Mythos

Durulz Origins



In the God Time existed on the south-eastern slopes of the Spike a place called Ganderland where all the intelligent species of the feathered kind lived in service to their Lord Vrimak and the Emperor Yelm. Herons, magpies and many more dwelled there to act as courtiers, heralds and entertainers at the court of the Emperor of the Universe. Some sang, some danced in the air and some carried information for their Lord.



Before the storm gods used death to put an end to the Golden Empire Vrimak father of birds used to feast with is family in his domains of Ganderland. On those moments all birds would be present and would form pairs and dance the matrimonial dances, so augmenting the feathered numbers. Even Yelm in is throne would turn his face and bless his faithful followers.



Yet not all birds enjoyed the feasts the same way. One of the discontents was Gaivoh the Gull son of Albatross (father of sea birds and himself son of Vrimak). To Gaivoh it was always difficult to find a pair because his voice was unpleasant and his dances ungraceful. Once the only bird that accepted to dance with him the matrimonial dances was Poulehlva mother of chickens. From that dance Poulehlva hatched two eggs that gave origin to two families: one was Durulz the family of Durulzan, and the other Keets the family of Keetehlya.



Durulzan and Keetaelya were very similar in many respects: like their mother both lacked flying skills and felt equally at ease walking on earth as flying in the sky. Like their father they were able swimmers but unlike him they disliked the sea (his cousins, the other sea birds, said they were afraid of the waves and of the might of Magasta). So, they settled in the lakes and sweet marshes of Ganderland where they could walk and swim on shallow waters.



� INCORPORAR Word.Picture.6  ���

(The Origins of Durulz)

Yet the two brothers were also very different in many aspects: while Keetehlya was tame and gentle, Durulzan was unruly and rebellious. That’s why Durulzan was uncomfortable under the strict commands of the Sun God and felt attracted to the freedom of storm. In fact, he started to spend more and more time with the followers of Orlanth than with his sun relatives. Eventually he befriended Eurmal since he liked the games and tricks of this god. Durulzan and the Mother Duck leaded the Durulz. They had a daughter Durulehlya, and the twin sons Drulkazan and Quadul. These children were even more friendlier to storm than their fathers.



Of all the descendants of Gaivoh and Poulehlva Durulehlya was that which resembled more her grandfather: like him she liked to eat fish and she was the most adventurous and bold; her beak was thinner, more curbed and sharper then her brothers’; she was a bether swimmer and hunter.



Drulkazan was the more joyful of the three sons. He above all liked pranks and plays but he was also the most prone to become the subject of other people’s pranks and plays.



Quadurul was the most similar to his haunt Keethelya: he was more calm and more gentle that Durulehlya or Drulkazan but he would participate in his brother and sister’s games with their storm friends.







Vrimak’s Curse and the Wandering Times



When Orlanth openly confronted Yelm, the sun god ordered his followers to form ranks behind him and Vrimak passed the command to all the feathered creatures. The durulz felt divided between their duty to the sun and their friendship to storm. Eventually Durulzan disobeyed his grandfather’s commands and continued his plays with his storm friends. Outraged, Vrimak outcast and cursed the durulz by taking from them the skill of flying, denying them access to the sky. He forbade them of presenting their eggs to Yelm for blessing, and. finally he made them forget how to sing bird’s songs (which in any case they didn’t sing very well) - but not the ability to speak so they could lament their fate.
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VRIMAK OUTCASTS DURULZAN

Durulzan and his folk had to abandon Ganderland. They crossed the sea to the north and eventually landed on Genertela at the mouth of the Coralintor River. Keetehlya accompanied her brother’s family in its trip by flying high above and subtly signaling any danger she could spot in the distance. That deed angered Vrimak that ordered Keetehlya to remain outside of Ganderland. That’s when she fixed her residence in the east isles. (Latter Vrimak pardoned her, so great was his hearth, but she never returned to Ganderland. That’s because in the mean time Orlanth slew Yelm and she was among those of the flying people that acompanied him to the underworld.) Then the durulz headed west to the Stormwalk mountains where their storm friends lived. It was a difficult and long voyage but eventually the durulz reached Maniria and entered Dragon Pass.



When the clash between sun and storm attained its highest point ducks didn’t side with Yelm but they didn’t side with Orlanth either. Durulzan said he still loved the golden emperor and couldn’t fight his own people. So when Orlanth slew Yelm, Durulzan and his family didn’t participate on the outrageous dead. When the lesser darkness came, the durulz found themselves siding with Humakt and others that choose neutrality. Humakt found on the company of ducks a small relief to the sorrows of those times and befriended them.



All along the lesser darkness ducks saw their friends in both sun and storm fields fall to the power of death. Being neutral, they didn’t fight, but they decided that there should be something they could do instead of simply watch the carnage. With sorrow in their hearts, they started to boat the fallen friends to the Stix. Ty Kora Tek acknowledged their act and accepted their help in her work.



Eventually ducks had to stop because the Mother of Durulz couldn’t stand with the pain and discomfort of carrying an egg she could not lay. That’s when Babbester Gor noticed them. She saw in the Mother of Durulz -which carried a son and couldn’t give him to birth - the symmetric image of herself - she who could give to birth but couldn’t carry a son. So, with a swing of her ax, she freed the egg of the Mother of Durulz. For Babbester Gor that was a moment of joy: by that act she was somehow participating in the mystery of motherhood.



That egg was called the Last Egg since it was the last that Mother Duck conceived before the curse. If it hatched it would give birth to a non-cursed duck since that son was no part on the rebellion against Yelm. But now the Golden Empire was gone and harder times were coming. So Mother Duck used all her energy and consumed all her strengths in protecting and preserving the Last Egg. Before dying, she asked Quadurul (that she considered to be more reliable then her other sons) to find a place to hide the Last Egg until the moment of its hatching would come. Quadurul obeyed his mother orders and latter passed the knowledge of the Last Egg to his descendants and bound them to return the egg to life when its time should come. But he didn’t tell them where the egg was concealed.



Then came the Greater Darkness. Ducks wandered trying to escape both chaos and war. They eventually stopped by the Creek-River, only to fall in a trap laid by the Uz hunter god, Zong. But thanks to Eurmal tricks, ducks were able to escape the trap and turn-it against Zong, trapping the trapper. After long arguments, they liberated Zong and both became companions in hunting. That’s how ducks fixed their residence in the place that would be called DP in latter times and how they found the Fifth Friend.



Other gods contacted by ducks:



Creek and Stream Gods

The first was the river god. In fact, if ducks survived the chaos frenzy, it was not only because they did find some powerful friends, but also because the river was open to offer them shelter wen they needed. Since then ducks have lived by the Creek and offer cult to its god.



Issaries

Once, when the ducks were searching for food in the bogs of the Creek, they saw someone nearby. They recognized-it as being Issaries (on its journey to join the Light Bringers). The god was trying to cross the river. Ducks decided to boat him to the other side. The short encounter was not long enough to initiate a friendship but since then Issaries accepts ducks in his following.
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KEETEHLYA FLIES TO THE EAST ISLES

The Fate of Keetehlya



Keets voluntarily gave up their ability to fly in order to empower Thella's Net, the mystical conjoinment of the East Isles. They regard this as a great loss, but the Net is more important than their power to fly.



Now at the Dawning there were many loose ends to be cleared up. The goddess of Dreams had to weave her net to seperate that which was Real from that which was Unreal. The interface between the Godtime and the Mundane World that is the Net of Dreams had to be carried in the instant of Yelm's rise to every corner of the world. No one would agree to carry it but only the youngest and least regarded of the Gods of the Winged Ones. Each Duck-Keet was asked and each gave up his power of flight that the world of Dreams should be put in its proper place. Mother Duck flew bearing the Net of Dreams to every part of the world. 



�History

First Age



GD V5#96 - Eric Rowe:

Greg has mentioned Duck units fighting alongside forces of the First and Second Councils. I personally believe they split against the god project with the Dragon Pass Orlanthi and once again found themselves persecuted (by Lokamayadon's forces). 



The Peaceful MOrning



When Yelm rose in the sky and time began, the ducks found themselves surviving in the place that was to be called Dragon Pass sharing the fate of the races that fought chaos.

Those were times of peace and recovering, of caring for the dead and letting the living live.

Eventually, like all sentient beings, ducks joined the First Council.

For the next 100 years the Durulz lived undisturbed and prospered. They avoided mixing with the neighboring peoples, sticking to their own ways. That’s why they call those days the Peaceful MOrning.

FROM THE JONESTOWN COMPENDIUM:

"MOrning (Capital MoRNING. Also Muorning. A duck word) - Ducks don't have separate words for 'morning' and 'mourning'. Instead, they have a single word, mOrning. 'The Peaceful MOrning' - ducks golden age; 'My mOrning' - the best time in a duck's life."

In duckish history the Peaceful MOrning represents the equivalent of a golden age. It’s the time of a new beginning. A beginning of plenty, fulfillment, peace, and proper tribute to death.



Issaries cult - encounter with Harst; ducks merchant cult is connected with Harst since then, not with the other Issaries sub-cults.



The Poenants Sect



Hatching

Before time began there was a durulz called Kenkekculz that was one of Eurmal Best Friends. Once he meet a strange entity, a minor god or a powerful spirit shapeless and with no name. When the power crossed Kenkekculz it laughed and that laugh was like a spell to the duck. Kenkekculz lost all his references, he became stranded ....

When Yelm rose again in the sky, Kenkekculz understood: ducks were broken and cursed but there was hope. They could be forgiven if they ... and the sun would receive them again in its realm.



Growing

So Kenkekculz wandered all around Dragon Pass prophesizing the return to Yelm’s kingdom for the faithful. But when ducks asked him how it would happen he could only answer with meaningless riddles, silly questions, and broken premonitions. Most ducks would laugh at that and Kenkekculz became the full in durulz’s jokes. Only the simple of mind, the lonely or the wicked followed the new Prophet.



Apotheosis

When the First Council broke and the Second Council was formed, ducks withdraw not wanting to associate themselves with things behind their ability. The exception was the Prophet Kenkekculz that saw in the association of the Second Coucil with the powers of the sun a good omen to his how hopes.

THE LEGEND OF THE GOLDEN DUCK

There was a time long ago when the king of Yelm's worshipers captured the greatest of Eurmali friends. The proud warriors with long lances and golden helms turned the friend into the center of their jokes and malice. But Durulz started to laugh until the warriors became silent. Them he made jokes about the shades in their hearths. The king listened to his words and just smiled. But he was worried since the words of our duck were true. Finally the king spoke and he said: "Durulz, traitor of Yelm, accept to stay by my side telling me the truth whit a laugh and I shell stop persecuting your people". That's how the duck became the king's jester and remained in the king's castle until he was very, very old. Each day his sayings became more and more wise, more and more truthful. He himself was changing: he became more quiet; his feathers turned to gold; his arms changed into wings. One day, he just flied away to join Yelm above the sky. That day, man and Durulz made peace and no more duck jester was required in the court of the Golden King.

(Ancient duck legend attributed to the Poenants Sect)

When the Prophet acknowledged the intention of the Second Council of creating a new god, he rejoiced and said: “If a God can recover his body and be whole again, a durulz can recover his wings and be whole again.”

When the Prophet saw Nysalor he exulted because he recognized the strange entity that he met before time. Then Yelm stopped in the Sky and the Prophet, filled with joy, said to the faithful: “The time is met, we are clean now. Leave your body and come join Yelm in the sky.” After that the Prophet and the faithful drunk the seed of death to join the Sun.



Aftermath

When Yelm started moving again, ducks everywhere laughed at the deceived/deceased Poenants. The followers of Kenkekculz that didn’t find the courage to follow him were so ashamed that they abandoned their former beliefs. It didn’t take long before the Poenants Sect was past and gone.



Anonymous note written by a god learner: “Did this Kenkekculz really meet Nysalor’s spirit in the Great Darkness? Is there any connection between the Poenants Sect failed riddles and the riddles of Nysalor’s illuminated? I don’t know and will never know. All I can say is that there is no record of an illuminated duck. And that ducks seem to have a special ability to turn the riddles asked by illuminated people into meaningless and inoffensive jokes. Like when a peasant exposes the courtesan and its affected manners into ridicule.”



Note: the name Poenants Sect seems to be of God Learner origin.







Second Age



Ducks slowly spread in Dragon Pass and Heortland.



Migration to Slontos west of Maniria



I see two possible explanations to this migration:



a) Heortland ducks participate in the trade and naval routs and disseminate along the coast of Maniria. Eventually a colony emerges in Slontos.

b) Somewhere in the second age there is a fashion among wealthy God Learners of having duck pet slaves (a rich person would have several ducks roaming in his house and would offer his sons a duck friend).



Why Slontos? For two reasons: Sandy says there is a duck community in the New Fens; it’s the place where existed the greatest trickster temple (it would be very trickster like to import ducks...).



When Slontos sunk, the remaining ducks started a community in the New Fens.



Here I would incorporate the Weasel cult described by Peter Michaels (GD V5#134 - PMichaels@aol.com).

Third Age



1. Ducks and illuminates, 1581



The present document reports a certain encounter between what we may assume to be a lunar illuminate and a duck in 1581 long before the fall of Sartar !  It happened in the Best Spot Inn, Runegate and was related by the owner of the inn to a Lankhor Mhy initiate that recorded it:





“Now, Quaschdok was a duck known in the region for many years. It was a figure this Quaschdok: first he was bald. Have-you ever seen a bald duck ?! That’s what he was, not a single feather in his head. Next he was a trickester, yeah, and if human eurmalis are weird you may bet that ducks’ are even weirder. Good old Quaschdok was completely harmless. He used to came here to the Best Spot, people would pay him a drink and he would tell some jokes. You know how ducks can be funny sometimes.

“That particular night the Best Spot was full. The usual local folk and also a lot of strangers. One of these was a man from the north, a tarshy, you see. He was soft spoken and really enthralling. I don’t know howit happened but suddenly he was the center of all the attentions. The amazing thing is that his voice was no louder than a whisper. I swear on Issaries, it wasn’t only the fact that he offered to pay everybody the drinks that made him so interesting.

“Meanwhile, what was our Quaschdok doing, yeah? If it was not for the fact that he ordered for himself the greatest jug of beer I would say he was acting on the more unusual way, even for a trickester. He just stayed there seated on top of stairs completely concentrated on the foreigner. As he listened to the conversations he would do those quaks and gotchas ducks do all the time when they’re thinking hard on an issue.

“When the tarshy felt he had everybody spelled by his words he said in the most casual way (his own words):

‘The fewer are the blessings, the harder is to obtain them.

‘The easier to obtain and the more powerful Orlanth’s blessings are, the fewer are the blessings.

A DUCK CHILD’S TALE

You see, haughty Vrimak, the Bird-King, the Evil Emperor's overseer, who flew over the World seeing that no-one dared do anything else than what the Evil Emperor told them, spotted Orlanth gaining Death from Eurmal, and would have warned the Evil Emperor. Durulzan stopped this by insulting the haughty raptor, whose Pride of cause was greater than his duty, since he was of the  Sky Tribe, who always keeps their  beaks in the air. Vrimak swept down and beat up Durulzan, and thus missed to warn the Evil Emperor. The Evil Emperor understood this as he stumbled bleeding towards Hell, and cursed Vrimak to never speak again, since he did not want to do it at the behest of his Emperor. And he cursed Durulzan to never fly again, denying him the Sky forever. However, Orlanth, joyous with his victory, blessed Durulzan with speech and hands.

(Collected by the Sage Erik Sieurin in a pond of Maniria)

‘Which means, and I’m sure you will agree with me, that,

‘The easier to obtain and the more powerful Orlanth’s blessings are, the harder is to obtain them.’

“Everybody in that room remained silent, puzzled by the question, thinking hard about it and unable to reach a conclusion.

“After an agonizing instant, all the more agonizing because each person’s agony was multiplied by that of the other thirty folks present and by the smile and look of the riddler, Quaschdok answered in an unusually soft voice:

‘Indeed, the fewer are the red chicks, the harder is to slain them!’

“Everybody in the room started to laugh or chuckle in relief. A moment latter the issue was completely forgotten. The stranger, left to himself, abandoned my Best Spot and I can assure you, the last thing he did was to stare in helpless anger at Quaschdok.”



A marginal note written by an unidentified scholar refers that:



“It’s well known the strange skill of durulz to turn the illuminated riddles into meaningless and powerless talk. This brought them the enmity of the riddlers.”



2. Excerpts of a lunar report on an embassy to Delecti, 1613



The third document brings into a new light the political issues surrounding the persecution to ducks. It suggests that the Lunar authorities used it as a means to show their power to Delecti:





“ (...) The careful mapping of the Upland Marsh done by the Imperial Cartographers proved to be marvelously correct. The morning of day D (1) our troops entered the marsh and started cleaning it of the pesky creatures. It took three days to clear the swamp. Everything went according to schedule. We captured around four hundred ducks, most of them dead. The estimates show that maybe three thousand escaped, once more the way we anticipated. The marsh-owner didn’t interfere and we never remarked the presence of his minions.

“The last day at dusk when most of our men were already on solid land I headed to the usual contact spot to be received by the representatives of Delecti. It was our first contact and it was only at that moment that they were told the operation’s explicit intent: to exterminate the feathered vermin. They didn’t show the smallest sign of opposition or disagreement. They asked nothing, offered nothing. They simply acknowledge the fact with the expressionless and blank expression we attribute to dead - which in their case is twice true.

“Despite that, I’m quite sure the swamp master fully understood the message: He is no longer the only possessor of the secrets of the marsh. We know how to reach him if we need to.

“It was a great day to our Goddess and our Emperor. (...)”



(1) Duck Day: the day assigned to the operation of cleaning the Upland Marsh of ducks.





3. The battle of Duck Point, 1603



What follows is the account of the battle of Duck Point by one of the survivors.

When the Starbrow rebellion reached a stale point the lunar authorities decided to occupy Duck Point. The intention was to stop ducks’ rebellious activities before they grew out of control. To that end they sent a force of about 200 irregular soldiers supported by another 100 volunteers.

J. F. was a former soldier of tarshite origin that came to Sartar after the conquest of the kingdom. After ending is commission in the army he traveled across the country until he settled in Runegate Fort. He was one of the volunteers of the force that departed to occupy Duck Point.

This is his account of the events recorded by lunar officials some days after he was found half dead in the plains, north of Duck Point. Eventually lunar authorities dispatched him to Nochet where he was sold as a slave. That was the fate of all the survivors of that battle.

The humiliation suffered by the empire at the hands of the duck militias was so great that the authorities buried the events under the label of Imperial Secret.





"We traveled through the planes for two days. A mostly pleasant voyage with a fine weather and no sign of opposition in our advance to Duck Point. Our force was composed by about 150 foot irregulars, 50 light cavalry and about 100 volunteers including myself. Some 20 volunteers mounted horses. 

The night before our arrival in the little folk's village we stopped on a hill. Still no signs of ducks or humans. We expected to be in Duck Point the next day before noon.

Next morning - still without notice of the enemy - we departed for our last journey. Our men walked in a loose form. First ridded the cavalry followed by the irregular footmen. Next marched the volunteer footmen. Last were the mounted volunteers.

It was a very hot day. A morning’s mist covered our path. We walked for two hours and I must say that we were overconfident and somewhat careless. Finally we reached the ford that crosses the north canal. After that it would take-us only one and an half hour to reach Duck Point.

That ford in not very deep - about a man’s waist level - and if you're strong enough you can throw a rock across it. It is surrounded by bushes that reach a man's breast. The horsemen crossed first followed by about half of the irregular footmen. The mist was heavier at the ford and it seemed to get more and more heavier since the moment we started to cross it.

That's when the quiet and pleasant ford turned into hell.

Suddenly we in the last ranks could listen to cries and shouts ahead of us. It came from footmen crossing the ford, about 30 men. All we could see was water jumping and raising high, well above any standing man. At the same time, the footmen seemed to be under some sort of attack that came from bellow the water. Some of them were already drowning, other were killed, or being taken down stream.

Next - I don't know where it came from - an immense swarm of insects (mosquitoes, ants, spiders, flying bugs, bees, etc.) was upon us. They entered our armor, biting viciously in any little bit of flesh they could reach. I saw some men just throwing away their weapons and drop to the ground and start rolling in the dust, trying to get rid of the small attackers. Other men tried to escape to the stream only to be drowned or killed by swimming ducks or water spirits. The horses were completely mad and some of the riders were simply thrown-off.

The next minute we started to be hit by projectiles, sling balls mainly, coming from the bushes. Dozens of little quaking devils appeared out of the bush running among us and hitting randomly with their small swords, axes and lances.

In the middle of that hell I saw an horseman that had been able to keep control of his mount being attacked by some sort of spirit a wraith or something like that.

By that time the mist was so dense that it covered any sight or sound more then five to ten feet away. That’s why I was able to escape: since I was in the last ranks, I was able to enter the bush and run madly until I thought I was safe. I laid hidden for the rest of the day and only came out at night to return north. The whole attack took no longer then half an hour. 





The Durulz and the Hero Wars



Here are described the actions durulz took to face the unprecedented menace of the lunar persecution and other situations of particular significance to durulz.

Distant Raiders

GD V5#93 - Andrew Joelson:

in 'my' Glorantha, there is a tribe of trolls that tell stories about the ducks and baboons.  They are friendly to the baboons, because they used to be men/tied to the Man tune.  But during the GodTime they refused to help _____ the Chaos God, and were cursed into their present condition.  It's the other way around for the ducks, they refused to help fight Chaos, and were cursed.  This group lives far in the east of Dagori Inkarth, and every once in a while a raiding party travels far west to Duck Pond, etc, to kill a few ducks and make duck feather fans.....



�

SIMBOL OF THE

LAST EGG QUESTERS

The Last Egg of Mother Duck

GD V5#95 - Michael Cule:

Sergio says:

> In the end we could conceive a campaign or a LARP where ducks and keets would find  themselves face to face. I think that it would be fascinating to role-play how individuals of the same race but with completly alien cultures, beliefs and backgrounds, would sort-out the situation.

I'm suspended in the middle of such a campaign at the moment. The party have taken the Last Egg Of Mother Duck down to Corflu and are going to have to take it home to the volcano where the Keets were first born. Of course, it is currently occupied by the chaotic pteradactyl-Keets.....



Durulehlya Revives

A female shaman that went to the Zola Fel makes a Heroquest to the Wastes where she performs a ritual of summoning of the spirit of Durulehlya. The result is that all ducks in Prax and the Wastes start to hatch ducks with the physical features of the long lost duck reviving her descendent.



The Ring of Walkabouts

The trade leaders in duck communities touched by the persecution realize that the durulz need some form of political coordination. They set the ring to achieve this.





�Mundane Lore

Natural History



Reproduction, growth and life expectations



1. Gestation and childhood

A consequence of Vrimak’s curse was that ducks couldn’t lay their eggs like other birds. Latter, the magic of BBG allowed ducks to have living children. As a consequence the reproduction of ducks goes like that:

- The initial phase of matting and egg bearing is equal to what would happen if Yelm didn’t course the ducks. In other words, ducks reproduction occurs through eggs like with any other bird. The major difference is that duck egg’s shell is flexible and soft (more like a reptile then like a bird).

- Carrying an egg almost doesn’t disturb the mother duck. (unlike what happens to most mammals.) The mother can continue living her life undisturbed. She will be ready to resume her normal life within one or two hours of giving birth.

- But duck females cannot lay the egg in the same way of other birds. Instead they must carry it like a mammal carries the foetus. The female duck will carry the egg for a time equivalent to: the time a normal female duck would carry a egg before laying it; the timeit would take her to hatch it; MORE the time it would take a young duck - before the curse - to learn to walk and fly.

- A consequence is that the duck will be born much latter then other birds, even latter then the equivalent human child. When a duck is born, it will take him only some days before he starts to walk and speak (about the same as a 1,5 year old human child).

- The gestation period for ducks is two seasons. A female needs a rest of a season before getting pregnant again, what means that she can have two children each year.



In conclusion, ducks are birds which means that they reproduce through eggs. The main difference is that the mother duck carries the egg until the moment for the young duck to hatch. Ducks are not mammals and reproduce in a different way. The interesting aspect is that ducks’ reproduction is more similar to the way reptiles reproduce then to how birds reproduce.



2. Growth

As was stated before, when a duck is born he is almost able to survive by himself. He can walk and his diet is the same as that of more aged ducks.

That doesn’t mean that young ducks have more chances of survival than human children. In fact, the mortality rate among just born and very young ducks is very high:

Ducks weren’t touched by the spell of Chalana Arroy. They don’t have protection against the dangers of  childhood.

(To simulate this in RQ terms, when rolling a duck PC sum all the characteristic points below average - if you rolled 9 on INT, that’s 4 below average - multiply by five and roll it has a percentage number; if you roll above, the duck survived the risks of childhood; if you roll bellow, the duck died in his youth).



Ducks attain the equivalent of human’s teenage when they are 5 or 6 years old. At the end of their childhood they can survive by themselves if they happen to be left alone in the wilds but they’ll lack social skills and the longer they live by themselves, the harder it will be to recover.

Their teens are unusually long according to human standards: about 10 to 15 years.



3. Adults

Ducks attain adulthood about the same time than an human creature, which means about when they’re 16.

Unlike humans, they will remain almost unchanged through their adult state: for the next 50 years (more 10, less 10 years) they will not feel the effect of age.



4. Preparation for death

Eventually ducks will attain the age of aging. Unlike humans, aging is very kick taking only 2 to 5 years. In fact, most ducks that live for so long are prepared to understand when their moment has come. When they notice the signs of aging they will abandon the mundane world by their own will.



Anatomy, and what  they eat and drink



The departing point, already present on my account on the reproduction and life cycle of durulz, is that ducks are basically birds. They are big, intelligent birds with arms instead of wings. They are not a cross between duck and man.



1. Physical features

1.1 Ducks are just like what we would expect: a big duck with a somewhat big head and arms instead of wings.

They have feathers of different patterns and colors. Usually males have brighter and more varied colors than female. That is the only perceptible difference between sexes since they are of the same size and weight.

1.2 The dissemination of ducks in different regions of Genertela resulted in some regional differences:

- Ducks that went to Prax loose the color of their feathers after some years to an uniform shade of brown gray. They also tend to become less fat. Second generation ducks in Prax are about 10% higher and are more nimble than their parents. They also resist better the heat and can walk for longer periods in the desert. They have longer beaks.

- Ducks that live in the Mirror Sea and adapted to sea activities tend to have larger and shorter beaks, shorter arms and to be of heavier build.



2. Food and drinks

2.1 What do ducks eat

Ducks are omnivorous and can eat almost everything. Their main diet is composed of:

- raw and dried fish and small mammals, eggs and insects;

- wild grains, herbs and plants.

They dry meat and do some types of dried cookies made of an assemblage of vegetables with meat or fish. They use herbs for flowering.

The technique for drying food is either by natural sun drying or by magically drying with some slow hot spirit spells. They don’t use fire for this purpose.

The advantage of dried food is that it can be kept for a long time.



2.2 How do ducks digest the food

Since ducks are birds, their digestion is bird like. They have a crop where they can store food for latter usage. In fact, when ducks are on a voyage they will keep in their crop some reserves (food for one day). In that way if they loose their packed reserves, they have a last resource.



2.3 Teeth

“What an ineffective way of processing food! Na, we ducks are clean people, we don’t need such a crude and bestial feature to process our food.” (Quackjhon dixit and someone told me it)



2.4 Ducks like to drink. They drink water of course, but they also like other types of drinks. The difference to human drinks is that duck’s drinks are more simple and less processed. 

They will take some fruits, simply press them and let the resulting puree ferment. That’s how they make and drink ‘wine’. 

Ducks love beer but when they produce beer they will not filter it to extract the solid parts.

Needless to say, most humans think that duck’s drinks can’t be drunk (“just give the dam thing to 
pigs
.”).
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Personality



Duck emotions are quite different from humans’:



1. Ducks were never blessed by Uleria. As a consequence, ducks don’t know that kind of love that humans have in a couple. The relations in a duck’s couple are based on friendship (see below) and/or desire and pleasure. In fact, most of the time ducks don’t form couples: when two ducks cross and feel mutually attracted they may maintain a short term relationship. They may even have children but that’s no motive to form a couple.



2. Ducks only acknowledge love between parents and children but the notion of a ‘parent’ is very different from other species. Parenthood is not necessarily based on biological relations. When the child duck is born the mother may keep him with her if she wants to raise a son or daughter. Otherwise she will look to someone that accepts to raise a child (it can be another female or a male duck). Most ducks will accept to raise children several times in their lives. Parenthood his a very respected activity and ducks consider it highly rewarding.



3. Young ducks are very independent and their main emotional focus is love for their parent. They will follow him everywhere. When they approach the end of their teens they undergo a major emotional change: they’ll start to develop friendships.



4. The typical relation between a duck and other beings is friendship. This a very deep feeling, a bond that his supposed to last forever and be honored by both parties. That’s why ducks don’t befriend easily other people, in fact they tend to suspect others. A failed friendship is the most devastating experience a duck can endure.

Usually ducks will fiend a Best Friend, someone with whom they will share a mutual friendship. Such sentiments can last a lifetime and its not unusual for a duck that lost his or her best friend to become a solitary person. Most of the time when ducks develop such sentiments they will live together, like couples without the sexual component.

Such friendships arise normally between two ducks but if a duck is raised among other creatures she can develop his friendship with a non duck. In mixed human-duck communities its not unusual to find ducks befriending humans. Sex is not an issue either: duck friendships can happen between ducks of the same sex or between ducks of different sexes.

Age is very important in the way ducks live their friendships. Teenagers are specially fragile in this issue: if they have failed friendships that can mark their whole life with a very deep sense of loss and insecurity. They will become erratic and explosive in their reactions to other people’s behavior. More aged ducks will develop a better response to such situations.

In mixed duck-human communities many of the problems  that humans find when dealing with ducks arise from different understandings of what a friendship is and from the emotional wounds that ducks suffer when befriending humans.








WILD DUCKS




If a duck is abandoned when 
he reaches his youth (about 5 years) he can survive perfectly on the wild
 but if he his not integrated in a society until he reaches adulthood 
this 
situation has major impact in his personality:


He will become wild: 
he will have only basic social skills.


his cultural skills will not advance.


his behavior will be closer to non-intelligent ducks then to durulz.





This is also a survival mechanism: when ducks are persecuted they can 
‘
go 
wild
’: the community will dismember and even very young ducks can survive on their own. Latter when 
things calm do
wn the surviving adults can captur
e the wild ducks and reconstruc
t 
the community 
within a generation.






MOLDING DUCKS




If a duck his created by 
an
 
human or other
 race, he will believe he his a member of that race and adopt that race
’s culture and mores. He will not recognize other durulz has his equals.





It his said that Delecti molds some ducks and then sends them into human, duck or other communities in DP to act has spies. That would explain why he do
e
sn
’t persecute 
very actively ducks (
note: my take here his that according to the game Dragon Pass Delecti seems to have severe hindrances in his mobility outside of the Upland Marsh).





It is also common knowledge that 
when god learners imported ducks to Slontos they molded them into their human mores. That
’s why the ducks living in t
h
e New Fens 
have no cultural connections with their eastern relatives.





Demography




I would inflate the numbers given in the Genertela Book. Those numbers would be ina
c
curate 
(they were collected by humans 
and disregard small 
duck 
co
m
mu
nities living far from human communities).


Mores



GD V5#127 - Sandy Petersen

One of the central important facets of duck existence, in my opinion, is that they fluidly adapt the local human culture to their needs. The ducks of Sartar are good Orlanthi. The keets of the East Isles are good East Islanders. The ducks of Heortland are good Heortlanders. The ducks of the New Fens are city folk. Some of them are even Malkioni. Of all species in Glorantha, ducks are the best at slipping into the local society and fitting in perfectly. This is one reason they're such a mystery - they actually abandon whatever past and whatever gods they used to have in favor of the local ones. NOTE: if the Lunars actually manage to take over Sartarite culture, I predict that within three generations the ducks will all be good Lunars, avid for the goddess, even as now they are the most hostile of all the Sartarite tribes. 



Wild Ducks




Civilized Ducks


Political Organization

Economy

Life style




Barbarian Ducks

Political Organization

Economy

Life style



Other Communities



Relations with other races





Humans




Trolls




Baboons




River




Tusk Riders (based on a note on 
the game 
Dragon Pass)





Newtlings






�Spiritual Lore



Ducks revere the five Duck Friends above all gods. But there are several other gods to which ducks pay cult. They are known as Those We Serve. Those gods belong to duck mythology as gods that ducks contacted in the greater darkness and were helpful in the survival of ducks. Yet, those contacts didn’t turn into friendship in the lines of the Five Duck Friends.



What is specific here is that ducks pay cult to these gods in purely duckish ceremonies independent of the cult organization of other races. That means, ducks pay cult for river gods independently of human and other races cult to the same river gods.



The most important gods considered under that label are the river gods and spirits of the Creek and Stream rivers and Issaries.



The Five Duck Friends Cult is the particular way in which ducks pay cult to the mythical duck friends: Eurmal, Humakt, Ty Kora Tek, Babeester Gor, and Zong.



FDFC is a shamanic cult.

At its center are shamans. Those shamans perform a variant of the Ancestor Cult where, instead of worshipping ancestors, ducks worship the FDF.



In the shamanic ceremonies performed by duck FDFC shamans the spirit of the gods is summoned reenacting the situation were the friendship between the ducks and the god was sealed. Then ducks worship the god and receive the proofs of friendship given by the god.



There is a generic format in the FDFC:

- There are two levels of friendship: (normal or lesser) friends and Best (or Rune) friends. Lesser friends are in a position similar to initiates in the standard cult of the god while Rune friends are the equivalent to rune levels.

- In the shamanic ceremonies lesser friends can sacrifice for one use special divine spells of the god summoned. Best friends can sacrifice for multiuse special divine spells like a rune level. They cannot sacrifice for common divine spells.

- If a Best friend uses a multiuse spell, he must recover its usage in another FDFC ceremony.

- Lesser friends of a particular god are automatically initiates of that god in the conventional cult if they fulfill all the requirements for initiation. Best friends have the status of acolytes on the conventional cult if they fulfill all the requirements for becoming na acolyte.

- When a duck dies, his spirit doesn’t join his god friend automatically but if a duck achieved Best friend status he can do it if he wants to. This implies a ritual suicide performed during a FDF shamanic ritual. The duck that takes this path is called a Friend for Death of the god.



FDFC shamans must be Best friends of TKT.



Three of the FDF are gods with a death relation. In facto, ducks have a very special connection with death. Death has a completely different mean for ducks then it has for other races, specially men. Ducks don’t fear death and don’t think about it in a negative way (most of the time they don’t think about death at all). It happens, that’s all. For ducks what is mysterious is life, not death.



Friends of Ty Kora Tek



Any duck may become a friend of TKT (irrespective of Sex, since the ducks that helped TKT in mythical times were both female and male). Friends of TKT can have children (that is the way in which TKT associates herself with the friendship between ducks and BBG).



The cult of TKT friendship is a shamanic cult similar to ancestor worship. To become a Best friend of TKT the duck must be a shaman.



The cult allows the usage of the next divine spells:

- Place of friendship - similar to Axis Mundi (GoG), it allows the performance of FDFC ceremonies.

- Incarnate Duck - similar to incarnate ancestor, it allows the duck to incarnate the mythical duck that befriended the god, and, in that way, to reenact the mythical encounter.

- Summon FDF - similar to summon ancestor, it allows the summoning of one of the FDFs.



The cult also allows the access to the TKT divine spells of Bless Grave and Command Ghost. TKT Best friends learn the skill of Prepare Corpse.



Sometimes a TKT shaman decides to join TKT becoming a Friend for Death of TKT. The shaman doesn’t need to perform any particular ritual. First she will go to a place that is solitaire and very hard to find. There, the shaman spirit will simply abandon its body and join TKT, breaking the bond with his fetch. Thanks to TKT the body will become magically preserved and the fetch will turn into a protective ghost. For ducks, the bodies of these dead shamans are very holy and must not be disturbed.



Friends of Humakt



Friends of Humakt can be both male and female.

They don’t receive gifts or geas (that implies they can’t learn the Sense Assassin skill).

They can learn a special skill - swashbuckling - and a special spirit spell - Long Blade. Both resulted from the games that Ducks played with Humakt. The skill emerged as the natural way for ducks to fight given their small size and their high agility. The spell was created by Humakt in order to make things more even and give ducks a chance of winning when playing duels with him.



Humakt lesser friends

They can learn Berserk, Shield, Truesword and Sever Spirit one use.

If they use one of those spells in combat where chances of winning are against them (to be judged by the GM) and win, Humakt may grant them reusability of the spell.

They are treated as initiates of Humakt if they don’t have any friendship with Eurmal. They can apply for formal initiation if they fulfill the requirements.



Blade friends (Humakti Best friends)

If a lesser friend was granted by Humakt reusability of three spells he becomes a Blade Friend.

A Blade Friend can learn Detect Truth, Morale, Oath, Berserk, Shield, Truesword and Sever Spirit like Sword Lords. He can learn Turn Undead one-use but the duck must specify the undead he wants to turn and the spell can only be cast upon that particular undead.

If he fulfills all the requirements for Sword Lordship and he isn’t an Eurmal friend he can apply for that status.

Blade Friends can become Humakt Friends for Death if: in the course of a shamanic FDF ritual where the spirit of Humakt is summoned the Blade Friend commits suicide with his favored sword or blade, assisted by other Blade friends; or if the Blade Friend dies fighting with a blood tainted blade in hand.



Swashbuckling skill

This is a fighting skill to be used with a rapier or a dagger. The person will adopt a stance where the blade is in front of the body,  and attack is made, not with a swing of the arm but with a movement of the whole body.

The weapon SR is lowered 1 point when compared to its SR in normal sword skills.

The damage modifier is increased one level (that means, if the duck has a damage modifier of -1d4 in normal sword attacks, the modifier will be 0 in swashbuckling attacks).

The swashbuckler can only attack AND parry if the adversary is also swashbuckling. If the enemy is using a different fighting skill and the swashbuckler wants to attack he can only defend by dodging the enemy’s attacks.



Long Blade (spirit spell)

This spell magically elongates the blade of the weapon upon which it was casted. The blade of a short sword will become as long as the blade of a broad sword, and so on. The magical blade does the same damage as the weapon upon which it was casted.

The weapon can be used normally to parry without any changes.

It can be stacked with Bladesharp.



Ducks and Undead



“I was travelling with Hakdolc, a durulz, and one day we found ourselves discussing the undead. This is what he said:

‘I don’t understand why you humans call the lifelongers undead. This word is completely meaningless, doesn’t say anything. What is a lifelonger? Think about it this way. There are people that don’t accept that they are getting and that their youth is past and gone. They keep dressing and behaving like if they were kids. Yet, Yelm turns only in one direction he doesn’t go back. Most of the time they simply make fools of themselves. Sometimes they became an annoyance and even dangerous. Lifelongers are just like that. Their life is past and gone but they act like if it would last forever. Why should you bother with them if they don’t disturb you?’

I replied that I didn’t understand how him, a Blade friend could keep his friendship to Humakt and go along with undead:

‘That’s the essence of friendship, respecting your differences. I strongly agree with the great Humakt that either you’re alive or you’re dead. And when I die I expect to become a Friend for Death of my blade’s master. But why should I make my duty to ensure that everybody thinks like me? If someone wrongs himself into believing that he can retain life after death, why should I bother? That’s the matter for jokes, not for strokes.

(After a pause he continued) Now, if someone turns your dead friend into a lifelonger, why should you be mad with your friend? It’s not is fault. All you can do is to try to help him getting rid of the sickness.’ “





Friends of Babeester Gor (Duck BBG worshipers)



Only female ducks can become BBG friends.

Needless to say, BBG friends favor axes for weapons.

Unlike human BBG worshipers, BBG friends don't have any duty to protect

Ernalda.

Ceremonies related with the friendship between ducks and BBG are performed

in the fertility day.



Lesser friends

Lesser friends can learn the next spells one-use: Ax Trance, Great Parry,

Slash, Berserker, Command Small Gnome, Slash.

They are treated as initiates of BBG and they can apply for formal

initiation if they fulfill the normal requirements.



Ax Friends (BBG Best friends)

A lesser friend has a chance of POW on 1D100 of becoming an ax friend for

each live duck she hatches. (If she hatched twice she would have 2*POW and

so on).

Ax friends can learn BBG's Special Divine Magic like a priest.

If they fulfill the requirements, they are considered acolytes of BBG

without needing to apply for it.



Friendship for Death

This is the narration made by an human BBG priestess of the Friendship for

Death ritual performed by a duck ax friend (recorded by a Lankhor Mhy

Priest):

"I had been friends of Quelna Brokenfeather an ax friend of my goddess

since my youth. It was no surprise when the little hag invited me to assist

her

in becoming the friend for death of my gor master.

"Two days before the ritual I joined her duck band in the margins of the

Creek. I noticed that some ducks, specially the youngest, 

were not happy with me joining the party. Soon that feeling was gone. That

night Quelna disappeared. Next morning me, two lesser friends of the Holy

Babeester Gor, and about ten other ducks - friends of other gods - embarked

on a raft, descended the Creek and entered the Upland Marsh. We traveled

all day and I noticed they felt 

more comfortable when I was inside the tent they had in the center of the

raft. I decided to stay there. We spent the night traveling and just before

Yelm rose in the sky, we landed on a flat island covered with bushes. That

morning - or should I say, mOrning - I saw Quelna again for the last time

before the ceremony.

"I think that my friend spent those days preparing herself to the shamanic

rituals.

"At dusk the ducks started to assemble in a ground that had been prepared

to this effect. There were more than 150 ducks. I couldn't see my friend.

The ducks formed several circumferences with the most important ducks (Best

friends and priests) near the center, and the lowest in the outskirts. I

myself was in the first rank facing the shamans across me in the other side

of the circle. Only the shamans myself and some more individuals near me

were sited. Most ducks were standing and started to sing, clapping their

ands hitting the land with their feet. I noticed that some student shamans

directed their performance.

"Finally some spirits appeared in the open space in the middle of the

circle.

"I recognized the discorporate spirits of the shamans and some other

spirits

of which I don't know where they came from (1). At a certain point one of

the ducks near me advanced to the center of the circle. For a moment the

chanting stopped. Then the spirit of a shaman appeared forcing a spirit

into the center. That spirit had to fight the duck there. Eventually

the duck won the fight and the spirit was released. Every duck rejoiced

with the favorable outcome. Several hours were spent in such rituals.

"It was near mOrning that the ceremony attained the climax. The focus was

my friend. She had to reenact the mythical encounter between BBG and the

ducks.

First, a Gostbran priest lited a fire and magically enanced-it. It

represented Yelm.

Next, a duck entered the circle from my left. It was an Eurmali friend. He

represented this god. For some time the eurmali mimed Yelm and told jokes

about this god. The ducks laughed a lot.

Next, one of the leading shamans summoned a spirit: the spirit of

Drulkazan. That moment a duck came from behind me only to be

possessed by the spirit: it was Quelna.

The eurmali friend took an interest in Quelna and they played for a while.

That's when the Gustbran enanced fire started to grow, almost embracing and

burning them alive. I could almost touch the tension and anguish of the

ducks surrounding the circle. Eventually the fire decreased again. Quelna

went away from the center to a place where stood a Blade friend. He

represented Humakt one of the other Drulkazan friends.

"Next some ducks entered with some large fans and started doing wind

against the fire, reduccing it to a ashes. All that time

Quelna and the Blade were playing a training duel.

"When Yelm 'died' all the ducks started yelling and mourning. Some of them,

disguised as dead people, entered the circle and just walked randomly. At

that

point Quelna started conducting them to the place across me where stood the

shamans. The student shamans received the 'dead' and 'buried' them.

"Now the outcome of the ceremony was arriving: only Quelna possessed by

Drulkazan remained in the

center of the circle. She started to clasp and shout in a low tone, her

expression showing great pain and suffering. Her belly was bumping. She

fel to the ground, her legs opened in my direction.

"Her sufferings started to upset me. I was tense and slowly felt the gor

growing within me. And then something extraordinary happened: it was not my

gor anymore. It was BBG's, not mine, taking control of me. My goddess was

present and I was her fetch. Me, myself possessed by Babeester Gor !

"BBG slowly started to walk in the direction of her duck friend. She hold

my ax in her hands. When she was not more then for or five feet away from

the poor creature she stopped. The goddess and the druluz stared at each

other breathing at the same pace, thinking the same thoughts. Slowly the

goddess raised her ax with both her hands, high above her head.

"Next, she let the ax come down at lightning speed, opening the belly of

Quelna and

liberating her spirit from the bondage to the mundane world. I

saw that spirit coming out of the dead body like a child comes out of his

mother's body. My goddess hold my friend in her hands and they went down to

the earth below. I was left bent and half unconscious in the middle of 200

ducks, in body or in spirit, that danced, shouted, singed, and

manifested their joy in any possible way."





(1) Note from the LM priest: those can be the spirits of shamans from other

duck bands that joined in the ritual. It seems that this is common to

happen in druluz' shamanic rituals. It reinforces the bonds between

different duck bands.



Friends of Eurmal



Both male and female can become friends of Eurmal.

Eurmal friends prefer not to fight but when they have to they will use anything they can reach for as a weapon (most of the time it will be a bottle).

Nobody bothers to know if Eurmal friends do or don’t have the status of initiates.

There is no distinction between lesser friendship and best friendship.

A disproportionate proportion of ducks (when compared to human populations) achieves the status of friend of Eurmal, learning and using at some moment in their lives Eurmali spells. Notwithstanding,  only an handful become “full time” friends.



There are records in different points in time of Eurmal friends employing the next spells: Illusions; Become Human Child; Charisma; Conceal; Crack; Group Laughter; Strike.

The important thing is that the spells are neither one-use nor reusable. The duck learns a spell and uses it. When, in the next FDF ritual where Eurmal is summoned, he want’s to regain the spell’s usage, he will gain the usage of a random spell, not the one he learned in the first time.



Friendship for Death

To become a friend for death of Eurmal, the duck must invite Eurmal’s spirit for a feast during a FDF ritual. Next he will commit all kind of excesses (drinking, eating, sexual activity, etc.) with the participation of his friends and relatives until he collapses to death.



“Once an Eurmal friend was able to enter the wedding of the chieftain of a clan in Sartar disguised by the illusion of a roasted lamb. Next, thanks to Conceal, he exchanged the meat in the dish of the father of the bride with bones. That almost generated a war between the chieftain and the bride’s father. Finally he left the feast shapechanged to a dog and taking with him the purses of all Issaries traders present.”





Friends of Zong



Both male and female can become friends of Zong.

Zong friends specialize in hunting traps, and use spears and slings for weapons.

Most of the contact between Zong friends and trolls is made through trollkin. Occasionally they will hunt together.

The preferred game that Zong friends hunt is insects (the smaller ones not giant insects), small rodents and lizards. They don’t hunt birds but will recollect their eggs. They also don’t hunt animals with a strong connection to rivers like others.

They may learn the Peaceful Cut spell.



Lesser friendship

Lesser friends can learn the next spells one-use: Draw Beast, Sureshot, Command Rodents, Command Insect Swarm.

They can apply for formal initiation if they fulfill the requirements. If they don’t do it, they will get normal attention from Zong worshipers (meaning trolls), in other words: they’re moving food.



Zong Trappers (Zong Best friends)

Zong Trappers can learn the same spells that lesser friends do, but they are reusable.

Trolls respect them like initiates of the cult.



Friendship for Death

A shaman performs a FDF ritual and summons the ghost of Zong. The hunter will either eat venomous insects or fight to death with giant insects.





The Wet Masters



Part I - The Myths

The Wet Masters are water or water related gods worshipped  by the ducks. Under this name durulz actually worship three gods: Iphara the Fog Mistress; Diros the Boatman; the River God(s).



1. Ducks and the Waters in the Golden Age

When Yelm ruled over Glorantha he decided on what each creature would be allowed to eat. Some would fast on Aldrya’s sons; others would live on the sons of the beast. Those that didn’t pay their respects to him and sided with darkness were only allowed to eat the worst Glorantha had t offer: rocks and slime.



Yelm loved flying birds above all and he told Vrimak father of birds to chose what he wanted to eat. So Vrimak told his sons: “Chose what you want to eat, whether it is the sons of Aldrya or if it is the sons of the beast; if it is those who fly, those who swim or those who walk above the earth.” When it came the time for ducks to chose, their choice was the creatures that lived on the water.



Latter Yelm cursed the ducks and they lost the ability to fly. They longed for feasting on the fish of the rivers and lakes but they didn’t dare because they feared the revenge of the water gods against those that eated their creatures.



2. How they befriended the waters in the darkness

2.1 Iphara the protectress

Once, after that Drulkazan settled with is troop of ducks in the outskirts of the Creek-Stream, he was hunting in a bog when he found himself inside the heaviest of the mists. The mist was the cloak of the goddess Iphara that was trying to escape some land dwelling entity that persecuted her. Drulkazan happened to encounter the goddess and offered his help. He showed her the way to the river and how to escape her persecutor.

Since then the mother of fog allows ducks to wrap themselves on her cloak in case of danger.



2.2 Diros the pathmaker

In another occasion the ducks saw a body floating on the river encircled by nymphs. It was Diros the boatman. His back that was outside the water was covered with parasites that brought great sufferings for the god.

Ducks decided to help him:  they rised to the top of the god and started to clean his wounds with the water of the river. That’s how they became followers of Diro.



2.3 River the provider of plenty

In a third occasion while traveling with Diros they saw the chaos spawn trying to cross the river by building a bridge with the dead bodies of Aldrya’s sons. The river god was helpless in trying to destroy the plans of chaos. The durulz came with a plan to destroy the bridge: Diros took the form of a tree and the ducks introduced him among the fallen bodies under the disguise of the cloak of Iphara. Then they bound the god to the other trees and finally they drove the whole down river. The chaotic creatures fell into the waters where they were exterminated. In payment for this service of the ducks the river god accepted their cult and allowed them to fish and eat his creatures.





Part II - The Cult



The Wet Masters Cult is a variant of the river gods cult with a more developed worship of Diros the Boatman then in the standard river gods cult and with the addiction of the worship of Iphara.



Initiates

The requirements are equal to any river cult. Initiates can learn one-use the special divine spells described below. To learn the special divine spells of Diros and Iphara they must go to a temple of one of those sub-cults.



Priesthood

The Wet Masters Cult has three sub-cults dedicated to the three gods: Iphara, Diros and River god. 



Cloak Priests:

These are priests that specialize on the sub-cult of Iphara. They must live on a bog.

Special spirit magic: Cross Fog; Shimmer.

Special Divine Magic: Mist Call; Illusory Mist; Illusory Sight, Sound, Motion.



Raft Masters:

These are the priests of the Diros sub-cult. They must live on a raft or boat and have at least a 50% skill on rowing or boat pushing.

Special spirit magic: Rower Strengh; Repair; Endurance.

Special Divine Magic: Follow Canal; Float; True Pole.



Fisherduck priests:

These are followers of the river god. They must live on or above the waters of the river (haft houses, boats or rafts). The priesthood is similar to that of the standard river cult.





NEW SPIRIT MAGIC SPELLS



Cross fog:  Similar to River-Eyes, but allows to see in a mist instead of water. It takes about a round (3d6 SR) to get a clear view. It’s only effective when the recipient is moving. If  he stops, the mist ‘closes’ again within 3d6 SR.



Rower Strengh: For each MP gains 2 Strengh for the actions of rowing or pulling a pole.



NEW DIVINE MAGIC SPELLS



Mist Call: Similar to Cloud Call but calls a mist instead of clouds.



Follow Canal:  It’s applied in a raft or boat floating on a river or bog. The caster specifies a destination he knows; the raft or boat will follow the best path to the destination without need for direction (but it still needs to be pushed). If no destination is specified, and the boat is in a bog, it will go to the river; if the boat is in the river, it will go to the river mouth.



True Pole: can be applied in a pole or a row. Doubles the velocity of the rower or poler.



Issaries





Gustbran
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