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Ernalda is the Great Goddess. The world would not 
exist without her. Glorantha would exist without 
the sun or the Underworld, without the sky and 
oceans. But it would not be without Ernalda.

Ernalda is ancient, born among the most ancient 
of  the immortals.  She is the power of  Binding. She 
is the power that links all things together.

Among Ernalda’s many names are: Great 
Goddess, Green Woman, Great Ernalda, Creatrix, 
Queen of  the Universe, Great Womb, Power, Queen, 
Earth Queen, Weaver, Grandmother, Great Mother, 
Mother of  the Gods, Bountiful Mother, Healer, Great 
Lady of  Magic, Mistress of  Ceremonies, Beloved, the 
Blessing Goddess, Mistress of  the Words of  Power, 
Giver of  Customs, Spinner, Allmother, Wife of  Great 
Orlanth, Binder, Orendana, Earthmother, Keeper of  
Mysteries, Ernalda of  the Many-Treasures, the Giver, 
the Sustainer, Mother of  All Life, Mother of  Vengeance, 
Peacemaker, Ceremonialist, the Shrouded One, Snake 

Goddess, Harvest Queen, Source of  Bounty, Flower 
of  Life, Sevalda, Denravala, Forensela, Ir, Irkingillia, 
Benebalsalka, Arachne Solara and the Maker of  Kings.

Mythos and History
Ernalda is the Great Goddess and Queen of  the 
Universe.  She is generous, powerful, and wise, and 
the most beloved deity in all Glorantha. She is the 
source of  bounty and plenty and desired by all. 
She is the Goddess of  the Orlanthi and the source, 
protector, and maker of  everything they have. She is 
the power behind all life; people live off  her bounty, 
worship her family, and are healed by her grace.

Ernalda began as Queen of  the Earth Tribe. 
Her mother, Asrelia, gave her the power of  Rule. All 
rulership in the universe comes from her. Without 
her, there are no leaders and no followers. Everyone 
would be alone and alien from everything else and 
Chaos would reign again. 

Ernalda

The Cult of  Ernalda lddx

Above
Queen Entarios the 

Supporter at the 
Greenstone Earth 
Temple accepting 

offerings of  food and 
fatlings, and blessing the 

children and mothers. 
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The Old Gods determined that the world they 

made was in danger from Disorder. They gave to the 
Emperor: Ernalda, for she is the power to rule. The 
Emperor made rules and laws and sought to bind the 
world together so that things would never change for 
good or ill. The Emperor sent his warrior Jagrekriand 
to destroy Umath, the stormy god of  Change, and 
scatter his parts to the ends of  the world.

One of  those parts is called Disruptor. It came 
to the palace of  the Emperor and was dislodged, 
but always returned. It belonged there, in the center, 
because it was uniquely qualified for Ernalda’s 
rule. She sanctioned it, encouraged it, and at last 
empowered it to overthrow the Emperor. Disruptor 
was Orlanth, and he ended the Emperor’s Age.

With her support, Orlanth courted Ernalda and 
proved he alone was worthy of  her. She moved into 
his house of  her own volition. No Council of  Old 
Gods sent her; it was her choice for the two belonged 
together.  They created a home in the Godworld and 

had many children together.  They attracted many 
strangers and wandering gods and made them part 
of  their tribe. They called the tribe the Great Free 
People, and members were no longer just of  the 
Earth, Storm or other tribe, though their kinship 
with those people were not broken.

Once Ernalda was angry with Orlanth, and she 
used her prerogative to send him out of  her life. She 
chose new lovers, new mates and new husbands, too. 
Yet all went poorly, then badly, then disastrously. 
Orlanth returned, of  his own volition, not because 
he was tempted or asked or required to do so. He did 
it because it was his nature to return to Ernalda, and 
he drove out the foes that had claimed her chamber. 
Ernalda and Orlanth realized it is not possible for 
them to be truly separated.

The world got worse when the gods of  Darkness 
walked on the surface world, where mortals lived. 
They were followed by the gods of  Disorder. Worst 
yet was Chaos, which sought to destroy the world 
and return it to its origins. The Foe of  Ernalda came 
to take her away, but she fooled him by entering the 
Great Sleep. He didn’t recognize the Goddess of  
Life, and so went away. She went to her mother’s 
house, where she slept until Orlanth came and woke 
her with a kiss.

When Ernalda and Orlanth were together in 
the Underworld they made a plan, then Ernalda 
wove a great net. They called all the gods together 
and everyone agreed to support the net. They called 
this the Great Compromise.  Orlanth cast it over the 
world and with much help pulled all the pieces of  
the world together again.  Chaos was cast out of  the 
world, back where it had come from. 

Throughout Time, Ernalda has been 
acknowledged and embraced by all the Theyalan 
peoples and even many others beyond. Ernalda is the 
most important goddess in the world. She is revered 
by Orlanthi, Esrolians, and even those Pelorians who 
have forsaken Orlanth. People who hate and fear 
Orlanth, still lovingly offer sacrifices to Ernalda.

Ernalda saw the rise of  the Red Goddess and 
neither acknowledged her nor fought her directly 
like Orlanth did. Although some Lunars suggest 
that Ernalda accepts the Red Goddess, the Great 
Goddess continues to provide strength and resources 
to Orlanth and his people in their fight against the 
Empire. In the late Third Age, priestesses of  Ernalda 
throughout Glorantha have been gripped by visions 
of  the coming Hero Wars, a second Great Darkness, 
and the Good Goddess once again leaving for the 
Underworld.
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Nature of  the Cult
Ernalda is the Earth that provides the Universe with 
power and life. She is the Inward Power, and works in 
complete harmony with her husband Orlanth, who 
is the Outward Power. Only women can reproduce 
this force, so all Ernalda worshippers are women. 
As manifested through Esrola, she is the Mother of  
All Life and so the Source of  Life. Ernalda is also 
the Weaver who weaves the cosmos together on her 
loom. She binds peoples, communities, and gods 
together according to the patterns of  her design.

Depiction
Ernalda is usually shown as a beautiful woman, 
typically with keys at her belt, a basket overflowing 
with food, and with the seven Orlanthi wedding 
bracelets encircling her arm. Her aspects and subcults 
carry the items or markings associated with them. 
One traditional poem describes the goddess as:

Ernalda is the Queen of  the World. Her beauty is 
without parallel. She has a radiant, vermilion complexion 
resembling the sunrise and a beautiful face, framed with 
auburn flowing hair. Her eyes are broad, her lips full and red, 
and her nose delicate. Her breasts are smeared with saffron. 
Her waist is thin, and her thighs and navel are lovely. Her 
beautiful throat is decorated with ornaments, and her arms are 
made for embracing. She is seated on a throne, adorned with 
garlands and anklets of  flowers and bracelets of  fine gems. 
Atop her forehead rests a jeweled crown. Her eyes are green 
and she has a pleasant, nurturing smile.

Statues and statuettes of  Ernalda are common 
at cult temples and sanctuaries. Votive images of  the 
goddess are commonly a beautiful goddess, a loom 
or spindle, a cow, a pig, a swan or even a snake.

Aspects of  Ernalda
Great Ernalda is manifest in at least four primary 
aspects.  Each can be treated as both a semi-
independent subcult (which does not require any 
Hero Points to join) and as an integral part of  Great 
Ernalda. A fifth aspect, Voria the Maiden, is often 
included in this listing and is the aspect that girls 
belong to before they are initiated. However, no one 
initiates to Voria or learns magic from her. Initiation 
is the end of  innocence, and thus of  Voria. 

The primary aspects of  Ernalda are Earth 
Queen, Weaver, Allmother, and Esrola. These aspects 
are often combined in worship and only Esrola is 
thought of  as a separate goddess.

Rune Affinities
Ernalda is the source of  the Earth Rune and 
is strongly associated with the Harmony Rune. 
Through her sister, Esrola (worshipped through the 

Ernalda cult), she is the source of  the Life Rune as 
well.  As such, Ernalda is one of  the Great Gods of  
Glorantha, acknowledged even by many cultures that 
do not worship her.

d Earth Rune Affinity (Earth Queen) 
As the source of  the Earth Rune, initiates of  Ernalda 
can make the broadest possible use of  the powers of  
Earth.  A very incomplete list of  the abilities Ernalda 
initiates have been known to use the Earth Rune 
Affinity for includes: call earthquakes, bless or curse 
crops, command cows, sows, and snakes, hide and 
preserve things deep in the earth, hold things fast, pull 
things down to the earth, have the earth open up and 
swallow people or things, learn ancient secrets kept 
by the earth, summon and command lesser Earth 
gods, a shield against magical and physical attacks, 
and to draw strength and power from the Earth. The 
Earth Rune aspect of  Ernalda is called the Earth 
Queen, and those having a powerful affinity with this 
rune are pragmatic, prudent, and worldly.

x Life Rune Affinity (Allmother and Esrola) 
As the source of  the Life Rune, Ernalda initiates can 
make the broadest possible use of  the powers of  
Life. A very incomplete list of  the abilities Ernalda 
initiates use the Life Rune Affinity for includes: 
bless childbirth, bless motherhood, cause trees to 
bear fruit, bless plants and livestock, induce lust and 
desire, accelerate the growth of  plants and animals, 
restore youth, enhance vigor, enhance beauty, and 
encourage living things to reproduce. The Life 
Rune aspect of  Ernalda is called either Allmother or 
Esrola, and those having a powerful affinity with this 
rune are generous and lustful.

l Harmony Rune Affinity (Weaver) 
Ernalda is a main source of  the Harmony Rune for 
the Orlanthi, although her healing powers are not as 
great as that of  Chalana Arroy. An incomplete list 
of  the abilities Ernalda initiates have been known 
to use the Harmony Rune Affinity for includes: 
binding people and things together, healing living 
things, healing relationships, healing places, creating 
peace, uniting peoples, negotiating with others, 
finding compromises, making medicine, forging 
alliances, and finding another way. The Harmony 
Rune aspect of  Ernalda is called Weaver, and those 
with a powerful affinity with this rune are forgiving, 
merciful, and peaceful.

Opposed Runes
Ernalda is in conflict with the runes of  Chaos (?), 
Disorder (j) and Death (t).
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Particular Likes and Dislikes
Ernalda is the head of  a pantheon of  earth and 
agricultural deities, who serve her. These range from 
goddesses such as powerful Asrelia, Ty Kora Tek, 
Esrola, Maran, and Babeester Gor to small household 
deities who protect the hearth and home.

Orlanth is Ernalda’s permanent partner. He is 
the King of  the Gods and, with Ernalda, is the father 
of  the ancestors. He defends Ernalda at any cost 
and she shares all the bounty of  the earth with him. 
All worshippers of  Ernalda receive the protection 
of  Orlanth and his worshippers, who are ritually, 
socially, and morally obligated to defend Ernaldan 
women. Priestesses of  Ernalda can command 
Orlanth worshippers because of  this relationship.  

 Ernalda, Esrola and the other goddesses have 
had many other lovers and husbands. The importance 
of  each “Husband-Protector” varies with the deity 
and location. Ernalda maintains friendly relationships 
with them all.  In this way, she weaves her web of  
relationships across the entire world.  

Enemies
Ernalda is the Earth and was the ultimate prize of  
the Gods War. Many gods sought to share the Earth, 
and Ernalda blessed them all. Some gods sought to 
possess the Earth, and although they gained land 
they took nothing of  worth. Even these gods are not 
Ernalda’s enemies, for they cannot harm her. 

A few gods sought to destroy the Earth when 
they could not possess it, and they are the enemies 
who plague Ernaldan rituals. The most important 
foes are Angdartha, who took away Esrola; Tekakos, 
who slew Maran; and, worst of  all, Nontraya the 
Taker and Waster, Lord of  the Undead Army.  He 
came to take Ernalda but found only her corpse.

Ernalda shares Orlanth’s hatred of  Chaos and 
his Chaos enemies are hers as well.

Cult Organization
Each clan, tribe, and city has its own independent 
cult (and sometimes cults) of  Ernalda, based around 
a holy place and with its own priestesses and sacred 
items. Worshippers from one community can and do 
worship at the shrine of  another community, although 
clan and tribal feuds may make that dangerous. It is 
not unknown for clans or even tribes to fight over 
control of  important holy places. All aspects and 
subcults of  the Great Goddess can be worshipped in 
any Ernalda Temple.

Some temples are more socially and politically 
important than others. The Queen-Priestess at Sacred 
Ezel and the Grace Ladies of  Nochet are respected 

(though not necessarily obeyed) by all Ernaldans. In 
Sartar, the High Priestesses of  the Clearwine Earth 
Temple and of  Greenstone are generally considered 
the senior Ernalda priestesses.

Priestesses
A broad and diverse array of  priestesses is devoted 
to Ernalda or her manifestations. These range from 
the solitary priestess of  a clan Loom House to the 
dozen or more priestesses that may serve a major 
temple like Clearwine or Greenstone. Each temple 
has its own requirements for its priestesses.  Some 
require a priestess to have given birth to a healthy 
child. Others require that the priestess first devote 
herself  to Ernalda or one of  her subcults.  

The chief  priestess of  a major temple may enjoy 
the same status as a clan chieftain or even a tribal 
king. Chiefs, kings, and heroes compete for their 
favor.

Center of  Power, Holy Places
The holy places of  Ernalda are bounteous and many, 
for she gave life to the entire world. Fields and water-
blessed meadows are sacred to her, as are grottoes 
and caves, votive shafts or wells dug into the earth, 
hearth and home, the standing stones raised by the 
ancestors before the Dawn, and the fertile earth filled 
with plants and animals.

Holy Days
Ernalda has three types of  holy days. Worshippers 
celebrate weekly holy days every Clay day. All 
initiates attend these rites, but only the devotees 
and priestesses spend the entire day in sacrifice and 
rituals. Shared holy days occur about once a season, 
and revere another goddess along with Ernalda. The 
entire community meets to celebrate Ernalda and the 
goddesses, who bring life to the world.

Regular holy days are celebrated every Clay day 
of  Fertility Week. On these days, the priestesses and 
devotees perform ceremonies, cast auguries, and make 
plans for the coming season. These rites involve the 
entire community, which comes together to revere 
Ernalda through her various aspects. Ernalda’s high 
holy day is the regular holy day in Earth Season. 
The communal rites celebrate and prepare for the 
beginning of  the harvest. The private rites celebrate 
Great Ernalda, the Creatrix of  the Universe, from 
whom the bounty of  the harvest ultimately comes.

Sacrifices
Priestesses and god-talkers of  Ernalda use ritual 
cloth, clothing, expensive dishes, and jewelry in 
most ceremonies, and give libations of  beer or wine 

Healing 
with Magic
In Glorantha, disease 
has a magical origin, 
be it a sorcerous curse, 
divine disfavor, spirits of  
disease, demons, or other 
sources. Healing is done 
by forcing that entity to 
leave, overcoming the curse, 
appeasing the gods, or 
whatever is appropriate. 

Not all healing magic is 
always appropriate. For 
example, Ernalda is a 
powerful healer but her 
magic is at a disadvantage 
when dealing with disease 
of  a spirit-worshipper 
or wizardry nature. A 
Kolating shaman is very 
good at dealing with 
illness caused by spirits of  
disease, but near useless 
with many other sources.

Only Chalana Arroy, 
the Goddess of  Healing, 
can heal all diseases 
with her magic.
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at the start of  sacrifices. Like most Orlanthi deities, 
Ernalda favors animal sacrifies; boars and sows, 
ewes and cows, and a variety of  barnyard fowl are 
appropriate. Raw grain (in the husk) is always a part 
of  each ceremony, crushed, burnt, cast into water, or 
fed to animals, depending on the rite. Worshippers 
often sacrifice bread baked into the shape of  their 
particular goddess’ rune.

The specific sacrifice Orlanthi make to Ernalda 
depends on the natural products of  the season. Thus, 
in her Spring rites Ernalda receives flowers and first 
fruits. In Darkness Season, after the culling of  the 
herds, she always receives an animal sacrifice, usually 
accompanied by bread and beer or cider (depending 
on the clan).

Initiates
All initiates of  Ernalda must have an affinity with 
the Earth Rune (d). However, the Harmony Rune 
(l) and the Life Rune (x) are also important paths 
to Ernaldans.

All initiates of  Ernalda must be women 
(although the Nandan subcult provides a means 
by which men can perform women’s roles and 
participate in women-only rituals) and must seek to 
follow Ernalda’s virtues of  Harmony, Filial Piety, 
Prudence, and Compassion.

Ernalda expects all her worshippers to emulate 
her in thought and deed. Initiates who fail to act 
properly and violate her virtues suffer her anger and 
may bring down divine retribution on their entire 
community.

Initiates must spend a significant amount of  
time worshipping and offering sacrifices to Ernalda. 
If  they are free women, they must participate in the 
clan assembly, although even thralls can worship 
Ernalda.

Subcults
There are many subcults of  Ernalda in Sartar; many 
of  these have only a few hundred members and 
are confined to a single tribe or even a single clan. 
Some emphasize a specific aspect or manifestation 
of  Ernalda and combine its worship with that of  
the main cult, providing a specific ability at the 
same rating as the divine rune affinity. Narrators are 
encouraged to create a subcult as a localized Ernalda 
variant known by a single clan or tribe. However, 
several subcults are important or prominent enough 
to deserve further description:

Asrelia (d)
Asrelia is the mother of  Ernalda and the Giver 
of  Plenty.  Old women who are past motherhood 

worship her and her subcult consists primarily of  
shrines inside larger Earth temples. Her worshippers 
use the Earth Rune Affinity to Hide Wealth safely 
from outsiders. Her priestesses are in charge of  the 
treasuries of  most major Earth temples.

Babeester Gor (dt)
Babeester Gor is the Avenging Daughter of  Ernalda, 
the Goddess of  Revenge, and Terror. Those few 
who initiate, worship her as an independent goddess 
– she is not a subcult of  Ernalda. However, there is 
a shrine to Babeester Gor in every Earth Temple and 
most communities offer propitiatory sacrifices to the 
Dread Guardian.

Curses
Ernalda can curse as 

well as bless. Here's an 
example of  a curse sent 

from Ezel against the 
Grandmothers of  Nochet 

who had transgressed 
against the Great Goddess:

"The priestesses were 
incensed at their normally 

benevolent cultists 
engaged against each 

other and ruining their 
own goddess for the 

sake of  local politics. 
They cursed the Nochet 
temple. Grandmothers 

Darimarja and Ofelasrela 
resisted, but the former 
was slain outright and 

the latter was paralyzed 
in the supplication pose. 
Their resistance brought 
disaster to their families; 
every baby died, children 

were struck down or 
paralyzed, women's wombs 

twisted inside them."

Entarios the Supporter dxl
Entarios is one of  the most powerful women in Sartar.  
Every man she has ever backed has won his battle or 
quest.  Now she is widowed and helps only her clan, 
the Orleving.  She is the chief  priestess of  Ernalda at 
Greenstone and has connections with most of  the Ernalda 
priestesses of  the Malani, Cinsina, and Colymar tribes.

Entarios lives at Greenstone, in Ormthane Vale. A 
small army of  suitors camp outside of  her temple and 
stops all strangers going to see her.  She formally receives 
guests in her small but very rich temple.  She knows of  
her reputation and is suspicious of  men who come to 
see her.  She may talk to visitors without revealing her 
identity, perhaps while playing with children or weaving.
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Bevara (l)
Bevara is a healing goddess commonly called 
“Stretcher and Sticker.”  Her worshippers use the 
Harmony Rune to heal wounds that are inflicted by 
combat or other types of  violence; they can do this 
without being distracted by death and violence.

Enferalda (d)
Enferalda is Ernalda’s Strength and Endurance; 
she can draw on that power to help others fight in 
impossible circumstances. Her subcult is centered on 
the Greenstone Earth Temple and the subcult is often 
called the Ernalda of  Greenstone. Her worshippers 
may use the Earth Rune Affinity to give strength and 
endurance to someone fighting on their behalf.

Mother Ernalda (l)
Every people and nation has its own version of  
this subcult; Ernalda embraces every group as the 
common bond and fellow-feeling necessary for the 
existence of  any community. Her worshippers use 
the Harmony Rune Affinity to unite the community. 

Esrola (x)
Esrola is the Manifest Earth - the Goddess in 
physical form. All the earth is her body, and so 
all animals, plants and lands stem from her.  With 
her many husbands and lovers, bore the Animal 
Mothers and the Grain Goddesses . In Sartar, her 
subcult is centered on the Clearwine Earth Temple. 
Her worshippers may use the Life Rune Affinity to 
bless a specific type of  crop of  a Grain Goddess or 
domestic animal of  one of  the Animal Mothers.

Esrola Uleria (x)
This is a very minor cult with shrines among the 
Sartarites (only in Boldhome and a small market 
village called Apple Lane) and in Pavis. She is the 

goddess of  physical love and the wild, terrible 
abandon it brings. Her worshippers are temple 
prostitutes and can use the Life Rune Affinity to 
cause Erotocomatose Lucidity.

Flamal (x) 
Flamal the Seed Father is one of  Ernalda’s lovers.  
His worshippers can use their affinity with the Life 
Rune to cause trees to magically Bear Fruit. He is 
only worshipped at the Clearwine Earth Temple and 
is sometimes called the Lord of  Clearwine.

Kadone (d)
Kadone is the Grounder. She can hold anything 
on the earth and keep it from moving, and she 
can pull anything in the air down to the earth. Her 
worshippers can use the Earth Rune as an ability to 
do just that.

Kev (d)
Kev is Ernalda’s foresight who sees the long-
term costs of  every action and reveals the future 
consequences of  acting or not acting. She taught her 
worshippers to understand the omens and they can 
use their affinity with the Earth Rune to see Visions 
of  the Future.
 
Maran (d)
Maran is the destructive sister of  Ernalda; she is the 
Active Earth, the Earth Shaker. She represents the 
dark side of  Ernalda and is worshiped by those who 
seek the carnage which is her most precious gift. 
Amongst the Tarsh Exiles, Maran Gor is worshipped 
as a goddess in her own right, but in Sartar she is 
worshipped as a subcult of  Ernalda. Her worshippers 
may use their affinity with the Earth Rune to Blast 
and to Curse.

Orane (x)
Orane Golden-Necklace is the most beautiful of  all 
the goddesses and possesses the Golden Necklace 
of  Enlivenment. She is married to Durev, a son of  
Orlanth, and is the patroness of  all wives. She is the 
goddess of  marriage and of  family. She wears the 
Golden Necklace of  Orane and wove Dumela, the 
carpet that flew her and Durev out of  the clutches 
of  Endon the Cruel. Her worshippers may use their 
affinity with the Life Rune to Bless Community.

Orventili (l)
Orventili is the Peacemaker and carries the Rug of  
Peace that Ernalda wove. Her worshippers may use 
their affinity with the Harmony Rune to ritually Make 
Peace between feuding parties.

Barntar
Barntar is Ernalda’s 
most beloved son and her 
greatest gift to Orlanth. 
Barntar worship (a subcult 
of  Orlanth) is often 
combined with worship 
of  Ernalda. He is the tie 
between Air and Earth.

The Grain 
Goddesses
The Grain Goddesses 
are always worshipped in 
conjunction with Ernalda 
or Esrola. Their shrines 
are common in Earth 
temples. At agricultural 
festivals, every clan 
and tribe has a chorus 
of  grain-singers who 
always wear plants in 
their hair. The Grain 
Goddesses worshipped 
by the Sartarites are 
Esra the Barley Mother, 
Pelora the Wheat 
Mother, Suchara the Rye 
Mother, and Usara the 
Oat Mother. There is no 
goddess of  gardens but 
Esrola’s magic works 
with garden vegetables.

Jonstown Compendium #1,471
A traditional Earth temple cant from the Holy 
Country:

The number of  the true Earth goddesses is six. 
First are the sisters, Ty Kora Tek and Asrelia. Ty Kora 
Tek was grasping and firm, but was barren. Asrelia 
was generous and rich, and had two daughters. Asrelia’s 
daughters were Maran Gor and Ernalda. Maran Gor 
was cold and frightful, and was barren. Ernalda was 
warm and fertile and had two daughters. Ernalda’s 
daughters were Babeester Gor and Voria. Babeester 
Gor was daubed in gore and slaughter, and was barren. 
Voria was loving and good, but the Gods War came and 
ended the theogony.
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Roitina (l)
Roitina is the Ceremonialist, the goddess who first 
taught mortal rituals and magic. Her dances show 
mortals how to live in harmony with the gods. Her 
worshippers may use their affinity with the Harmony 
Rune to perform Magical Dances that allow them to 
augment any Orlanthi magic.

Talosa d
Talosa is the Snake Goddess and the power of  
rebirth and immortality. She never died during the 
Darkness but burrowed her way through the Earth 
to the Underworld to wait for the Lightbringers. Her 
worshippers may use their affinity with the Earth 
Rune to summon and command Talosi snakes (see 
Lesser Earth Gods.

Ty Kora Tek (d)
Ty Kora Tek is Ernalda’s aunt and Queen of  the 
Dead. In Esrolia, she is often worshipped as an 
independent goddess with her own cult but in Sartar 
she is worshipped by old women past the age of  
motherhood as a subcult of  Ernalda. Her subcult is 
small but she has at least a shrine in most Ernalda 
temples since her worshippers prepare the dead for 
burial and the dying for death. Her worshippers may 
use their affinity with the Earth Rune to Bless Graves 
and ensure that the souls of  the dead remain in the 
Underworld.

Devotees
An Ernalda initiate may dedicate herself  completely 
to Ernalda and become a devotee of  the goddess. 
A devotee must renounce her initiate status to any 
other divine cult and can only belong to one subcult 
or Ernalda.  She must also permanently lose the 
ratings and abilities of  any spirit magic or wizardry 
she may have.

A devotee of  Ernalda is viewed as a manifestation 
of  Ernalda, or more precisely of  one of  the many 
goddesses identified with Ernalda. An Ernalda 
devotee is held in great respect by all Orlanthi. 
She may call upon the Orlanth cult, its priests, and 
devotees for help and protection in times of  distress. 
A devotee may be titled by the name of  the divine 
feats she embodies.

Feats
Devotees of  Ernalda may perform magic feats, 
repetitions of  Ernalda’s mythic deeds.  Some feats 
are universal to the Ernalda cult, others are associated 
with specific goddesses or subcults. Here are a few 
examples of  Ernaldan feats, hundreds more exist:

x Earth Healing Feat
Throughout the Vingkotling Age, the world was torn 
by violence and war. Ernalda recognized this to be a 
part of  Nature, her own Life force that was greater 
than the those that tore each other to shreds. As the 
director of  that life force she often walked across the 
sore ground with her entourage, healing the blasted 
earth, refreshing the torpid streams and replanting 
scared wastelands with blessed seeds, lesser gods, 
and prayers. At those times Ernalda called herself  
Votenevra and then she gave this sacred mantle to 
another who was then named Votenevra, who is now 
worshipped with sacrifices.

x Bountiful Mother Feat
Ernalda is the source of  Life in the world, a source 
of  blessing and fertility in a wounded world. When 
she was pregnant with one of  her husband’s children, 
she became determined to spread her bounty to the 
people under her protection. She rode in a four-
wheeled cart pulled by cattle and carrying a great 
bronze cauldron. She blessed all who asked for it: 
every field she rode by had three harvests; every 
woman or animal she blessed had triplets. When 
Ernalda was opposed by the enemies of  Life, she 
summoned her husband against whom none could 
stand. 

The Animal 
Mothers

The Animal Mothers 
are always worshipped in 
conjunction with Ernalda 

and Esrola. Some animals 
do not have Orlanthi 

goddesses, showing their 
foreign origin. The Animal 

Mothers worshipped by 
the Sartarites are Entra 
the Sow Mother, Nevala 

the Ewe Mother, and 
Uralda the Cow Mother.  

Isbarn the Goose Girl 
tends the fowl (geese, 
ducks and chickens).

b The Earth Witch Spirit Tradition
When Ernalda and her kin were summoned to Emperor’s 
Court, her people wept. “Without Ernalda, there will 
be no one to intercede and bring us the abundance of  the 
earth goddesses,” they cried. But Serdrodosa the Earth 
Witch, who had always been considered an outcast and 
a crazy woman, had the secret of  speaking into the rocks 
and soil so that Ernalda would hear her. And through 
the Earth Witch, the gifts of  Ernalda were channeled 
to the people, and this was called worship. After Orlanth 
took Ernalda away, many people turned to Earth 
Witch. After Ernalda’s return most abandoned her 
worship but a few remembered her ways, and adored 
her for her ability to help them find other secrets hidden 
within the earth.

Earth Witches keep the secret knowledge of  the 
Earth. They are famed for leading their followers to 
treasures, and provide spirits to help find lost objects 
and secrets. Many Heortling communities have an earth 
witch as a healer, bringer of  luck, and spirit-talker, 
though generally only in rural areas. In many places the 
Earth Witch conceals her identity, passing for a simple 
worshipper of  Ernalda. Members of  the tradition need 
not be shamans or capable of  becoming shamans.
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d The Ceremonialist Feat
Ernalda is the Ceremonialist for when she performs 
her sacred dances she can increase the potency of  
other’s magic. She knows the Clan-Making Dance, 
the Flower Dance, the Fire Dance, the Funeral 
Dance, the Goose Dance, the Weaving Dance, and 
the Sacrifice Dance. She knows dances to augment 
all Earth Magic. 

d Forest Friend Ritual Feat
Ernalda was the lover of  Flamal and grew up among 
the living trees and other Aldryami, calling herself  
Overdruva. When the Elf  Council committed the 
Expulsion she was ejected from their heartlands with 
the other non-plants. When the forests died without 
these natural residents, Aldrya invited them all back. 
Overdruva did not accept, but instead agreed to the 
Wood Sacrifices. She negotiated Orlanth’s peace with 
the Aldryami, and afterwards got Vingkot to grant 
the elfs the Great Forest Sivilis in return for peace. 

d The Earth Sight Feat
Ernalda can see the deep secrets of  Earth and can 
calculate what the long-term costs of  an action will 
be. Calling herself  Kev the Weaver, she can terrify 
men by showing them the ill consequences of  their 
actions. She can also inspire men by showing them 
the beneficial consequences of  her actions.

l Peacemaker Ritual Feat
Ernalda is the goddess who brings peace to angry 
men. She wove a rug of  peace with her face in the 
center, where the basket goes; and runes around the 
edges, and places marked for two contestants to sit, 
for their four supporters behind them, and for the 
two Peacekeepers, plus their Gifts.  While on this rug 
Ernalda called herself  Orventili and was absolutely 
chaste, owned no property except the carpet (baskets 
being remade for each ceremony), and lived entirely 
upon the gifts of  others. 

x The Orane Feat
Ernalda is no submissive wife. When Ernalda needs 
to tame the thundering lord, she smears her breast 
with saffron, adorns herself  with a flower garland 
with anklets and bracelets of  fine gems. Atop her 
forehead rests a jeweled crown and she wears her 
Golden Necklace around her throat. So attired, she 
clouds the minds of  men. No husband or lover can 
resist her requests; no man can oppose her but will 
fight to protect her.

d Snake Goddess Feat
When the Foe of  Ernalda came, Ernalda feigned 
sleep and sent part of  herself  into the Underworld 
in the form of  a snake. She passed through the 
Underworld and traveled to Asrelia’s Cave. By doing 
this, Ernalda survived the death of  her body. When 
she chose to, she returned to the world unharmed 
and filled with Life.

Yanioth Brandgorsdottir dxl
One of  the members of  the powerful and prestigious Ernaldoring family, Yanioth 
is one of  the most respected women in Sartar. Queen of  the Clearwine Earth 
Temple since Starbrow’s Rebellion failed, she is accorded great deference by all 
who respect the goddess Ernalda. An old woman now, Yanioth is proud and 
haughty, carrying herself  with an aristocratic mien despite her years. Even King 
Kangharl treats her gingerly and with more than a little fear.
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d The Supporter Feat
Ernalda has limitless Strength and Endurance 
and can withstand anything. As Enferalda she can 
provide great support to her lovers and husbands, 
enabling them to overcome any obstacle. In this 
guise, Ernalda is flirting and friendly, and will always 
accept Orlanth’s wooing.

Lesser Earth Gods
Ernalda is queen of  all Earth gods and can command 
any lesser Earth god. Fields, valleys, grottos and 
woodlands usually have their own specific lesser god 
or gods. Lesser goddesses in the form of  cows, pigs, 
geese, or other livestock are worshiped, as their very 
presence is a divine blessing. Every Sartarite hearth 
has its own lesser Earth goddess that is worshiped 
by the family. Other lesser Earth gods may be 
dangerous and even malevolent, such as the Gornan 
shakers. The worshippers of  Ernalda can summon 
other lesser gods:

Esnans
Esnans can travel through any natural earth — soil, 
sand, rock, even berms, ditches, and plowed fields. 
They can take and carry any inanimate object in 
direct contact with the earth.  Esnans reclaim items 
taken from holy places, and punish the thieves by 
stealing from them in return.

Gornans
Gornans shake the ground or specific objects, 
and take great joy in knocking things down. They 
especially enjoy destroying buildings to prove the 
superiority of  nature over man’s accomplishments. 
Many living earthshakers (Gloranthan plant-eating 
dinosaurs) live in the Dragon Pass area, and their 
divine kin are much the same in appearance.

Talosi
Talosi appear as serpents when they leave the earth. 
They swim through the earth as if  it were water, and 
so can move undetected unless specifically looked 
for. They can open holes and tunnels as they move, 
or leave the ground intact behind them. They can 
move through loose soil and sand, but the way 
behind them becomes filled. Talosi can carry things 
through the ground and so priestesses often use 
them as messengers or to safeguard sacred objects. 
They can even carry living beings in this way. Once it 
moves into the earth, a talosi (and anything it carries) 
is essentially immune to physical attacks. The talosi 
can open its “mouth” directly beneath the feet of  a 
target, and drop them into the hole instantly closing 
it. The target is carried through the earth (with barely 

enough air to breathe if  alive), until it arrives at the 
summoner’s location. 

Agents of  Reprisal
Belnans
Belnans cling like mud to the feet, slowing victims 
down. Belnans are difficult to dislodge; Ernalda 
sends them to punish worshippers who profane 
any Orlanthi holy place, through either action or 
inaction. They also punish those who neglect the 
proper sacrifices to the earth.

Driman 
Drimans come to inhabit an object possessed by the 
worshipper. If  the worshipper loses or throws away 
the object, the driman simply leaves it and enters 
another, thus remaining with the worshipper. The 
object inhabited becomes heavier and clumsier to 

The Household Goddesses
The household goddesses are the daughters and 
handmaidens of  Ernalda. Their shrines range from a 
small icon of  Ernalda or perhaps several clay statues 
in poorer households, to ornate statues, each one easily 
identified by its painting, runes, and jewelry. In most 
cases, these Women’s Goddesses receive a part of  
Ernalda’s worship. They serve as the model of  not only 
the household, but also the proper servants of  a woman. 
Generally, only a wealthy woman can afford to have 
all ten servants attend her. The traditional Orlanthi 
household goddesses are:

Kesta, who prepares the food.
Istena, who fills the water and wine skins.
Sharla, who spins the wool into thread.
Berlintha, who mends the clothing.
Mahome, who tends the hearth.
Arnna, who holds the key to the treasure box.
Jera, who keeps the healing kit.
Beseta and Besanga, who bear the Goddess’ 

burdens.

Each of  these goddesses has their own form and 
iconography, separate from Ernalda, though often they 
are subsumed within her images. Thus, Beseta and 
Besanga are depicted as mares (one red and one gray), 
and Arnna holds the hummingbird to be sacred. When 
only Ernalda is pictured, she often has their symbols 
painted on her as if  they were jewelry.

Any adult woman can sacrifice for One-Use Magic 
from any of  the Household Gods. The support of  a clan 
god-talker or priestess is normally required for this.


