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Canticles of Green 

Prayers to Elevhia 

 

Elevhia is the deity of life energy, the plant world, and fertility. It is commonly depicted as an oak tree, a 

dandelion, and a wooden bowl or cup. 

 

Its holy symbol is an acorn. Its favored weapon is an unworked, unadorned cudgel. Its followers wear 

green, with minimal leather and no metal.  

 

Elevhia is pleased by untamed plant growth, old forests, and new life. It is angered by agriculture, 

twisting and shaping nature to suit those living in it, and clear-cutting. 

 
Prayers 

 

 Fertility. Rested. After about a minute of prayer, you make new life possible where it was not 

possible before. You can rejuvenate a field, affect a mammal’s reproductive cycle, help roots crack 

solid stone, or whatever other miracle seems necessary. This prayer can also accelerate growth 

modestly. 

 

 Mark the Enemy. Rested. Focus action. Look at Elevhia’s foe in the same arena and cast this highly 

dangerous spell. Any time the target is in contact with unshaped plants for more than a minute, or 

pushes through brush, or is swiped by a tree branch, or has other contact with plants, the target takes 1 

Wound. If the target can endure 1 Wound without taking damage, the target takes 2 Wounds through 

the DM’s use of Awesome Points. This lasts until the target makes peace with Elevhia or dies. 

 

 Plantkin. Constant. You can move through arenas with plants as a focus action, and leave no trace. 

You can mentally communicate with any plants that have a mind (including Sylari) and are in the 

same arena at +2 Charm. You can spend an hour in contact with earth and water and sun, or any two 

of the three, and get a full day’s nourishment. 

 

 Quicken Plants. Rested. You can animate plants by using the talent to channel divine energy. Each 

point of Commitment generates up to 3 wounds of animated plant minions, guards, or monsters. They 

can only move ½ an arena a round at most, but those bigger than minions can have heavy, light, 

reach, or very heavy weapons as appropriate, and Armor Class ranges from 8 for light bushes to 16 

for oak trees. Plants can impede at +2. This wears off after about 1 minute per Commitment. 

 

 Treeflesh. Rested. Focus action. Your flesh takes on the hardness of wood. Ignore the first wound 

from any attack. This lasts for an hour. You are +2 to Cunning to hide among trees, and others can 

see your condition with an Awareness difficulty 6 test. Instead of armor, you can choose to become a 

tree shape for up to 1 day per Commitment, minimally aware of your surroundings, but difficulty 14 

to an Awareness test to detect. Upon taking damage, you return to human form. 


