Game of the Gods
In the Age of Bronze, Heroes are empowered by jealous, petty, fallible gods.


-The gods are manipulating you as a pawn in their schemes against other gods. 
-Can you manipulate the gods, making their rivalries work for you?
-The gods' relationships emerge from play.
-Heroes' may serve more than one god, both consecutively or concurrently.
-Some gods will approve or disapprove of your actions.
-The gods' relationships affects how they influence the characters actions.
-The Heroes' actions can influence the gods' relationships with other gods, and with other Heroes. 


(This game owes 3:16, In a Wicked Age,  and Apocalypse World)

______________________________________

The Pantheon  

Players name a god to be their hero's first patron, describe that god's domain (nature, death, war, love, sea, etc.), and their relationship with another god (family, lovers, liege/vassal, indebted, rivals, enemies).  Assign each god to a face card.  Your Pantheon may include two sides (red/black, light/dark, old/new, etc.) or four courts (suits, families, seasons, traditions), but doesn't have to.  

The Oracle (GM) records the pantheon on the Tapestry.  The other gods may emerge from play, or you may complete a Pantheon of 12 gods now.  The Oracle's role is to interpret the will of the gods.

Heroes
1. Heroes have 5  Traits: Warfare, Wisdom, Craft, Travel, Speech.  Assign your 5 Traits values of +2, +1, +1, +0, +0.
2. Choose one specific supernatural gift from your patron god (skill at arms, toughness, great strength, helm of invisibility, cloak of animal form, winged horse, etc.).

_______________________________________

Quests
The Heroes are given a quest either by a god, or a mortal (king, village elder, peasant, etc.) According to the Tapestry, which gods approve or disapprove of this quest?

The Oracle describes initial challenges, with a finite amount of threat tokens for this quest. Sailing to the island will be threat 3, defeating the troll will be threat 2 (total threat 5 for the quest).

_______________________________________

Gameplay 
When you take action, roll 1d6+Trait. 
When you use your Gift, instead of rolling 1d6, draw a playing card+Trait.   Each player draws from their own deck.

Natural 1 / Ace / Joker:  

Tragedy. Mark all gods  “watching” you as “offended”.  Oracle adds +3 threat tokens, and 
involves a new god in the quest.  

 
This troll is the son of the sea god.
1-3:
 Failure, Oracle adds +1 threat token, and introduces another complication or challenge.


The troll is hidden in a dark cavern complex.


4:
Mortal success. One success effect.  Oracle may remove one threat token.


8:
Heroic success. Two success effects, including superhuman feats. Oracle may remove two 
threat tokens.


12:  
Legendary success.   Three success effects, including supernatural feats.   Mark all 
gods “watching” you as “pleased”.  Oracle may remove three threat tokens.  

Shuffle cards at the end of the scene.  

_______________________________________

Face Cards
Face Cards represent one of the 12 gods.  How does this god get involved? 

When you draw your patron god (the god who gave you this quest, or who gave you this gift), count as a draw of 10. 


-Does this god also approves of your action.  Mark them as “pleased”.  


-Do they disapprove of your action?  Still count as 10, but mark that god as “offended”.  


If they were already “offended”, mark as “enemy”.

When you draw an opposed god (the god this quest is against, a god you have offended, or an enemy of the god who granted you this power), count as a Tragedy.  Mark this god as an “enemy”.

When you draw any other god, consult the Oracle. Does what we know about this god (domain and relationships) imply that they approve or disapprove of this action? 


-Is the action within or against the god's sphere of influence? Count as either 10 or 1.

-Does the god owe your patron god? Count as 10, and remove their debt from the Tapestry.

-Does the god owe an enemy god? Count as 1, and remove their debt from the Tapestry.

When in doubt, assume the god is neutral in this challenge. Count neutral gods as 5.  Mark that god as “watching” the hero.  

Heroes may call on their patron god to intervene with a neutral god, and change their 5 to a 10.  The Hero marks the patron down to “pleased”.  The Oracle marks the neutral god as “owing” the patron, and the patron as “indebted” to the neutral god.  

The Oracle may spend a threat token for an enemy god to intervene with a neutral god, to change their 5 to a 1.  Mark the neutral god as “owing” the enemy god, and the enemy god as “indebted” to the neutral god.  Remember that if the action fails, the Oracle gets their threat token back.

_______________________________________

The Gods
The Oracle interprets the will of the gods.  Heroes may roll +Wisdom to ask if an action will please or offend a god.


When you act against a god's interests, mark them as "watching”.  If they were already “watching”, mark them as “offended", or “enemy”.

When you act in a god's interests, mark them as "watching”.  If they were already “watching”, mark them as “pleased" or “patron”.


When a god is “watching” you, you can distract them from other Hero's' actions.  Roll +Craft (or other Trait as appropriate).  If you succeed, the god ignores the other Hero's action.


_______________________________________

At the end of the Quest 
The Oracle updates the Tapestry.  Which gods gained or lost from that Quest?  Which gods became allies or enemies?  

All Heroes add +1 to one Trait (max +3).  If Heroes have any gods marked as “patron”, you may accept a new Gift from one of them.  Mark that god as “pleased”.
The Tapestry
The Gods


  

Relationships with other Gods
	Card / God / Domain


	KC


	QC


	JC
	KD
	QD
	JD
	KH
	QH
	JH
	KS
	QS
	JS
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	Jack of Clubs
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	King of Diamonds
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	King of Hearts
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	Queen of Hearts
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	Jack of Hearts
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	King of Spades
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	Queen of Spades
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	Jack of Spades


	
	
	
	
	
	
	
	
	
	
	
	_


Enemy,  indebted,  neutral,  owing,   ally

  (-2)          (-1)          (0)       (+1)      (+2)
Hero's Name:

Traits:  (+2, +1, +1, +0, +0)



 Gifts: 



          Patron God
	Warfare 
	
	
	
	
	

	Wisdom
	
	
	
	
	

	Craft
	
	
	
	
	

	Travel
	
	
	
	
	

	Speech
	
	
	
	
	


Deeds:

The Gods
	Card
	Name / Domain
	Relationship

	King of Clubs
	
	

	Queen of Clubs
	
	

	Jack of Clubs
	
	

	King of Diamonds
	
	

	Queen of Diamonds
	
	

	Jack of Diamonds
	
	

	King of Hearts
	
	

	Queen of Hearts
	
	

	Jack of Hearts
	
	

	King of Spades
	
	

	Queen of Spades
	
	

	Jack of Spades
	
	


Enemy,  offended,  watching,  pleased,  patron

  (-2)          (-1)            (0)           (+1)       (+2)

