typical of pagan outlooks, the Slavic
gods, despite their different divine functions and personality traits, form a



cobherent and mostly cooperative pantheon. (Dorshippers respect all of
them, strive to of fend none, and generally pick one to favor. Doctrinal
points and moral abstractions matter less than understanding on€’s place in
the cosmos and being at peace with it. Adherents petition the gods for
protection and good
fortune, and
worship is based
principally on the
changing of the
seasons and the
rhygthms of
agricalture and the
hant.

e INTERNAL
TENSIONS and
DIVISIONS: Perbaps
gour version of the
Slavic pantheon is
less united, with
various gods

divided by personal

rivalries, differing
ethical outlooks,
romantic triangles,
or other animositie

In more famous

09, the so-called “wbhite” and “black” gods, are depicted as
ntipathetic.

TRUGGLE between GOOD and EVIL: Arguably the most
nventional approach to religious campaign-building and diametrically
posed to the “eternal cycle” approach described above. Here, most if not
Il members of the pantheon are joined in a virtuous struggle to safeguard
the world against the cosmic threat posed by some malign foe. Suitable
candidates for this diabolical adversaryg might include Chernobog and
Roshchei the Deathless, both profiled in later sections.



e PROSELVYTISIT or RESISTANCE: If gods other than those of the Slavs
feature in ygour campaign, there are manyg ways they might coexist. If you
wish to build excitement by maximizing discord, gou can heighten religious
conflict, placing Slavic paganism on one side of this equation or the other.
Are the Slavic gods jealous of their rivals? Do they require their priests to
proselygtize and convert non-believers by aggressive persuqsion or even
coercion? Conversely, are Slavic pagans oppressed by those ofother
faiths, forcing them into a position of resistance and undergrouand
worship? Note: Before adopting this approach, consult with,your plagers to
ensaure that all of them are comfortable with a scenpario sorife with
religious zealotry.

e  CONTENDING with IMONOTHEISIT: One variation op the.above theme,
althougb it can be as peaceful or as conflictual as you liR€;is an encounter
between Slavic paganism and a newly-arrived form of maenotheism. There
are obvious bhistorical parallels, as each of the Slavic peoples'in real life
gave up their pagan ways—whether by persaasion or violence—in favor of
€astern Orthodoxy, Roman Catholicismj or Islarm. This transition could form
an intriguing religious backdropf or gour campaigh, especially considering
how long pagan practices are thought to have survived under the surface
of Cbhristian belief in mangy Slavic commanitiessNot all scholars are in
agreement about this, but mang. bistorians of religion have supposed that
this sort of “dual faith” (dvéeverie)=in which old rituals and holidays were
repurposed to suit new.doctrines, and old gods came to be identified with
Cbhristian saints—prevailed for several centuries in parts of €astern Europe.

THE MAJOR _ GODS

The entries below deseribe the Slavs’ major gods. (Dhere information from the
SOUrces is inconsistent—or when scholarly interpretations varg—I have resolved
disparities as 1 seefit. For added color, | have occasionally fictionalized small
details, especially where the myths themselves remain vague or ambiguous. If a
deitg’s name dif fers from one language to another, | have highlighted the best-
known vepsion andgat the end of each entry, mentioned alternative names.
(Sometimes it islunclear whether two gods are separate entities or the same
divinity worshipped under various names by various groups. Here, too, | have
ased my own judgment.)

Deities are listed rougbly in order of importance, although hierarchy among
the Slavic gods is less clear-cat than in other pantheons, so these rankings are to
someé extent subjective. (The same is true with the distinctions 1 make between
“major” gods in this section and “minor” deities in the next.)

If alignment forms part of your game’s ruleset, suggestions are provided
for each deity.



ROD

primal deity; god of fate, the family, and ancestor worship
alignment: neatral (with good tendencies)

When the Cosmic €gg nesting in the highest branches of the great oak that is the
Tree of Life was shattered, bringing the known world into being, Re@d-the great
progenitor—was present. It is thought by some that he mayg have been the Creator
bimself, bat the trath of this remains shrouded in time.

As the first god, Rod reigned for a time
as the supreme deity. In his old age,
however, he stepped aside in favor of
Perun, ascending to a higher, more
meditative state of being. He is still
regarded as the prototypal ancestor of
the gods and, indeed, of all life. (In Slavic
languages, his name is the linguistic root
for words such as “birth” and “origin.’)
Rod thus serves as god of the family,
encodraging the veneration of one€’s
forebears.

Rod is seen by worshippers asaloof but
fundamentally benevolent. In Reeping
with his lofty, mysterious'nature, heis
also associated with the forees of fate:
In this guise, he is semetimes called Sud,
which means “judge,” referring to his
role as the arbiter of cosmic affairs
and huaman desting.

Rod is‘aided imybis divine duties by a

cadre of female spirits known as

rozhanitsy or sadzhenitsy (see “Minor Deities/Other Notables” below). Among
other ddties, the rozhanitsy spin out the destinies of all mortals. Rod’s holy day is
gelebrated in December, near the solstice, with a feast calminating in the sacrifice
of foods that do not require the taking of life: honey, cheese, grains, and the like.

Rods symbolically linked with the tree of life and the wheel of fate. His priests
gravitate toward the domains of life/bhealing, fate, and family.

alternative names: Sad (as mentioned above); Rid (Ukrainian)



pPEeRAUDN

chief deity; god of thunder, the sky, and war
alignment: chaotic neutral

Perun—storm king and ruler of the sky
realm Prav (Prawia)—presently reigns
as bigh chief of the Slavie pantheon:

A fierce combatant, thexquick=
tempered Perdn is also god of war,
fervently honored by soldiers and
warriors. He wields a spear that casts
bolts of lightning and ap axe that

. strikes fear into the heartof every foe.
His war chariot courses magically
throdgh theair, and he is befriended
by /a great golden eagle named Yarost
(“‘rage’)

(Dbhen Rod relinquished leadership of
the gods to pursue bhis own inscrutable
ends, Perun emerged as the most

.~ dominant of the contenders seeking to
replace him. Initially standing against
him was the god Veles (see below), and
this struggle for primacy is one of the
factors underlying the two deities’

- continued rivalry.

Also dividing Peran from Veles is a romantic historyg with a bitter end. Ages ago,
both godswied for the love of Mokosh the Earth Mother, and each enjoyed her
favons for a time, withPerun fathering two children—the twin gods Morana and
Yarilo=upen her.alndhe end, however, IMokosh chose neither as a life companion.
Although'anyg pangs of desire Veles and Perun, who has since married, once felt
for IMokosh have cooled, the old contest of affections remains a sore point
between them. (See “Perun vs. Veles?” for more on this.)

As ralér of the gods, Perun struggles at times to keep his headstrong wagys in
cheelk and act instead with the tact and cooler calculation that his greater
“responsibilities call for. In this, he is aided by bis carrent queen, the rain goddess
Dodolaq, a calming presence more inclined to think before acting. He also rejoices
in the company of Yarilo and IMorana, his divine of fspring.



The oak tree is sacred to Peraun, as is the iris. Rams and oxen are sacrificed in bis
name, especially on bis feast day in late July. His symbols are the oak leaf and
thunderbolt, and bhis clerics’ domains are tempest (thuander), sky/air, and war.

alternative names: Perkanas (Lithuanian), Pérkons (Latvian)

PERUN vs. VELES?

How antagonistic is the relationship between Perun and Veles, and how centraliis that antagonism to the
Slavic mythos? Scholarly debate rages over these questions. Some maintain that ill will between the two'is
the defining fact of the pagan Slavs’ cosmology, while others insist that no such animus existed and is the
invention of hyper-imaginative folklorists overinterpreting the sources.

What matters most is what you want in your campaign. There are two questions to decide if you wish a
rivalry to exist between Perun and Veles. First, how keenly is it felt? Does it lie mainly in the past, now
half-forgotten? Or does it still rankle and cause strife? Second, how all-encompassing is.it? Is it simply
about the pair’'s long-ago love triangle with Mokosh? Or Veles’s theft of cattle that once belonged to
Perun, as some tales have it? Does it involve the power struggle that followed Rod’s withdrawal from
rulership of the gods?

Even more broadly, the dispute could be about the nature of Veles himself. Veles’s divine spheres are
difficult to pin down (see his entry below), and several folklorists have seen him not just as a god of
farming and livestock, but also as lord of the underworld (Nav, or Nawia). Such reconstructions of Slavic
myth speak of Perun and Veles locked in a primordial battle during the creation of the world, with Perun
casting Veles down from the heavens (Pray, or Prawia) and consigning him to the underground realm of
earth and water. Related stories describe Veles provoking Perun by holding his son Yarilo in the
underworld for part of each year, either.as guest or captive. Pitting Perun and Veles against each other

. this intensely would allow you to generate interesting conflicts among the Slavic gods, not to mention
among the priests who serve them. Or you could opt for a less divisive approach. The choice is yours.

DODOLA

qQueen consorlt of the pantheon; goddess of rain
aligpment: neutral good

A minor deitg in, ber own right, the rain goddess Dodola is queen consort of the
Slavie panptheon bygWwirtue of her marriage to Perun. By that token, she is

sometimes referred to as Perperuna. AFe
Sl b _ g i

Gentlenin spirit than ber turbalent husband, tialy 1!_ . @ .

Dodola is often called upon by mortals S - 5% e

desiring calmer weather to intercede with rﬂw' e : 5

Peran on their behalf. A f e By T

P Sy i
Similarly, when farming communities need "H’ - R + *
rain, they carry out ceremonies in Dodola’s e e =

honor. Children perform circle dances, B - e ""{




wbile the adults surround a young woman clothed in leaves and garlands—
representing Dodola—and sprinkle ber with water. These rituals are named
dodoly or perperung, after the goddess herself.

Dodola’s symbol is the rainbow. Domains pertaining to nature, water, and the
weatber attract her clerics, and she is respected by druids as well.

alternative names: Perperana (as mentioned above), Preperuda/Preperusa
(South Slavic variants), Dodole/Dudola/Dadala (South Slavic variants)

IMOROSH

earth motber; goddess of fertility, childbirth, and vegetation
alignment: neatral

One of the pantheon’s aldest deities, IMokosh
embodies the life-giving properties of the earth,
metaphorically twinhed with women’s fertility and
the nurtaring power, of thé womb. Her most
common bygname is “Damp Mother Earth” (Mat
SyrasZemlya in Russian, Sira-Zemlya Mati in
UKkrainian).

In the gods’ earliest days, IMokosh enjoyed
dalliances@ith Perun and Veles—a circumstance

~ that continues to strain relations between the latter
8 two-butsettled in the end with neither. With Peraun,
she begat MMorana and Yarilo, and while she is more
aloof as a parent than her former paramoudar,
IMokosh regards both of her children with
affection.

As the goddess of fertility, IMokosh is a spirit of

= pature, whose blessings guarantee the thriving of
= crops and the lush growth of vegetation. She also

. . oversees the mysteries of birth, and it is to her that
"""Eﬁ;,: women expecting—or hoping to bear—children tarn.
- r (To a degree, Mokosh shares the sphere of fertility
with'the lesser deities Lada and Zbiva, althougb they concern themselves more
with the lighter side of love and courtship.) Priests of Molkosh often serve as
midwives and tend more generally to women’s ailments and illnesses. IMokosh is a
patron of handiworks associated with women, and she is thought to have

invented the crafts of spinning, weaving, and embroidery.




Slavic pagans swear their most sacred oaths by placing their hand upon the earth
and invoking IMokosh’s name. It is also to her that they confess their wrongdoings,
especiallg as their time of death nears, by digging a hole in the ground and
whispering their secrets into it. She is not a goddess of death, bat IMokosh is
acknowledged at barials, as the departed are seen as returning to her loamy
embrace.

Large boulders serve as altars to IMokosh, and her clerics wear rough-hewn
pendants of stone to symbolize the earth. They choose domains sachias earth,
natare, and life/healing. Druidism likewise centers heavily ondTNokosh. Her
highest holy day falls in late October, but women also pay respect to her in May.

alternative names: Molkosz (Polish), Mat Sgra Zemlya (as mentioned above),
Sira-Zemlyga Mati (as mentioned above)

VELES
god of beasts, livestock, and farming (OPTIODAL: lordf the underworld)
alignment: neatral

Veles—who appears to have taken on
different guises in different parts of the
Slavic world—is the hardest of the major
gods to categorize. IMoreover, how you
choose to define him will bear
considerably on how the whole pantheon
takes shape in gour campaign. Put briefly,
gou have three options. You can assign
Veles one set of divine functions. You can
assign him a second set. Or gou can assign
him both, a hgbrid approach that makes
him versatile but risks leaving him
uanfocused in purpose and identity.

In his most common incarnation, Veles is
associated with all beasts, but especially
livestock, and even more specifically with
cattle. This version of Veles is a god of
agricdlture, viewed with affection by all
raral folk. Because cattle serve as a form of currency in such communities, Veles
is also seen as a god of wealth and trade, a divine champion of honest commerce.
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Deals and exchanges are typically sealed with an oath to Veles, and those who go
back on their word are likely to have illnesses visited upon them as a punishment.

This by itself is enougb to give Veles a noteworthy place in the pantheon, and you
may wish to leave it at that. However, certain tales describe Veles instead as a'god
of the underworld, sometimes taking the shape of a serpent or dragon. If this is
the Veles you wish to feature in gour campaign, he can serve as god of the dead,
the judge and caretaker of all departed sodls. You can go evenifarther and accept
the folkloric depictions of Veles as Perun’s cosmological antagonist—skggod
versus chthonic deity—with a rivalryg dating as far back as the creatien of the
world itself. (See “Perun vs. Veles” above.)

You can also have Veles serve both as a farming deity and the god of the dead,
but you may find this combination unwieldy. If ygou decide to restrict Veles to the
agricultural sphere, the winter goddess Morana (see below) would make a
saitable candidate for a deity associated with death and dying.

No matter wbhich persona gyou give VEles, you should maintain some degree of
tension between him and Perun. How Ssevere and over what is for gou to decide.
Romantic rivalryg lies in their past. In bis goatb, Veles is'said to have stolen cattle
from Perun, whether for his own bepefit or as.a gift to humankind. Veles
opposed Perun’s rise to power—bat did be do so peacefully, or did be resort to
armed rebellion? At the dawn,of time, did the two indeed fight a world-defining
Lattle of sky against earth, forever driving them apart? Do the two compete for
influence over Perun’s son. Yarilo? o your game, the rancor between Veles and
Perun can generate apygthing f rom mere awkwardness to outright violence, with
wbhatever consequences you wisb to contrive for the entire pantheon.

If Veles manifests as the god of beasts, he can take on the appearance of a bull,
and he occasionally retains the horns even in human guise. If instead (or
additionally) be ismaster of the underworld, he assumes draconic form at will.
This version of Veles is,typically to be found on an island in the subterranean
marsbes ofNav,bis . throne enshrouded by the roots of the tree of life.

Veles’s holy symbol is a bull’s head or, depending on what role he assumes in your
campaign, a serpent in the ouroboros pose. In €ither case, the willow tree is sacred
to him, and the holiday dedicated to him falls in February. If Veles serves as the
god ofl beasts and farming, his domains will involve nature, agricaulture, and,
optienally, wealth and commerce. If bhe governs the underworld, they will have
more to do with death, the grave, and the earth.

alternative names: Volos (various languages), Deles (Polish)

12



SVAROG

deily of fire; blacksmitb to the gods
alignment: neatral good

A respected figure among the gods, Svarog
stands equal in seniority to Perundand Veles. For
all that, he is a humbler spirit, less inclined than
his brethren to push himselfdorward.

The god of fire, Svarog s also the inventor of
metallurgy and serves as the pantheon’s smith
and artificer. He is beloved by builders and
craftspeople of all types.

It is said of Svarog that he was the first god to
marry, therebg originating the custom of
matrimony. Accordingly, unions consecrated by
his‘priests are thought to be especially blessed.

Svarog remains happﬂg wed. His bride is Lada
(kada in Polish), a minor goddess assoeiated with romance and devotion. Their
eldest child is Dazhbog, renowngd as god of the san.

Svarog’s symbol is a black harmmer silbougtted against a red flame. His clerical
domains include knowled@g, the forge, and anygthing else to do with making and
crafting. Althougb all priests serving this pantheon can of ficiate at weddings, most
couples, if at all possible, tarn to those of Svarog to do so.

alternative natnes: Svaroby(Ukrainian and
Belarusian), Swareg (Polish/West Slavic)

DAZHBOG

bocl of the sun
aligpmenit:lawful good

The proad and virtuous Dazhbog, embodiment of
the sun, is the of fspring of the fire god Svarog
and his wife Lada.

€ach morning, Dazhbog rises from the magic isle
of Buyan, guiding the solar chariot—a marvelous
vebicle of gold, drawn by three white steeds—
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from the eastern end of the sky to the western. Each evening he descends to the
dark underside of the world and races back to Buygan, battling the powers of
night the entire wagy, all so he may rest and rise again the next dagy.

Admired for his constancy, Dazbbog is a steady, honorable upholder of justice. He
is a favorite among those who strive to help others and defend the wulnerable. His
wife is Zhivaq, a goddess of vitality. His sister Zarya, the dawn goddess,lives on
Bugyan, stabling his horses and opening the sky gate for his chakiot each morning.

Dazhbog’s emblem is a glowing orb of gold, representingdbe sun.Heiis linked
symbolically with horses, and he is known to be a friend to waolves. His elerics’
domains are light (the sun), order, protection, and duty.

alternative names: Dazhbob (Ukrainian), Dazdzbob (Belarusian), Padzbog (Polish)

SOLAR and LUNAR DEITIES: SIMPLICITY or COMPLEXITY?

It should be no surprise that the pagan Slavs, over so many years and across so many regions,
associated a variety of gods with entities as central to life as the sun andthe moon. (This
happens even in mythologies where divine roles are more clearly defined, as seen by the parallel
existence of Apollo and Artemis and Helios and Selene in Greek legend.) in our own day,
scholars remain perplexed by the question of how many solar and lunar deities the ancient Slavs
worshipped. This document takes a streamlined approach, assigning the pantheon a single sun
god (Dazhbog) and a single moon goddess (Devana) and letting that suffice.

More complex interpretations are possible. To start with, Svarog, the father of Dazhbog, is
described as having had a son named Svarozhich (also Swarozyc or Svarozic). But does this
name, which translates simply to “son of Svarog;”“ refer to Dazhbog himself? Or to Dazhbog's
brother, a second child born to Svarog and Lada? Those who prefer the latter theory propose
that Dazhbog and Svarozhich, as brothers, each represent a different aspect of sun worship—but
this seems needlessly elaborate for gaming purposes.

Complicating things further, one of the pantheon’s most frequently mentioned gods is Khors, a
sun deity long thought to have been imported via Persia’s cultural influence on the Eastern
Slavs. (Recent scholarship has called this view into question, but, should you choose to include
Khors in your game; you can keep or discard it as you please.) Folklorists disagree about
whether Khors and Dazhbog are separate deities of the sun—Slavic counterparts to Helios and
Apollo—or/two names for the same god. You can omit Khors altogether as this document has
done (or let Dazhbog be known by this name as well), you can opt to let Dazhbog and Khors
bothbe sun gods, or you can add Khors as a god of light (although distinguishing such a deity
from Dazhbog as the sun god might pose difficulties).

What about the moon? Among the Slavs as a whole, there was no firmly established association
betwéen the moon and any one deity. Attempts have been made to link Khors, mentioned
above, with the moon instead of the sun, but this is tenuous at best. Equally weak are the
connections some have tried to draw between the moon and goddesses such as Mokosh and
Morana. Western Slavs appear to have identified the moon consistently with the goddess
Devana, and this document has followed suit.

14



DEVADA

goddess of the moon; mistress of the bant
alignment: chaotic neatral (with good tendencies)

The product of an old love affair between Perdn
and the spirit of the Evening Star, theanoody,
mercarial Devana embodies the mutable nature of
the moon, whose avatar she hasdong been.

Dwelling in the forest as mdeb as.in the sky, Devana,
the most skilled archer known to gods or mortals, is
also the patron of hunters—at least those wbho, treat
their preyg with dignity and nature as.a whole with
due deference.

As Perun’s daughtér, Devana is half-sister to Yarilo,
whom sbe reganrds with mild affection, and IMorana,
her on€ boon companion armong the gods.

Of woodland beasts, the wolfhound is favered by Pevana, and she is never
without a female hound as a bunting eempanion. Her holy symbols include a
crescent moon—her priests wear masked beaddresses topped by a horizontal
crescent shaped almost like horns—and the mullein (Vverbascum) flower. Devana’s
worshippers drink a tea madefrem mallein leaves, both in her honor and for
medicinal purposes. Herpd@dormains are nature, the moon, and twilight.

alternative names: Pziewanna (Polish), Divana (Ukrainian), Zevana (Russian)

STRIBOG

weatbher god: keeper of the winds
alignment: peatral good

A spirit of the air whose strength as a weatber god
falls short ef Perun’s in some respects but exceeds
bis in otbers. Stribog may not wield the thunder, but
the tempests are his to command.

Stribog summons the winds by sounding a horn of
gold and ivoryg named Prizgvatel (‘the involer”).
Solitaryg by nature, be dwells apart from the other
gods in the high places of the world. He is a friend to
all birds, but especially the gyrfalcons of the north.
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Druauids are fond of Stribog, as are sailors and all others who rely on the winds
for their work or their safety. His votaries wear small pendants in the shape of
the horn with which be calls the winds, and the gyrfalcon is part of bis
iconography as well. His domains are sky/air and tempest.

alternative names: Stribob (Ukrainian and Belarausian), Strzgbog (Polish)

YARILO

. god of spring and fertility
2 !q aligpment: chaotic good

3, ' | The perpetually youthful son of Perun, Yarilo is

T & - the god of springtime, embodying vegetative
fertility and the rhygtbms of agricaltural

production. Although to a lesser degree than

h Dazhbog, he is associated with the sun as well

{" ;.'; A seasonal deity, Yarilo is understood by

— worsbippers to experience the full cycle of

- "‘ birth, maturation, and death every year, in
oy ""I in ' parallel with the planting, growing, and

— : barvesting of wheat. Some of the pagan Slavs’

most important festivalssf@re connected to this cycle’s key moments.

Returning from a period of dormition=awinter slumber that leaves him on the
verge of death—¥arilo is,reborn daring the spring equinox, an occasion celebrated
with the joyousdifeast of Romoeditsa (see “Spirits & the Seasons” below). With the
warming of the weather and the flourishing of the wheat, Yarilo grows into a
charmingybigh-spirited ygoung man, with little on his mind buat the delights of love.
The sutmmer helidaygs of Semik (‘green week”) and Rupala mark crucial moments
in theé agrieualtaral calendar, bat romance and wooing are just as much at the
heart of Abe games and rituals that go on at this time. Although these holidays pay
homagetolNokosh as the earth goddess, along with the minor deities Lada and
Zbiva as spirits of love and fertility, the starring role belongs to Yarilo. He leads
the bacchanalian revels of the season, and while he singles out a favorite partner
to be his bride—typically the spring goddess Vesna—he takes many paramoars as
the summer rolls on. In the fall, the harvest brings Yarilo’s merriment to an end.
AFter one more round of feasting—with a touch of bittersweet, almost funereal,
farewell to it—Yarlio departs once again, sinking into bis annual state of
hibernation until the spring returns the following year.
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There are variations on this theme that you can adopt or ignore as you prefer.
€choing the Greek tale of Persephone, some stories tell of Yarilo spending bis
winters in the underworld, with Veles described variously as his captor or a
surrogate father of sorts. (Either version would further inflame the disdain Veles
and Perun have for each other.) A particularly grim—and not universally
accepted—reconstrauction of the Yarilo myth holds that bhis dearest lever during
the warm months is not Vesna, but rather his sister IMorana. As the'sammer
passes and the number of Yarilo’s infidelities grows, IMorana grows Increasingly
jealous. The siblings’ romance sours by autumn, when Morana, driven tothe point
of blind fury, ushers in the season of frost and decay by Rilling her brother—only
to repeat the cycle with the next coming of spring. This parablé of the seasonsis
metaphorically apt, and brother-sister couplings are not unknewn in world
mythology. Still, if ygou prefer to pass on incest narratives, it is'‘€asy enough to fall
back to the more standard storg that places Vesna at the center of Yarilo’s love
life.

(WWhatever choices you make about the way he moves througbh the year, Yarilo is a
figure of sunny disposition and irresistible charm.430yishly high-spirited, he
brings joy wherever he goes, but is often eapricious, not least in how widely he
shares his romantic attentions. Yarilo is said by someéito be a shapeshifter—the
horse being one of his favorite forms—and if gou wisbh to include a trickster god
in your campaign, Yarilo is a gogd candidate (although his pranks and deceits are
never intended to be truly malicious). Yarilo enjoys teasing his gloomy sister
IMorana, although the two are strongly attached to each other despite their
differing temperaments.

All of the holidays leading fromRomaoeditsa to Rupala are important to Yarilo. He
generally appears as a bandsorme young man wearing a wbhite cloak and garland
of leaves or flewers on his head. His holy symbol is a sheaf of wheat, and bis
clerical domains are life/healing (Fertility), nature (vegetation), and (optionally)
trickery.

alterpativesames: Yarila (variation on standard Russian/Ukrainian/Bulgarian
version), ¥Yargla (Belarusian), Jarilo (Serbian, Croatian, Czech), Gerovit (Polabian)

MORANDA

goddess of winter and decay
aligpment: neatral

The daughter of Perun and the twin sister of Yarilo—although diametrically
opposed to her brother in terms of personality and divine function.
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Commonly known by the Czech version of her name, Morana embodies the
snowy chill of deepest winter. Her arrival signals the coming of the cold and dark,
and her presence causes the ebbing of
the life force that suffuses the land in.
warmer seasons. She is therefore
regarded also as a goddess of death.
Morana is not perceived by
worshippers as sinister, bat neither
does angyone mistake her fora
narturing deitg.

For all her implacability, Morana is
good friends with Vesnaq, the gentle
spirit associated with spring. She is also
fond of ber brother Yarilo—although,
¥ as described above, it lies with gou to
decide what form that fondness takes.

Like ber brother, IMorana is venerated
during Romoeditsa in IMarch, bat as a
figare fading away, rather than on the
ascendant. To signal the end of winter,
Villagers create an effigy of Morana
and, brandishing bundles of juniper or
Pine, carry it to the river to drown it

i sygmbolically. In some communities, the
effigy is set on fire instead of (or before) being thrown into the water.

Although the earth mother IMokosbh is more fervently prayged to at funerals,
IMorana, as anavatar of death, receives her due respect. (While she does not rule
the underworld, she.plays a role in deciding the fates of those who go there.
Therefore, the.dging—and their loved ones—will petition Morana, seeking an easy
passage totbe beyond and merciful judgment regarding the afterlife. In this
capacitygdNorana acts sternly bat never with unwarranted cruelty.

Merana’s holg symbol takes the shape of a perfect snowflake. Her domains are
cold (winter), grave, decay, and vigil. Her affiliation with the natural process of
decay/attracts certain druids. In November, with the passing of fall, worshippers
prayto her, asking that the winter to come will be an easy one.

alternative names: Marzanna (Polish), Marena (Russian), Mara (Ukrainian),
Mora (Bulgarian)
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ZARYA

goddess of the dawn
alignment: neatral good

Spirit of the morning and younger sister to
the sun god Dazhbog.

Zarga is believed to dwell on the enchanted
isle of Buygan. There, she helps tend to the
chariot and white steeds that draw her
brother across the sky everyg day. €ach
morning, she opens the gates of the east for
him, allowing him to begin his daily journey.

Virginal and Rind-hearted, Zaryga is beloved
by young women as a sympathetic figure
among the gods. She is also a patron
idealists who value decency and an
optimistic spirit. Clerics who venerate S _ H god typically include
Zarya in their services and pragers, and Inheard of for priests to serve
both deities at once. %

: € morning sky. Her clerics’ domains
magic. (Note: in some regions, Zarya was understood

abundance, giver of the feast
ent: lawful good

The most physically striking of the pantheon’s deities, the four-hbeaded Svetovit is
a much-loved god of generosity and beneficence. Temples built to him—always



decorated with the god’s emblem of the white horse—are houses of sacrifice and
celebration alike.

Svetovit is the provider of plenty, as well as a guardian to those who venerate
him. To signify these twin roles, he carries in one hand a drinking horn that néver
rans dry, while in the other he wields a sword or a bow. (The historical Svetovit
was sometimes worshipped as a god of war, but with Perun in chargeé,of that
sphere, it is better to view Svetovit as a deity of protection.)

Svetovit’s holiest days arrive soon after the harvest. The week beforehand, the
god’s clerics purify his temple, holding their breath lest theimmortal'exbalations
contaminate the space. Svetovit's festival unfolds over twodags. On the morning
of the first, a wbhite horse—kept on the

temple grounds since last gear’s

harvest—is sacrificed before the

statue of the god that stands in the

temple, and an all-day feast of

thanksgiving follows. At midnigbt,

Svetovit’s priests pour alcohol into the

drinking horn beld in the statue’s right

hand. The next morning, the villagers

assemble outside while the clerics

investigate the drinking horn. If the

alcobhol has vanished, it is a sign of

Svetovit’s displeasure, and.bext gear’s

crop will likely be poor. If thexalcohol

remains, Svetovit has bestowed bis

blessings, and next spring and

summer are sdre to be bountiful.

(Wben the portents are happy, the

priests each takea swallow of the

alcohol, then spill the rest at the

statug’s feekl They then refill the horn and place it back in the statue’s right hand. A
new Whit€ horseis brought to replace the one slain the day before, and it lives in
comfort antil the next harvest comes round.

Duaring its year in service to Svetovit, the wbhite horse can only be ridden by a
cleric of the god, and its mane and tail must be groomed perfectlyg to avoid bad
luckdn advance of important decisions, and especially before deciding questions
of war and peace, Svetovit's horse is guided through three gates formed by
thrusting three pairs of spears into the ground, point first. If the horse leads with
its right forehoof througbh all three gates, it signifies that the proposed venture will
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prosper. If it crosses through anyg of the gates with its left forehoof first, the
venture is considered ill-starred and tgpically called off.

The feast of Svetovit is most often in early September, sometimes at the end of
Adugust. The head of a white horse is bis principal holy symbol, although the
drinking horn serves as another. His domains are protection, prosperity, and lucks

alternative names: Svantovit (Czech), Sventovit (Bulgarian), Sviatovit (Ukrainian)

TRIUNE GODS?

A feature of some Slavic idols is their depiction of certain gods as many-headed, the abovementioned
Svetovit being a case in point. It remains unclear whether pagan Slavs imagined the gods thus, pictured to
appear that way physically or believed that gods with multiple heads embodied multiple avatars within
themselves—like various Hindu deities or Hecate of the Greeks, who is at once the Maiden, the Mother,
and the Crone. (Sometimes, as with the famed Zbruch idol, which pictures Perun, Mokosh, Dazhbog, and
Lada, including more than one head is simply a way to honor more than one deity with one sculpture.)

Such ambiguity makes it hard to grasp one figure in particular. Thisds Triglav, or “The Three-Headed,”
carvings of whom were prevalent throughout the Slavic world but especially among the Pomeranians and
Polabians. What cannot be told from the idols themselves is whether Triglav was an actual god in his own
right. Was he instead an alternative version of Svetovit, but with one less head? Or, as others think, was
the Triglav concept a means to collectively depict Perun with some combination of Svarog, Veles, and
Dazhbog? For the sake of simplicity, this document takes the last approach. But if you wish, you can
certainly design Triglav on your own as a‘separate, uniquely triune god.

Much the same applies to the goddess Zarya. In a few places, Zarya was understood to personify not just
the dawn, but the midday and the evening as well. Some saw her as a single entity, containing three
aspects within her. Others went farther, viewing her not as one individual, but as three sisters, one of the
morning, one of midday, and one of the night, all named Zarya (or Zorya, or Zora). Yet another tradition
associates these siblingsinot with the passing of the day, but with stars—the Morning Star, the Day Star
(obscured by the sun), and the Evening Star. If you want more complexity than that provided by the
singular Zarya described in the entry above, it would be possible to turn the goddess into a sisterly trio, in
whichever form you like.

CHERNOBOG & BELOBOG
god of darkness (OPTIONAL: lord of the uanderworld) vs. god of light
aligpment: nediral evil vs. neutral good

Literallg the “Dlack god” and the “wbite god,” these cosmic antagonists came into
being Qs twin brothers—equal in strength and destined to oppose each other
threughout eternity. Both gods are more abstract in nature than the deities listed
above. In fact, many scholars maintain that they were not known to the pagan
Slavs at all, but added later by Christian writers who wished to insert a
prototypically Satanic figure—and his spiritual opponent—into the old legends. Be
that as it may, they exist authentically enougb in Slavic folk memorgy to form part
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of this pantheon. Chernobog in particdlar is too famous to leave out: he is the
demonic creature who haunts Mussorgsky’s tone poem “Night on Bald Mountain”
and, even more chillingly, the sequence based on that masic in Disney’s Fantasia.

As religious elements in gour game, Chernobog and Belobog will function best as
pare distillations of evil and good. The iniquitous Chernobog is an excellent
candidate for a central villain, if not the archvillain, in gour campaigna(You mad
also wish to make him ruler of the underworld instead of Velgs,) He presides over
witches’ sabbaths—as in “Night
on BaldiMountain®—and has
demons and devils abbis
command. (I£ your game makes
meaningful'distinctions between
these types, you can decide
which to associate with
Chérnobog, although devils
seern a better choice.) Only
those willing to oppose the rest
of the gods are likely to serve
Chernobog, so whether and
under what conditions gou wish
to allow players to take on roles
as his clerics or worshippers is for gou to determine.

Chief among Chernobog’s,servitars,are his twelve hideous daughters, collectively
known as the Sisters of Feven, As their name suggests, they spread disease,
making use of their deadly kiss to contaminate their victims. They bring other
woes as well, acting o their father's orders. Their names are Ague, Fever,
Chilblain, Nausea, Angina, Deafness, Bonebreak, Dropsy, Jaundice, Convalsion,
Insomniq, and Peath-Throe.

Belobag is obsessed with opposing whatever nefarious undertakings his brother
involves himselfwith. He should be portraged as an avenging angel, full to
overflowing with.erusading ardor. He is armed with a lance of white fire, forged
for him by the divine smith Svarog and called Mstitel (“the avenger”).

The sgmbol most associated with Chernobog is a black skull, wbhile Belobog is
known by an emblem of wbhite flame. Chernobog’s clerical domains fall into the
spberes of death, necromancy, darkness, and pain. Acolytes of Belobog choose
ligbt, justice, and zeal.

alternative names: Chornobobh & Bilobob (Ukrainian), Biatobog & Czarnobog &
Biatobog (Polish), Cernobobh & Bélbob (Czech)
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ROD

perUn

DODOLA

IMOROSH

VELES

SVAROG
DAZHBOG
DEVADA

STRIBOG

YARILO

IMORADA

ZARYA

SVETOVIT

CHERNOBOG

BELOBOG

ALIGNMENT

neatral (good
tendencies)

chaotic neautral

neutral good

neatral

neautral

neutral good
lawfaul good

chaotic neatral
(good tendencies)
neutral good

chaotic good

neautral

neatral good

lawfaul good

neatral evil

neatral good

DIVINE
SPHERE(S)

fate, family,
ancestor
worship

thander, war

rain

fertility,
childbirth,
vegetation
beasts,
livestock,
farming
(OPTIONAL:
anderworld)
fire

the san

the moon, the
buant
weather, the
winds

fertility;
springtime

winter, decay,

deatb (as a
nataral
process)

the dawn, white
magic

abundance,

feasting

darkness
(OPTIONAL:
underworld)
light

CLERICAL I'IOI.Y
DOMAIN(S) SYMEOL(S)
life/healing, tree of life,
fate, family whbheel of fate

tempest thanderbolt, oak
(thander), leaf
air/sky, war
nataure, rainbow
weather, water
life/bhealing, stone pendants

earth, nature
(agriculture)
nature
(hasbandryg),
COMMErce
(OPTIONAL:
death, grave)
forge, crafting,
knowledge
light (sun),
protection,daty
natare, moon,
twilight
tempest, air/sky

natare
(agricalture),
life/bhealing
(OPTIONAL:
trickery)

cold (winter),
decay, grave,
vigil

light, peace,
arcana/magic
prosperity,
protection, luck,

darhkness, death,
pain,
necromancy
light, justice,
zeal

ball’'s bead

(OPTIODAL:
worm

ouroboros)

black hammer
onred flame
golden suan
lawful good
born of
summoning,
gyrfalcon
sheaf of wheat,

garland of
flowers

snowflake

red orb

white horse,
drinking horn

blachk skall

white flame

HOLIDAY(S)

lat€ December

(ca. Rolyada &

winterésolstice)
late July

late October
(also early May)

mid-Febraary

Romoeditsa
(spring equinox)
+ Semik + Rapala

(summer
solstice) +
farewell on fall
€equinox
end of aatumn
(November) +
ritually banished
in March

late August or
early September
(after harvest)



LESSER GODS/OTHER NOTAELES

In addition to the major deities, dozens of magical entities and legendary beings
populate the tales told by the Slavs. Some of the more prominent are described
here in a series of thumbnail sketches. (Others, less individualized or less
powerful, are featured below, in the “Spirits & the Seasons” section.) Use thesé to
add fartbher folkloric and mygthological depth to ygour campaign apdhio inspire
possible adventure hooks and storg lines.

IMINOR DEITIES: Slavic pagans identified a myriad of lesser godshsome of whom
are better viewed as demigods, local deities, or divine pensenifications of holidays
and natural phenomena. Listing all of them would be fruitless, especiallg.becadse
many are thought to have been ex post Facto inventions (created by over—
imaginative scholars or modern followers of Slavic neopaganism).or regional
and differently-named versions of the major gods described in the previous
section.

Lesser deities worth having in your campatgn=even if some of them are
not altogether authentic or historically verifiable—inglade the rain goddess
Dodola, who has her own entry above, thanks te ber status as Perun’s queen.
Ladaq, the wife of Svarog, fits into the pantbheon as a minor deity of love, and
Zbhivq, a fertility spirit whose name derives from the Slavic word for “life,” has a
place alongside her husband Dazhbog:

Vesnaq, a female embodiment of Spring, is depicted as a young maiden with
a cheerful demeanor. She enjogs an unlikely friendship with the morose winter
goddess IMorana. Also active inthe spring is the fertility goddess Rostroma,
closely associated with Ihe€ festival of. Semik, or “green week.” Rolyada appears as
Qa gyoung boy, a male imcarnation of thelengthening of daglight caused by the
passing of the wintensolstice. Helends bis,name to the joyful late-December
holiday that marks the reemergence of the new year’s sun.

The maoshcurious of the Slavs’ lesser gods is Simargl, the only deity to take a
wbolly non-humanoid form."A winged beast resemDbling a grgphon, but with a
dog’s headrinstead of. a lion’s, Simargl is best regarded as a guardian spirit whose
purpase is to protectihe gods and those they favor. In bis capacity as the lord of

A
-
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fate, the deity Rod commands a cobort of female spirits, wielding various magical
powers, called rozhanitsy (sing. rozhanitsa) or sometimes sudzbenitsy. These
can appear in anyg angelic or beatific form gou wish, designed with various spells
and abilities. Serving the dark god Chernobog in similar fashion are his infernal
daughters, the twelve Sisters of Fever—who, at their father’s behest, infect
humans with ailments of every kind. Finally, the IMorning Star and€vening Star;
are personified as female demigods in most Slavic traditions. (See the above notes
on “Triune Gods” about whether to associate these starry beings, with the goddess
Zarya or dif ferentiate them from her.)

BABA YAGA: The mightiest
witch in all of Slavdom and a
figure of enormous
mythological significance. A
tall, slender crone with the
strength of an ogre and teeth
and claws as hard and as
sharp as iron.
Robed in rags, Baba
Yaga travels the countryside in
an oversized magical mortar,
steered with a large pestle.
When at home, she dwells in a
hat perched on chicken legs
that move under their own
wizardly power. (Thanks to
dimension-defying spéells, the
hat’s interior is far more
spacious than.any observer
would guess from the outside.)
Her servants include a large
black gat andithree mysterious
knights—the/white rider of
morninghe redrider of
noon, and the black rider of
night=wbao patrol whatever vicinity her hut happens to occupy at the time.
Spiteful, barb-tongued, and more than capable of visiting woe on angyone
who stands in her way or earns her dislike (rudeness and arrogance are surefire
ways to provole her ire), Baba Yaga is undeniably wicked. There are countless
@ays she can challenge or frustrate characters in gour campaign, and any
namber of adventures might center on her or at least involve ber.
Still, however villainous she can be, you should resist the temptation to make
Baba Yaga gour campaign’s main villain. Unless her foes are truly vile or
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seriously menace ber, she is more likely to terrifyg or humiliate them than to cause
them lasting harm. At times, she can be surprisingly belpful, even generous,
especiallg to the weak and vdlnerable, or to those who show her proper courtesy
or act bravely withoat blustering. IMost of all, far from wishing to undermine the
existing order, Baba Yaga sees herself as one of its guardians—albeit a grudging
and ill-tempered one—and she will not stand idly by if anygthing threatens its
stability. Thus, while characters may find themselves working against her attimes,
they magy, under other circumstances, receive information, advice, or quests from
her—perhaps even her active aid. (Even if this is the case, she will always drive a
hard bargain and will never cease to be her irascible self)

In the end, the nuanced version of Baba Yaga may notbe for gou. If you
wish her to be more purely fiendish, you mayg—although figares like Chernobog
and Roshchei arguably fit that role better. On that note, see the latier’s entry below
for thoughts on different ways Baba Yaga might interact with him.

OTHER WDITCHES: Southern Slavs speak of Baba Roga, sometimes identified as
Baba Yaga’s sister. She is equally shrewish butistouter in build and distinguished
by the crooked horn growing out oféhér foreheaddAnothér formidable sorceress,
somewbhat less vicious than her cousins, iIs.Jezibaba, a master herbalist well-
Lknown to the Western Slavs. (She is the enehantress who grants the title character
her unwise wish in Antonin Dvoralk’ssepera Rasallka.) Hideous to behold and
cruelest of all is Likho the One-€yed (Odnoglaznoe), an enchantress with a single
€eye staring out balefully from,the centerof her brow. Likho actively delights in
the pain of others and roams widely in search of victims to torment.

ROSHCHEI the DEATHLESS:Immortal get not quite godlike, Roshchei is a
ghoulish wizard ideally suited to,serve as gyour campaign’s quintessential archfoe.
In effect, be can stand as a Slavic Sauron, should gou
desire such a figure.

A spellcaster of immense skill and deadliness,
Roshchel takes the form of a tall, pale man of
advanced age. His frame is gaunt, even skeletal, and it
is no coincidence that that his name derives from the
Slavic root word for “bone.” Despite his scrawny
baild, he is adept at hand-to-hand combat and wields
. a fearsome black broadsword or a mammoth mace
of ebony, depending on what mood strikes him. Into
battle, or simply to survey his domains, he rides a
dark, bat-winged steed.

Roshchel has gained eternal life by means of
magic. The key to bis undeatb is the transplantation of
his soul from his own body into another object—an
€90, in most tellings of the tale. The €gg is encased
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within the body of a duck, wbhich in turn is contained inside the body of a hare,
which is trapped inside a wooden chest, which is buried beneath an oak tree,
which lies deep inside a large forest on the island of Buygan. (The hare is
sometimes depicted as living inside a log that floats on the surface of a forest lake
at the island’s heart.) As long as the egg remains safe, Roshchei will not age or die,
and he cannot be Rilled unless someone travels to Buygan, unearths the egg, and
shatters it, thus forcing Roshchei’s soul to return to his body. (Roshchéis method
of winning immortality should be treated as a dark mystery, and the laocation of
his soul as a closely-guarded, near-inaccessible secret.)

Althoughbh bhe is not undead in bhis own right, Roshchei Is cadaverous in
appearance. Functionally, be can be regarded as baving theatiributes and powers
(but not the explicitly skull-Faced visage) of the most powerfubof liches. Te realize
his full potential as a centerpiece of ygour campaign, give him a status
approaching that of a demigod, and design a variety of minions=frem low-level
anderlings to close allies and advisors—to serve him. Designed well, some of the
latter magy also become memorable enemies for@odrplayers to face.

Roshchei rules a dark kingdom of misery and.injustice, and he seeks to
expand his hegemong into the civilized lands that border it. The location of his
realm is for gou to decide, baut is tgpicallgisaid 1o lie to the east. His plans for
conquest should be long-term and complex, combining subterfuge and outright
threat, building over time to provide.as much adventuring opportunity as possible.
Roshchei also has a weakness for beaatiful, highborn women and is a notorious
abductor of princesses and fair maidens.

The defeat of Roshchei would mark a major moment—if not the crowning
episode—in any campaigns:lf ygoa opt to establish bim as your game’s chief
antagonist, you shouldialso figure out abead of time wbhat relationships gou intend
him to have with figures such.as,Chernobog and Baba Yaga. Does he serve
Chernobog? Regard bim as a rival? Or eperate independently from him?
Concerning Baba Yaga, different folktales depict ber and Roshchei in so mangy
different waygs—as enemies, as spouses, as siblings, as mother and son—that you
are free to.imaginetheir interactions as you please. In accordance with the above
entrg on Baba . Yagaq, this document recommends that gou pit the two against each
other, withBabaYaga loathing Roshchei for the unbridled and all-consuming
nature of his evil. As an added twist, you might make Roshchei a former pupil of
Baba Yaga's—once prized, now hated for some great betragal.

A linguistic note: The Russian name “Roshchei” has long been romanized
Inconsistently, sometimes appearing as “Rashchel,” or with the ending “-€y,” or with
the cluster “sch” instead of the more precise “shch.” (For gyears, a fantasy RPG of
some repute has insisted on rendering this name as “Rostchtchie,” a bewildering
mEss from a Slavist’s point of view.) He is Roshchiy in Ukrainian, Roscigj in Polish,
Rost€j in Czech, and Ro3¢ej in Serbian and Croatian.
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THE SEA TSAR: Somewhat cauriously, Slavic folklore mentions no noteworthy
deityg of the ocean. It does, however, feature an undersea rauler with power
equivalent to a demigod’s. The Sea Tsar rales from a grand palace built from
coral and mother-of -pearl. Enchantments allow the palace to materialize at
wbhatever point on the ocean floor the Sea Tsar wishes, so although its carrent
location can be detected with the right spells, it can always move again, and /it
cannot be charted on ang map. The Sea Tsar wields mighty aquaticmagic, and.all
but the most intelligent and powerful creatures of the sea obegbim.

As temperamental as the ocean weather and as ever-changing as‘water
itself, the Sea Tsar is far from evil, but he can be vain andécapricious:In the right
mood, he is susceptible to flattery and gifts of treasure—be avidly hoards even the
smallest of trinkets—bat he is also easily angered. Adventures that feataréthe Sea
Tsar should not pit plagers against him violently, bat should eitheninvolve trickery
or diplomacy or lead to characters performing some Rind of task or mission for
this mercaurial monarch.

DED IMORO2Z & SNEGUROCHRA: Ded Moroz, or Gzandfather Frost, serves as a
Slavic version of Santa Claus. A benevolent winter Spirit, Ded IMoroz—sometimes
called 'Morozko—takes the appearance of.a stout, elderly man with a bushy white
beard. Clothed in fur-lined robes of bLlue@r red, he distributes gifts in late
December, helping to celebrate the_coming of the new year. Despite his jolly
appearance, he is a powerfaul caster of spells andypossesses more than a little
influence over the weather. (His hame appears as Did Moroz in Ukrainian, Dzed
IMaroz in Belarusian, DziadekNDrodz in Polish, and Diado Mraz in Bulgaman)
Ded IMoroz is typically : : -
accompanied and assisted bybhis
granddaugbhter, the lovely Snow
Maiden, or Snegdrochka. (She is
called Sniahurka in Belarasian,
Snibaronka in"URrainian,
Snezhanka.in Baulgarian, and
Sniezgnhka in Rolish.) Rind-
hearted and beautiful, the Snow
INaiden stars in many tales of
tragic raomance. In some, the god
Yarilo,pursaes her, inadvertently
melting ber with bis springtime
warmih. In others, including a
famed stage play and ballet,
~Snegurochka falls in love with Lel, a handsome, flute-playing shepherd boy, and
the warmth of her feelings melts ber from inside. It is entirely possible to craft
happy endings to these stories, with Ded IMoroz reviving Snegurochka with his
magic—or perhaps with the help of your players. No matter what, both of these




figures are excellent as possible NPCs, either to provide color (especially around

the holidagys), or to open quest lines, or simply to bestow small magic items as gifts.

DIGHTINGALE the BRIGADND: Contrarg to the connotations of beauty associated
with his name, Nightingale is a squat, pot-bellied humanoid with demonic, pig<like
features, bristly jowls, and leathery wings. An outlaw who preys ondbose
traveling through the wild, he perches in trees by the roadside and plots his
ambushes. Deeper in the woods, he dwells in a hat hidden by the forest canopy,
stashing his ill-gotten loot in the trunks of hollow trees.

Nightingal€e’s whistle can deafen victims and cause great pain.(LDhen he
puffs his cheeks and exhales, he can buffet those before himwith blasts of wind
or spew forth a fetid mist that causes blight. He takes great pléasure intaunting
weaker victims, but when confronted by stronger foes, he becomes a self=pitying
toady. If he wishes to mingle with ordinary folk, he can shape-change into hurman
form.

SOUTHERDN QUEENS: Drawn as much from literature as from folklore, two

: e A female monakchs friom the distant south of fer

y '_ prospects for alluring storglines.

# Rauler of an epulent realm that borders the Slavic
lands, the beautifal and ruthless Queen of Shemakba
. can serVe as friend or foe, depending on your
preferences and gour plagers’ actions. Antagonist of the
famaus,tale of the Golden Cockerel-retold in poetic
form Dy Pushkin and as an opera by Rimsky-
- Rorsakov=the Queen of Shemakha has great ambitions
for her domain, and it mag be that her expansionist
yb. tendencies will'threaten her Slavic neighbors.

" Alternatively, she may be cadltivated as an ally against
| some other menace, such as
Roshchei the Deathless—with
whomshe will never jom forces, however
IMachiavellian she may be otherwise. Her palatial
fortress sbould appear as something out of old Persia
or the Arabiandights, and she berself is bewitchingly
charismatic and seductive. She can be a sorceress if
gou wish, with command over djinn, efreets, and other
such beings.

Also reigning in the south, bat in the wild
mountains, is Queen Tamara. As a figure of legend,
Tamara was directly (if loosely) based on the empire-
building Tamar, a real-life monarch who governed the
Caucasian land of Georgia in the late 100s and early
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