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In the DRAGON WARRIORS game there are two
magic-using Professions. Sorcerers are those who seek
to master the arcane enchantmentswhich enablethem
to draw energy from other dimensions and channel it
accordingtotheir wishes. They makepoor fighters, but
their spells can be quite devastating. Mystics, on the
other hand, meditate so as to harmonize themselves
with the unseen forces of Nature - perhapswewould
cal them ‘psionics in modern terminology. Mystics
learn something of the fighting arts, and many of their
spells serve to enhance the Mystic's own physical and
mental prowess.

Any player choosingto bea Sorcerer or aMystic will
soon redize the big difference between the magic-
using Professions and the fighting Professions. Sor-
cerers and Mystics are able to use alot of power in a
short time, but oncetheir spells are exhausted they are
relatively weak. A Sorcerer or Mystic who comes,
fresh and with spells undiminished, to a battle with a
Knight or Barbarian of similar rank will usually win. 1f
the Sorcerer/Mystic had already used his day's spdlls,
however, the reverse would be true. Over a typical
adventure - four hours (game-time) in a monster-
ridden dungeon, say - the whole thing averages out.
AsaGamesMaster, youmay findit useful toremember
that short adventures favour the magic-users while
long adventures favour the fighters.

There is one group of spdls usable by Sorcerers,
another usable by Mystics. The two groups are quite
different, but that is not the only distinction between
Sorcerers and Mystics. When a Sorcerer casts a spell,
he expendsMagic Points to do so; when he has used up
al hisMagic Points, he canuseno more spellsthat day.
Mysticsdo not have Magic Points. When aMystic casts
a pell, he makes a check to see whether he 'fatigues
his spellcasting ability; when this psionic ‘fatigue'
occurs, theMystic can cast nomore spellsthat day. On
average, aMystic and a Sorcerer of equal rank will be
able to use roughly the same number of spellsin aday
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- but, whereas the Sorcerer always knows precisay
how much spell-power (in the form of Magic Points) he
hasleft, the Mystic can never be surewhen heisgoing
to suffer 'fatigue’. Mysticshaveto get used to alife of
uncertainty.

Magical Combat Factors(revisited)

Chapter Two of the first DRAGON WARRIORS book
briefly mentioned that Sorcerers and Mystics have
a MAGICAL ATTACK score. The basic MAGICAL
ATTACK scoreis 15 inthe caseof Sorcerersand 14in
the case of Mydtics. This basic score ismodified if the
character'sIntelligence and/or Psychic Talent are out-
side the average range:

Characteristic score
345 678 9 10 11 12 13 14 15 16 17 18

Intel- - 1MAGICAL +1MAGICAL
ligence ATTACK ATTACK
Psychic (Characters with Psychic Tal- +1 MAGICAL |+ 2 MAGICAL
Taent |ent 8 or less cannot use magic.) ATTACK| ATTACK
Spells

Sorcerer spells and Mystic spells have some features
incommon. Thefollowing pointsarethe samefor both
groups.

How long does the spdll last?

Some spellslast only afew seconds. If you blinked, you
might miss a Shadowbolt or a Dragonbreath alto-
gether. Effectively, such spells areinstantaneous.
Spells which continue to operate for more than one
Combat Roundarecalleddurational . A glancethrough
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the spell lists of Chapters Two and Three will show
that all durational spells are indicated as such. In
some cases a specific duration is given (eg 'Moonglow
- lasts for ten minutes). Whereit isnot, thereis only
the mysterious statement: 'Spell Expiry Roll applies.
What does this entail ?

A Spell Expiry Roll ismade by rolling two six-sided
dice (2d6). On a roll of 2-11, the spell continues to
operate. Onaroll of 12, it wears off. This Spell Expiry
Roll ismade at the start of each Combat Round follow-
ing that in which the spell was cast. (If a Sorcerer/
Mystic has severa spells going at one time, he must
make a separate Spell Expiry Roll for each. So a duel
between two high-ranking characters can involve a
whole series of 2d6 rolls at the beginning of each new
Round, as the duellists check for each of their protec-
tive enchantmentsin turn.)

How does the spell affect itsvictim?

Every attack spell falls into one of two categories.
'‘Direct-attack’ spells are those which have a direct
supernatural effect on the victim - turn him to stone,
hypnotise him, etc. 'Indirect-attack’ spells are those
which create some secondary effect such as a jet of
flame or abolt of lightning.

Looking through the description of the Dragon-
breath spell, you may not think there is anything
particularly indirect about it. It is indirect-attack,
though, becausetheway inwhichitharmsitsvictimis
physical, not supernatural. The spell creates a jet of
fire. If the intended victim is not quick on his feet
and/or well-armoured, he will get burned. His intrin-
Sc resistance to magic (ie MAGICAL DEFENCE) is
irrelevant.

In practice, direct-attack spels are those which
require the caster to match his own MAGICAL
ATTACK against his intended target's MAGICAL
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DEFENCE. Indirect-attack spdlls requirethe caster to
match the spell's intrinsic SPEED against the victim's
EVASION.

EXAMPLE

Two 14 rank Sorcerers, Gothique and Kaos, are
squaring off for a dudl. Gothique acts first and,
since he knows his opponent has below average
Reflexes, opens with Dragonbreath. The spell's
SPEED is 12 and Kaoss EVASION scoreisonly 2, so
Gothique needs to roll 10 or less on 2d10 for the
flame to hit. He rollsa'5' and then rolls1d6 + 6 to
determine how much damage K aos takes.

Scorched but ill standing, Kaos prepares to
retaliate. He can see that his foeiswearing armour
which, even though it is only hardened leather,
would give him some protection against Dragon-
breath. He therefore throws a Weaken spell. Kaos
has a MAGICAL ATTACK score of 17 (he's very
highly psychic). Matched against Gothique's
MAGICAL DEFENCE of 5, thismeansthat K aoshas
to roll 12 or less on 2d10 for the spdl to take effect.
He rolls a '9', Gothigue succumbs to the Weaken
spell, and anew Combat Round begins.

How far can the spell reach?

Where relevant, a maximum range is given for each
spell. When Sorcerers and Mystics are in an adven-
turing party it becomes particularly important to have
some way of keeping track of where each character is
standing (such as marked counters or figurines).
Otherwise there will be numerous exhausting argu-
ments along the lines of 'I'm sure that Orcisin range
for a Shadowbolt' or 'He can't have hit me with
Fossilize - I'm too far away!" Figurines make the
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whole combat situation clear, eliminating any need for
dispute.

Can spdllsbe overlapped?

Two different spdls can. In fact, it is theoretically
possible to have any number of different durational
spdls going a one time. A Sorcerer who's feeling
really nasty (or cautious) might put on Spell Screen,
Vorpal Blade, Warding, Invisibility and Armour (and
maybe afew othersaswell) beforewadinginto afight.

The same spell cannot, however, be 'doubled up' to
get twice the benefit. A Sorcerer who casts Vorpal
Blade twice has smply wasted 7 Magic Points - he
doesn't get two swords to fight with!

Minimum Requirements

A player who wishes his character to be a Sorcerer
must roll scores of at least 9 for both Intelligence and
Psychic Talent. If these scores are below average, the
character isnot qualified to study sorcery.

Cading Spdls

The spells are divided into levels of increasing power
and complexity. A Sorcerer cannot cast a spell of
higher level than his rank. Spells cost Magic Points to
cast - 1 MPfor afirst level spell, 2 MP for a second
level, etc. When a Sorcerer casts a spell, he deducts
the appropriate number of Magic Points from his
Magic Point score. When this score reaches O, the
Sorcerer can cast no more spells that day. The Magic
Point score increases with rank (of course!), as shown
in thefollowingtable.



M agicPoints

Sorcerer's rank Magic Points usable/day

1 4
2nd 8
3rd 12
4th 15
5th 19
6th 23
7th 25
8th 28
oth 31

10th 35

(and + 4 MPs per rank thereafter)

Expended Magic Points regenerate at precisdy
midnight.

EXAMPLE

Lyona is a 2nd rank Sorceress, and thus has a
normal (undepl eted) Magic Point score of 8. During
one adventure, she casts a Tongleroots, a Weaken
and two Dragonbreath spdls, leaving her with 3
Magic Points. She manages to avoid any further
trouble that day, and at midnight her Magic Point
total is restored to its normal score of 8.

Using ExtraM agic Points

A Sorcerer may choose to put additional Magic Points
into a spell, above the basic MP cost of the spell. There
is no advantage to be gained doing this with an
indirect-attack spel - it is a tactic to be used with
direct-attack spdls, to give them more chance of get-
ting through an enemy's magical barriers. If a Sor-
cerer suspects his opponent has a Wall of Magic
operating, putting an extra few Magic Points into the
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Dishearten spell he's casting may seem a worthwhile
investment.

Sor cerers and Armour

There is nothing to stop a Sorcerer wearing heavy
armour, but it isnot usualy agood idea. Sorcerers are
not trained to fight in armour, for one thing, and suffer
combat penalties if they do so (see Chapter Three of
DRAGON WARRIORS 1). More seriously, armour ham-
pers the freedom of movement necessary if the
Sorcerer is to make accurate occult gestures. Certain
types of armour give a chance of miscasting any spell,
as follows.

Armour worn Chance of miscast spell
Ringmail 1%
Chainmail 20%
Plate 30%

This applies to each spell the Sorcerer casts. For
instance, Limorien, a Sorcerer who insists on wearing
plate armour, has a 30% chance of miscasting any
spell. Every timeheattemptsaspdl, hemust roll d100.
On aroll of 01-30, he has miscast it.

A Sorcerer miscasting a spel must pay twice the
normal Magic Point cogt of the spell. Instead of getting
the spell he wanted, he rolls randomly among dl the
spells of the same level. If Limorien attempts a Ward-
ing and miscastsit, hehasto roll asix-sded die. Say he
rollsa's' - thismeansheactually casts, not Warding,
but the fifth spel of level two: Tangleroots. Poor
Limorien not only pays the exorbitant cost of 4 Magic
Points, but he has to dodge his own Tangleroots spell!

Terminatinga Spell

A Sorcerer can cancel his own durational spdls at any
time. He does not need to wait for the spell to wear off.
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Thisis a definite action - he hasto 'will' the el to
terminate’- and takes one Combat Round.

When a Sorcerer terminates a durational spdl to
which a Spell Expiry Roll applies, he gets back half the
Magic Points (rounded down) that he expended to cast
it.

EXAMPLE

Lyonais on a dungeon adventure with some friends.
Their first encounter is with some Skeletons. These
are defeated after a short skirmish, during which
Lyona has cast Moonglow, Hold Off The Dead and
Tangleroots. She has 3 Magic Points left.

Since the Skeleton she caught with Tangleroots
has now been dain by one of her comrades, Lyona
terminates the spell. Her Magic Points scoreis back
up to 4.

She is about to terminate the Hold Off The Dead
spell and get an MP back for that aswell, but before
she gets the chance its Spdl Expiry Roll comes up
12" and it wears of f naturally.

Cancelling theMoongl owwould not give her back
any MPs. Moonglow s one of the handful of dura-
tional spells which do not take a Spdl Expiry Roall.
(Evenif it did, shewould get no pointsfor cancelling
it. Can you see why?)

CHARACTER CREATION SUMMARY - Sorcerers

A. Srength, Reflexes, Intelligence, Psychic Talent
and Looks: roll 3d6 for each
(Intelligence and Psychic Talent must both be
a least 9)

B. Health Points: roll 1d6 + 4

C. Basic ATTACK 11, DEFENCE 5

D. Basc MAGICAL ATTACK 15, MAGICAL
DEFENCE 5
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E. BascEVASION 3

F. Initially equipped with lantern, flint-&-tinder,
oackpack, dagger, shortsword or staff, 20
Florins, any two potions from the following:
Dexterity, Occult Acuity, Strength, Healing
and Replenishment. (The potions are a gift
from the Master Sorcerer under whom the
character served his apprenticeship. Thisisa
long-established tradition.)

G. Magic Paints: 4

The Spdls

Thelist below shows all the spdlls usable by Sorcerers.
Thetwo important pointsto remember are, firstly, that
a spdl's level is aso the number of Magic Points
needed to cast it and, secondly, a Sorcerer can cast
only those spdlls whose level does not exceed his rank.

Spdlls of Level One Spdlls of Leve Two

This summary indicates how the Character Sheet
should be filled out for a 1¢ rank Sorcerer (with appro-
priatemodificationsfor Strength, Intelligence, etc).

CHARACTER SHEET

Character'sName

Strength =
Reflexes =
Intalliganca =
Psychic Talent =
Looks =

Professon Sorcerer  Rank

Hedlth Points
normal score:
current scores

Armour
typeworn:

Armour Factor:

Equipment

Cash
GoldCrowns:
Silver Horins:
Copper Pennies:

ATTACK =
DEFENCE =

MAGICAL ATTACK =
MAGICAL DEFENCE =

Magic Points
normal score:
current score:

EVASION =

Weapons

Each player will require a blank Character Sheet.
Permission is granted to make photocopies. A full sized
Character Sheet will be found at the back of the book.
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DRAGONBREATH DETECT AURA
IMAGE HOLD OFF THE DEAD
LESSER HEALING INFLICT WOUND
MOONGLOW PEER
PORTAL TANGLEROOTS
WEAKEN WARDING

Spells of Leve Three Spells of Level Four
BANQUET ANTIDOTE
BEACON CURSE
COMMAND DISEASE
GREATER HEALING ORACLE
ILLUSION SHADOWBOLT

WOLFCALL WALL OF MAGIC
Spdlls of Leve Five Spdls of Level Six
BANISH ARMOUR
DIVINATION CURE DISEASE
FOSSILIZE DISHEARTEN
MANTLET DISPEL MAGIC
REANIMATE THE PHANTASM
DEAD SWORD OF
TRANSFIX DAMOCLES
Spells of Level Seven Spdlls of Leve Eight
DEATHLIGHT ASTRAL GATE
ENSLAVE BASTION
NOVA BURDEN
SPELL SCREEN DESTRIER
STASIS EVIL EYE
VORPAL BLADE RUNE
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Spdlls of Level Nine

Spdlls of Level Ten

ANIMATE BONES DOPPELGANGER
BATTLEMASTER HECATOMB
FIRESTORM PENTACLE OF
INVISIBILITY ENTRAPMENT
MIRACLE CURE RESURRECT
RAISE FOG SCRY

TRANSFORMATION
Spdlls of Level One
DRAGONBREATH

Match spell's SPEED of 12 vstarget'sEVASION
Range: 20m

This spell creates a narrow jet of flame which can be
directed at a single target. If the target fails to dodge
the flame he takes 1d6 + 6 Health Points damage. This
damage roll is reduced by thetarget's Armour Factor,

however (so a character in plate armour would lose
only 1d6+ 1 HP).

IMAGE
Range: 20m
Durational - (see below)

The caster can create a visual image of no greater than
man-size; this is nearly perfect, and has only a 1%
chanceof being recognizedto beanillusion. Thelmage
is a kind of hologram, and cannot be made to move
around. It will last until touched or Dispelled.

LESSER HEALING

Range: touch
This spell restores 2 Hedth Points to a wounded
22

character. It will not increase his Health Point score
above its normal (unwounded) level, of course. Lesser
Hedling cannot bring a character back from the dead
- such afeat is possiblein the DRAGON WARRIORS
world, but more potent sorcery than this is needed!

MOONGLOW

Durationa - lasts for ten minutes

A circleof light 5minradiussurroundsthecaster, who
can dim the intensity to zero or brighten it to about the
leve of the full moon'slight, at will. Unlike torchlight,
the illumination provided by this spdl is sufficiently
diffusethat it may not alert monsterslurking nearby. A
party of characters using no other light source but
Moonglow have a chance (theusual 1 in 6) of surprising
any monster they meet.

PORTAL

Range: touch
Durational - (see below)

This spell may be used in either of two ways. Open
Portal will thrust open any door which could normally
be forced by a character of Strength 16. The second
mode of the spdll, Close Portal, shuts and locks a door
magically. Thisform of the spell isdurational, and will
stay in effect until Dispelled or broken by physica
force.

WEAKEN

Match caster's MAGICAL ATTACK vs target's
MAGICAL DEFENCE

Range: 20m

Durational - Spell Expiry Rall applies
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The character on whom this spdll takes effects will be
weakened. Hetemporarilyloses2 ATTACK pointsand
inflicts 1 lesspoint of damagethanusual when striking
in combat.

Spdlls of L evel Two (2 Magic Pointsto cast)
DETECT AURA

Durational - Spell Expiry Roll applies

This spell enables the caster (or another on whom he
casts the spell) to see the supernatural aurawhich sur-
rounds enchanted beings and objects.

HOLD OFF THE DEAD

Match caster's MAGICAL ATTACK vs undead's

MAGICAL DEFENCE

Durational - Spell Expiry Roll applies
This spdl creates a zone around the caster, 2m in
radius, which affects undead whose rank-equivalent
does not exceed the caster's rank. If such undead enter
the zone they are immediately subject to a magical
attack which, if successful, prevents them from
approaching the caster as long as his spell lagts.

INFLICT WOUND

Match caster's MAGICAL ATTACK vs target's
MAGICAL DEFENCE
Range: 3m

If successful, thisinflictsa 5 Hedlth Point wound on the

victim. Armour provides no protection againgt this
damage.
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PEER

Range: 20m
Durational - Spell Expiry Roll applies (and see
below)

When this spdl is cast, the Sorcerer specifies any
point within the spdll's range (eg '14m due north', '5m
sraight down', etc). He is then able to see anything
that is happening within 3m of the specified point as
though he were standing there. The spel is not ham-
pered by intervening walls or floors unless these are
made of metal; more than 2cm thickness of metal will
block aPeer spell. The spel will expireimmediately if
the caster moves around while it is operating.

TANGLEROOTS

Match spell's SPEED of 14 vstarget'sEVASION
Range: 15m
Durational - Spel Expiry Roll applies

This spell affects one target, causng a tangle of
magical creepers to sprout out of the ground and
ensnare hislegs. If thetarget failsto leap clear thenhe
is caught and immobilized. With an edged weaponit is
possible to cut oneself free within 2-8 Combat Rounds
(roll 2d4); beings of great strength (Strength 16 or
more) will beableto pull free of the Tonglerootsin only
1-3 rounds, animds such as Wolves will take 2-12
rounds to claw and chew through the roots. This spell
iscommonly used either to hold any enemy whiletrying
to escape from him, or to prevent him evading amore
devastating follow-up spell.

WARDING
Durational - Spel Expiry Roll applies
Warding enhances the Sorcerer's luck in combat. Any
25



character attempting a Hit Roll against him, whether
in melee or with a missile weapon, must add 2 to the
d20 score.

Sor(;erer Spdlsof Level Three (3 Magic Pointsto
cast

BANQUET

Enough food and drink is created to provide one meal
for five people. The food is nourishing but - despite
the spel's appetisng name - rather bland. Few
would care to eat it if they had a choice; but when
adventurers are starving, they will fall upon Banquet
fare enthusiastically enough!

BEACON

Range: 15m
Durational - Spell Expiry Roll applies

If any invisble object or being is within range when
Beacon iscast, the gpell causesaglowing ball of green
light to appear just aboveit. Thislight will move asthe
Iinvisi_ble object/being moves, thus marking out its
ocation.

COMMAND

Match caster's MAGICAL ATTACK vs target's
MAGICAL DEFENCE

Range: 5m

Durational: Spdl Expiry Roll applies

A successful casting of this spell bringsthe victim (who
must be of 14 - 3rd rank) under the Sorcerer's control.
He will then do whatever the caster tells him to do.
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Commanded beings do not become mindless daves,
they retain their normal intelligence and ability to
reason, and are thus capable of following quite com-
plex orders. Language barriers may beaproblem - if
the victim cannot understand what his 'master' is
saying to him then he will simply act in what he
believes to be his master's best interests.

GREATER HEALING

Range: 5m

A more powerful version of Lesser Healing. It restores
7 Health Points to the recipient, with the same provisos
as for the level one spdll.

ILLUSION

Range: 20m
Durational - Spdl Expiry Roll applies

This spdll creates an illusion no greater than two cubic
metres in volume. This differs from an Image in two
ways, thelllusion will move as the caster wishes, and it
fools not just sight but the other natural senses aswell.
There is thus very little chance of distinguishing an
Illusion from the real thing; even a rigorous examina-
tion gives only a 5% chance of this. If he wishes, the
Sorcerer can cast llluson over a character (himself
included) in order to provide a near-perfect disguise.
When overlapped in this way, the Illuson must be
equal in at least one linear dimension to the thing it is
covering. A man could thus be covered by thelllusion
of a2m long snake, but not by the Illusion of a gnat.

It isimportant to remember that Illusions exist only
in the minds of those who behold them. An Illusion
could not cast a spell, inflict awound, carry treasure,
open doors, or in any other way affect the real world.
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WOLFCALL

Durational - Spell Expiry Roll applies

This gpdl is usable only out-of-doors - in moorland,
woods and dense forest, the wild places where Wolves
hunt. 1t summons one Wolf to the caster's Sde to fight
for him. The Wolf will arrive 2-12 Combat Rounds
after the spell is cast and will then remain until the
godl wears off. The Sorcerer does not start making
Sl Expiry Rolls until the Wolf turns up.

(A note for the litera-minded: there does not
actually haveto be a Wolf nearby for Wolfcall towork.
The Wolf may in fact be brought across miles of
countryside in barely a minute, by the working of the
Sorcerer's magic.)

Sorcerer Spellsof Level Four (4 Magic Pointsto cast)
ANTIDOTE

Range: 5m

This reduces the potency of poisons or drugs in a
character's bloodstream. A poison which normally
requires a 3d6 roll compared to the character's
Strength (see Book One) Is reduced to one which
requires a 2d6 rall, etc. The spel must be applied
within one Combat Round (six seconds) of the charac-
ter being poisoned. It does not reverse any damage or
other effects already caused by the poison.

CURSE

Match caster's MAGICAL ATTACK vs target's
MAGICAL DEFENCE

Range: 15m

Durational - lasts until Dispdled
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This spdl affects up to four beings (roll 1d4), cursing
them with bad luck if it is successful. Cursed beings
must adjust all their die rolls by 2 so as to make them
lessfavourable - ie, + 2 to thedie score when making
a Hit Roll, - 2 when making an Armour Bypass Roall,
€tc.

DISEASE

Match caster's MAGICAL ATTACK vs target's

MAGICAL DEFENCE

Range: 15m
A single living being may be afflicted with a rotting
disease. Thevictimloses 2 Health Points every Combat
Round until cured or dead.

ORACLE

Durational - lasts for one minute

The Sorcerer attunes himself to the spirit world and is
able to ask up to three questions. The questions must
be phrased in such away that they can be answered by
ayesor ano. The spirits have a 75% chance of know-
ing the answer to any given question. (The Games
Master rolls d100. On 01-75 they know the answer; on
rolls of 76-00 they don't.) If they do not know the
answer to a question, or if the question is worded
vaguely, the spiritswill give arandom answer (roll d6:
1-3 =yes, 4-6 = no), and they will then stick to that
answer If asked the same question again.

The spirits can speak only of events concerning the
past and present. They cannot see into the future, nor
answer questions which concern a character's
thoughts and motives. Thus, a Sorcerer could ask
'Have my companions ever discussed murdering me?
but not 'Have any of my companions ever thought of
murderingme?
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SHADOWBOLT

Match spell's SPEED of 14 vstarget's EVASION
Range: 20m

Causes an ebon bolt of energy to shoot from the
caster's hand to strike a single being. If the bolt hits, it
does 2d6 + 10 HP damage. The damage rall is reduced
by anumber equal tothetarget'sArmour Factor, if any
(cf the Dragonbreath spell).

WALL OF MAGIC

Durational - Spdl Expiry Roll applies (and see
below)

The caster - or another on whom he caststhe spdll -
is surrounded by a protective zone that will block
enemy spells. The caster may expend as many points
as he likes when casting the Wall of Magic (down to a
minimum of 4 MP), and this is the number of Magic
Points the Wall will absorb from spells cast into it.
Once it has absorbed itsMagic Point limit, theWall col-
lapses. Wall of Magic blocks only direct-attack spels,
however - ie, thosethatinvolveaMAGICAL ATTACK
vs MAGICAL DEFENCE rall. Indirect-attack spells
such asShadowbolt are unaffected.

If the Wall collapses without having absorbed dl the
Magic Points from an incoming spell, the spell Hill has
a chance of taking effect, but the attacking Sorcerer
(or Mystic) must adjust his attack die roll by the dif-
ference between the number of MP's left in the spell
and the spell's Level. Suppose Eldrinthe Crafty has put
up a5 MPWall of Magic. His arch-foe Nebulos attacks
himwith aDisease spell, which is completely absorbed
but whichknockstheWal downto 1 MPinthe process.
In the next Combat Round, Nebulos casts a Curse.
Eldrin's Wall of Magic collapses after absorbing 1 MP
from the Curse. Nebulos matches his MAGICAL
ATTACK against Eldrin's MAGICAL DEFENCE to
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resolve his Curse, but must add 1 to the 210 roll
because the, Curseis of reduced strength.

Sorcerer Spdls of Leve Five (5 Magic Pointsto cast)
BANISH

Match caster's MAGICAL ATTACK vs target's
MAGICAL DEFENCE

range: touch

Durational - lasts until Dispelled

For this spell to take effect, the caster must actually
touch hisintended victimin the Combat Round follow-
ing that in which he cast the spdll. This means that the
caster must make a successful Hit Roll on his opponent
- though no Armour Bypass Rall is needed, as it is
sufficient that hemerely touch the opponent's clothing
or armour. If the spel takes effect, the victim is
banished to limbo, and can only be freed at the caster's
whim or if aDispel Magic is cast at the spot wherethe
victim disappeared. A Sorcerer can communicate in
his dreams with those he has banished, and will
usualy find them quite eager to barter information
and secrets in return for a promise of freedom from
limbo.

DIVINATION

Durational - lasts one minute

A modification of the Oracle spell which enables the
caster to ask a question even if the answer is not a
smple yes/no. Only one question may be asked, and
there is dill the same limit (75%) on accuracy. The
spiritswill often answer intheformof arhyme, riddle
or obscure clue - the GM isurged to be inventive and
evasivel A Sorcerer may not cast more than one
Divination in asingle day.
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FOSSILIZE

Match caster's MAGICAL ATTACK vs target's
MAGICAL DEFENCE

Range: 20m

Durational - lasts until Dispelled

One being isturned to stone, along with anything heis
wearing or carrying. Fossilize has no effect on
Gargoyles (their bodies are made of rock in the first
place) nor, for obvious reasons, onnon-corporeal crea-
tures such as Spectres.

MANTLET

Durational - Spell Expiry Roll applies

This highly useful spell surrounds the caster with an
enchanted zone 3m in radius. Any arrow, quarrel,
dingshot or other missile entering this zone will fall
harmlessly to the ground. Magical or extremely large
(more than 20kg) projectiles are not impeded by the
spdll, however.

REANIMATE THE DEAD

Range: 5m
Durational - Spdl Expiry Roll applies

By means of this necromantic spell, the Sorcerer can
raise up to sx (roll 1d6) dead Humans, Elves or
Dwarves as Zombies (see Book One) under his control.
Zombies, having only limited intelligence, will not be
able to comprehend complex instructions - the
ISorcerer must limit his commands to four words or
€ss.
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TRANSFIX

Match caster's MAGICAL ATTACK vs targets
MAGICAL DEFENCE

Range: 20m

Durational - Spel Expiry Roll applies (and see
below)

2-8 beings (roll 2d4 for the number affected) suffer a
'brainstorm’ which causes them to stop what they are
doing and stand passively until the spell wears off.
Afterwards, they will be unableto remember anything
that happened while the spdl was in effect or in the
two Combat Roundsjust beforeit wascast. If aTrans-
fger((j character is attacked, the spdl is immediately
roken.

Sorcerer Spells of Level Six (6 Magic Pointsto cast)
ARMOUR

Durational - Spdl Expiry Roll applies
The caster of the spell becomes engirded in jet black
plate armour. This provides an Armour Factor of 6
and, unlike normal armour, does not hamper the Sor-
cerer's spellcasting ability. Any clothing or armour the
caster is already wearing istransformed for the dura-
tion of the spell - one cannot cast it on top of a suit of
normal plate and then claim an AF of 11!

CURE DISEASE

Range:1m

Thebeneficiary of thisvalued spdl is cleansed of al ill-
nesses, whether natural or uncanny in origin. Damage
alregt(jjy suffered as a result of the disease is not
healed, however.
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DISHEARTEN

Match caster's MAGICAL ATTACK vs target's
MAGICAL DEFENCE
Range: 30m

A far more terrible spell than its euphemistic name
suggests - this causes the victim's heart to explode,
killing him instantly. Naturaly, it has no effect
on Undead or on creatures such as Gargoyles,
Death's-Heads, etc, which havenoheart. A useful side-
effect of the spdl isthat evenif it fails to take effect,
the target still loses 1d4 HP as though from a painful
kick to the unprotected chest.

DISPEL MAGIC

Range: 5m

When the Dispel Magic is cast, any durational spells
operating withinits range (except for those which cost
more Magic Points than are used in the Dispel Magic)
immediately expire. Dispel Magic is not directional,
and may therefore terminate the caster's own dura-
tional spells as well as those of his enemies.

PHANTASM

Durational - Spel Expiry Roll applies

The Sorcerer draws ectoplasm from another dimen-
son and is able to fashion it into a creature to do his
bidding. The creature may be whatever the Sorcerer
wishes, aslong asit isno larger than about twice man-
dze. Regardless of its outward appearance, the
Phantasm's abilities and characteristics are aways
the same. MAGICAL DEFENCE of 8, EVASION of 5,
Armour Factor 4, 4-24 Health Points (roll 4d6).
ATTACK and DEFENCE must sum to 28, but may be
chosen by the caster within this limitation. When

34

Phantasms strike in combat they always use d10 for
Armour Bypass Rolls and inflict 5 HP on a successful
hit. The Phantasm's movement rate corresponds to
that of the creature it resembles - 10m/Combat Round
if Human, etc.

SWORD OF DAMOCLES

Range: 10m
Durational - lasts until activated (see below)

A glowing sword of unearthly nature appears above
the head of the target. This sword is ethereal and can-
not be damaged or removed by physical means. It will
continue to hang in the air above the target, moving as
he moves, until activated by a command from the
caster. It will then become solid and descend to strike
the victim, emitting a metallic screech as it does 0.
Unlessthe sword isdodged (matchits SPEED of 17 vs
thetarget'sEVASION), it will deal the haplesstarget a
mighty blow. Used10+ 2 foritsArmour BypassRoll; a
successtul hit inflicts 4d6 HP damage. After its sngle
strike, successful or not, the sword vanishes.

If he chooses, the caster can make the sword's
descent dependent on some condition. (Eg, 'Strike if |
am slain.’) It is thus an excellent spell for coercing an
enemy. ('Kill me, andmy Sword of Damocles|lturnyou
into akebab')

Sorcerer Spells of Leve Seven (7 Magic Pointsto
cast)
DEATHLIGHT
Match spell's SPEED of 16 vstargets EVASION
Range: 40m

A very powerful bolt of energy leapsfrom the caster's
hands, forking to strike 1-4 beings. A being failing to
evadewill take 3d6 + 10HP damage (reduced by hig/its
Armour Factor, if any).
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ENSLAVE

Match caster's MAGICAL ATTACK vs target's

MAGICAL DEFENCE

Range: 30m

Durational - Spel Expiry Roll applies
Thismore powerful variant on the Command spdll will
affect asingle being of any rank. A successful casting
renders the victim completely subservient to the
Sorcerer's will. Unlike Command, this spell turns its
victiminto an unreasoning savewhowill do only what
he is told. Language barriers are not a problem; the
victim will always understand what his master is
telling him to do, though with a tendency to follow
instructionsliterally - occasionally with unlooked-for
results. Ittakesone Combat Roundtoissuean Enslaved
character with orders, or to change existing orders.

NOVA

Match spell'sSPEED of 18 vstargets EVASION
Range:5m

Myriad beams of searing light shoot from the caster's
body inall directions. Any beingwithin 5mwhofailsto
jump clear isstruck by 1- 3 of the beams (roll d6:1 -2
= 1 beam, 3-4 = 2 beams, 5-6 = 3 beams). Each
beaminflicts 3d8 HP damage, lessthetarget'sArmour
Factor.

SPELL SCREEN

Durational - Spell Expiry Roll applies
This establishes a defensive enchantment around the
Sorcerer which will protect him from direct-attack
spdls(iethosewhichinvolveaM AGICALATTACK VS
MAGICAL DEFENCE rall). The effect of the Spell
Screenistoreduceany spell passingintoit by 5Magic
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Points. Unlike aWall of Magic, the Spell Screen itsdf is
not reduced in strength by this. (Itisnot possibleto get
a Spdl Screen that filters out more than 5 MPs by
expending more Magic Points in casting it. Also, the
effects are not cumulative, so two Spell Screens are no
better than one.)

Two specid cases are worth considering. If a Spell
Screen is overlapped with a Wall of Magic, attacking
spdls knock Magic Points off the Wall first, before
being attenuated by the Screen. Secondly, the Spell
Screen affects only spells cast at the Sorcerer himself,
not spells cast at the Screen. Take the case of a
Sorcerer who is widlding a Vorpal Blade and is pro-
tected by Spell Screen. A 12 MP Dispel Magic would be
required to dispd the Vorpal Blade; but to dea with
the Screen, only a7 MPDispel Magic would be needed.

STASIS

Match caster's MAGICAL ATTACK vs target's
MAGICAL DEFENCE

Range: 20m

Durationa - lasts until Dispelled

The caster is able to 'freeze' 1-3 victims at an instant
in Time. A character thus frozen will remain exactly
where hewas when he succumbed to the spell. He can-
not think or act inany way (heis caught 'betweenticks
of the clock’, as it were), nor can he be moved or
harmed by any means while the Stasisisin effect.

VORPAL BLADE

Durational - Spell Expiry Roll applies

Inthe caster's hand there appears amagic sword - as
black as midnight, with a coruscating nimbus of green
fire. Thisweaponisa + 3 sword. That is, it increases
the Sorcerer's ATTACK and DEFENCE by 3 whileheis

37



fighting with it, uses 1d8 + 3 for Armour Bypass Rolls
and does 7 HP damage on a successful strike. Putting
this eldritch weapon downwill causeit to vanish imme-
diately. If the Sorcerer should besofoolishasto offer it
to another, the sword will turn in his hand, strike him
once, and then disappear forever!

Sorcerer Spdlsof Leve Eight (8 Magic Pointsto
cast)

ASTRAL GATE

Durational - (see below)

A shimmering portal, arent inthevery fabric of space
itself, is created infront of the caster. Thisportal leads
to any place the caster wishes to reach (not more than
150km away), alowing characters to cross this dis-
tance in the blink of an eye. The intended destination
should be a spot which the caster knows reasonably
well. If heistrying to reach a place he has only seen
once, the caster has a40% chance of ‘missing’ by upto
ahundred metres(roll d100for the distance out and d8
for direction - 1 = north, 2 = northeast, 3 = east,
etc). If aiming for adestination he has never seen, and
is guided only by another's account, the caster has a
50% chance of missing by up to akilometre.

The Astral Gate will teleport only living beings and
whatever they are wearing or carrying. It is not pos-
sibleto lob aShadowboltthroughfirst, to take care of
anyone at the far end! As each character passes
throughthe Gate, ad6isrolled. Onaroll of 6, the spell
expires. A Sorcerer must takethree Combat Roundsto
visualize his intended destination before casting
Astral Gate. Unless he takes this precaution, thereisa
60% chance that the far end of the Gate will emerge
onto another plane of reality, and any character pass-
ing through will then be lost forever.
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BASTION

Durational - Spell Expiry Roll applies

Motesof glittering light spread fromthe caster'shands
and rapidly spread, 'painting' a surface in the air as
they do. Within a second, an impenetrable steel-grey
barrier has been created. Thisbarrier has amaximum
surface area of some 25 square metres, and may be
made to form ahemisphere roughly 4m across (within
which the Sorcerer may shelter while healing himself
or casting more defensive spells) or awall (blocking a
dungeon corridor, perhaps, while the caster and his
companions speed away from their foes).

BURDEN

Match spell's SPEED of 16 vstargets EVASION
Range: 15m
Durational - Spell Expiry Roll applies

Cast at an area of ground, the Burden spell causes the
pull of gravity to become so overwhelmingly strong
that any being standing there will fall down and be
unable to move until the spell expires. Very large crea-
tures fare no better than smaller and weaker ones. 'the
bigger they are...' The spell affectsacircular areaup
to 5m across, extending upwards into the air no more
than 3m. (Itisnot much use, therefore, against aflying
creature.) The caster's enemies have a chancetojump
clear when he casts the spell, and this is represented
by matchingthespell'sSPEED against their EVASION
scores. No such opportunity is available to those who
blunder into the zone once the spell has taken effect,
however; they are remorsel essly pulled to the ground.



DESTRIER

Durational - (see below)

This conjuration is usable only at night, or in the light-
lessdepths of anunderworld, asit summons ademonic
Warhorsewhichisdriven back toitsown fey world by
the rays of the dawn. It will dso vanish a once if the
Sorcerer dismounts. The Destrier is a sere black steed
clad in tarnished silver armour; its eyes burn with an
emerald light. Any seeing it will know it to be afaerie
beast, and characters of 1st-3rd rank subtract 1 from
ATTACK when fighting it. The Destrier can carry its
master across ahundred kilometres of open country or
woodland in a single night. It is fierce and terrible
in battle, having an ATTACK of 17, DEFENCE of 4,
EVASION of 4 and MAGICAL DEFENCE of 13 Its
silver-shod hoofs and sharp teeth deal damage as a
normal Warhorse but with +1 on Armour Bypass
Rolls. It has 2d6 + 12 Health Points and its silver bard-
ing gives it an Armour Factor of 3.

Note that it is only by this spell that a Sorcerer can
ride a Warhorse. Normal Warhorses are available
only to Knights and Barbarians.

EVIL EYE

Durational - Spdl Expiry Roll applies

The caster of the spell becomestouched by the spirit of
the Fomori demi-god, Balor, whose gaze is Death. The
caster's left eye is filled with a fathomless dark. Any
character meleeing him has a 40% chance of meeting
the hideous stare of thiseye. This check is made at the
end of each Combat Round. (The chance may be less
than 40% if the caster's opponent looks away or shuts
hiseyes - cf Basilisks). A character who looksinto the
eye's gaze is subject to a 1dI 2 fright attack: atwelve-
Sded dieis rolled and the victim's rank is subtracted
from the score. If the caster can roll less than or equal
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to the result on 2d10, the victim dies.

The user of this spdl temporarily loses sght in the
affected eye. Thusdeprived of binocular vision, hesub-
tracts 1 point from ATTACK and 2 points from both
DEFENCE andEVASION whilethespell lasts.

RUNE

Durationa - lasts until activated

Thisisanotorious spell used as amagical trap by high-
ranking Sorcerers, experienced adventurers are
aways wary of stumbling across a Sorcerer's Rune.
The Rune is cast by inscribing an occult symbol on a
wall, flagstone, tapestry or other suitable object. The
Sorcerer can then cast into it any other spdl that heis
able to use. This spel will be held by the Rune and
released if anyone except the caster comes within 3m
line of sight. The Rune must be exposed if itistowork,
but Sorcerers can be quite artful in contriving abstract
mural sor odd locations(the celling? behind adoor?) to
keep othersfromnoticing aRune beforeit goesoff. A
Sorcerer may have only one Rune at any given time.

Sorcerer Spells of Level Nine (9 Magic Pointsto cast)
ANIMATE BONES

Range: touch

By castingthisover the skeletal remainsof someunfor-
tunate whom he himself dew, the Sorcerer can cause
them to rise up as a Skeleton. It makes no difference
what sKkills the being possessed in life, for this spell
does not restore the origina soul or intdlect. The
Skeleton is merely a smple-minded creature whose
main virtue lies in total obedience to its animator. All
Skeletons thus have the same ahilitiess ATTACK 10,
DEFENCE 5, EVASION 3, MAGICAL DEFENCE 3 and
2-7 Health Points (roll 1d6 + 1).
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BATTLEMASTER

Durational - Spell Expiry Roll applies

A supernatural, obsidian-armoured warrior is sum-
moned from another Plane and bound in the caster's
service for the period of the spell. The Battlemaster is
cladin magical chainmail and wields a magic axe. His
characteristics and scores are:

Strength 18 ATTACK 30 Axe(d8+2,8
points)
Reflexes 13 DEFENCE 24 Armour Factor 6

24 Health Points MAGICAL DEFENCE 17
EVASION 8

When the spell runsout, the Battlemaster returnsto
his own dimensional Plane, where any wounds he has
received are supernaturally healed before the next
timeheissummoned. Although any given Sorcerer can
materialize the Battlemaster only once per day, he
exists on many planes simultaneously and it is thus
possible for two Sorcerers actually to summon him at
the sametime. If the Battlemaster should be ordered to
attack himself (ie, '‘another' Battlemaster summoned
by adifferent Sorcerer), histwo selveswill mergeinto
one and hewill befreed fromthe control of either sum-
moner. He will then proceed to wreak havoc before
returning to his own world.

FIRESTORM

Match spell's SPEED of 18 vstargets EVASION
Range: 30m

The caster flings a ball of snarling flames which
explodes into an inferno of 6m diameter. Characters
will take 4d10 + 4 HP damageif they fail tojump clear
- and 4 HP damage even if they do, smply from the
peripheral heat of thisterribleblast! A target wearing
magic armour (of any sort) may reduce the damage he
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takes by 3 points; unenchanted-armour provides no
defence.

INVISIBILITY

Durational - Spdl Expiry Roll applies

The caster is rendered invisible. If his opponents are
aware of his general location (perhaps he sneezed or
knocked over avase), he may be attacked with spells.
Direct-attack spellsaffectaninvisibletargetnormally,
but indirect-attack spells are subject to a penalty of
1d8 SPEED pointstorepresent their likelihood of being
dightly off-target. A character attemptingtomeleethe
invisble Sorcerer incurs a penaty of -4 from
ATTACK and -8 from DEFENCE (just like fighting
blind, of course - see Book One). Missile weapons are
amost useless against one who is invisble: the
bowman halves his normal ATTACK and subtracts 3.
Sir Balin, who has an ATTACK of 13, therefore shoots
at an invisible enemy as though with an ATTACK of
only 4.

MIRACLE CURE

Range:5m

This spell restores the recipient to his normal Health
Point score, cures any diseases and eradicates any
toxins he is suffering from, and regenerates any miss-
ing limbs or organs. As with the Lesser Healing and
Greater Healing spells, it has no effect on a dead
character.

RAISE FOG

Durational - Spel Expiry Roll applies

With the casting of this spell (which must be used out-
of-doors), adense mist quickly risesto cover an area
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60m across by 5m high. This area is centred on the
Sorcerer's position when he cast the spell. The Sor-
cerer himself can see quite normally within the Fog,
but for othersthe visibility is barely 3m.

Sorcerer Spellsof Level Ten (10 Magic Pointsto
cast)

DOPPELGANGER

A soulless duplicate of a person known to the caster
can be created. The caster must first fashion a smu-
lacrum of clay mixed with his own blood. This blood
can never be replenished, and the caster's normal
Health Points score is permanently reduced by 1d4
points as a consequence. After making the smula
crum, the caster must acquire some item often used
or worn by the person he is trying to duplicate. A
favourite cloak would do, or a sword. With such an
item in his possession, the Sorcerer casts the spell and
his simulacrum arises in the likeness of the original.
The Doppelganger has the physical characteristics
and skills (including fighting ability) of the character it
resembles, but not his knowledge skills. It is a being
without reason or volition, and will simply obey its
creator's commandswithout question. Having no soul,
it cannot walk on consecrated ground and will not cast
areflection.

HECATOMB

Match caster's MAGICAL ATTACK vs victims
MAGICAL DEFENCE

This spell is applied to dl beings, whether friend or
foe, within 10m of the caster. Itisinstant death for any
onwhomittakeseffect. So potent an attack isnot with-
out its cost. The spell causes asevere magical backlash
to its caster, represented by the loss of 1 - 100 experi-
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ence points. It is a price few Sorcerers would be.
prepared to pay, except in the most extreme
circumstances.

PENTACLE OF ENTRAPMENT

Match caster's MAGICAL ATTACK vs victims
MAGICAL DEFENCE
Durational - lasts three days (and see below)

This spell requires alarge pentacle about 5m acrossto
be drawn or engraved. When the spell is cast, the pen-
taclebecomesatrap for the caster'senemies. Thefirst
2-12 beings of up to 5th rank to comewithin 20m (they
must be able to see the pentacle) are subject to the
spell. Those on whom it takes effect will be instan-
taneously transported within the pentacle's boundary.
Though unharmed, they will be powerless to escape
unlessthey know the 'key' word (arbitrarily chosen by
the Sorcerer when he cast the spell) which unlocksthe
Pentacle of Entrapment. The spell isa so negated if any
part of the pentacle designis erased, but this cannot be
accomplished by one trapped within it.

RESURRECT

Range: touch

This spell will restore life to a character who has been
dead for no more than one lunar month (twenty-eight
days). The revitalized character permanently loses
1d3 Health Points, and for a week after rising from the
dead his Strength and Reflexes are half normal.

Resurrect must be cast at sunrise, and the effort of
employing it renders the caster unable to use any
spellsabovethefifthlevel for therest of theday. This
means that Sorcerers are usually very reluctant to
cast Resurrect, whatever their rank. Even if per-
suaded to do so, the Sorcerer islikely to charge at | east
two hundred Gold Pieces for his service.
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SCRY

Durational - lasts three minutes

This enables the Sorcerer to look into a specidly-
prepared obsidian mirror (his 'Speculum’) and call up
Images of people, far off places and past events. If
asked to show a place, the mirror will show only a
genera view, not a specific location. 'Show me the
tower of Mizar themagician' would bring aview of the
building's exterior. The Sorcerer can then move his
scrying viewpoint around, but not through physical
barriers such aswalls and closed doors, nor onto con-
secrated ground. The mirror transmits images only;
the Sorcerer can hear nothing of what is said by those
he spiesupon. An observed Sorcerer or Mystic of equal
or greater rank will know when another descries him,
and may useDispel Magic to cancel the spell (thisaso
causes the Speculum to shatter).

When the Sorcerer desirestolook on past events, he
must know the time when the event in question took
place to within twelve hours. If he has some object
which was on the scene at the time he wishes to view,
such knowledge is unnecessary.

(Constructing the mirror needed for this spell will
cost the Sorcerer 30-180 (3d6x 10) Gold Pieces. He
may not then construct a second Speculum unless and
until the first shatters.)

TRANSFORMATION

Durational - lasts three minutes

The caster may alter his form to become any creature
whose rank-equivalent does not exceed his rank. His
Health Points and MAGICAL ATTACK and MAGICAL
DEFENCE scoresareunaffected by thechange, but his
fighting skillsbecomethose of thenew form. Notethat
the Sorcerer acquires only the physical abilities of his
new form, not the magical ones. If Limorien Trans-
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forms himself into a Gorgon, hishair will turn to deadly
snakes but he will not get the monster's petrifying
stare.

A Sorcerer cannot use magic while in altered form,
unless the form is of a creature which is basically
humanoid so that he can make the necessary hand-
gestures.

Transformation lasts three minutes (= 30 Combat
Rounds), though the caster may of course terminate it
before then if need be.

Other SKills of a Sorcerer

Sorcerersdo not rely only ontheir innate ability to cast
spells. A study of sorcery imparts the techniques
needed to prepare scrolls, potions and minor magical
items. A high-ranking Sorcerer will go adventuring
with a small arsenal of such magical adjuncts.

CALLIGRAPHY

This is the ability to prepare magical scrolls, a skill
known to any Sorcerer of 4th rank or higher. The total
cost of the basic materials for a scroll will be 3-18
Crowns: parchment of high quality iscalled for, along
with gold leaf and some rare and expensive pigments.
The scroll may be for any spell that the Sorcerer isable
to cast (that is, whose level does not exceed his rank),
and themaximumnumber of Magic Pointsplacedinthe

| is limited by the Sorcerer's rank. An 8th rank
character could not write out ascroll fora9 MP Wall
of Magic, even though he could Eersonally cast the
spell at three times that strength. The process of
inscribing and illuminating a scroll takes a full lunar
month(twenty-eightdays).

Each scroll that a Sorcerer prepares temporarily
suppresses eédpoi nts of his normal Magic Points score
until itisused. A 10th rank Sorcerer withfivescrollsat
hisbelt wouldthushave 25 MPsinstead of hisusual 35.
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ALCHEMY

Alchemy isthe science which governs the preparation
of potions and thaumaturgic compounds. A Sorcerer
first begins to master this skill when he reaches 6th
rank.

A fully equipped laboratory, which can be estab-
lished at a cost of some two hundred Crowns, is the
first prerequisite. This comprisesalot of equipment, so
the Sorcerer must have somewhereto setit al up. If he
|ater needsto relocate hislaboratory (maybethelocas
think he's doing something unholy), 2-20 Crowns of
the set-up cost can be salvaged inthe form of small por-
table items and ingredients.

The Sorcerer does not become a Master Alchemist
overnight. At 6th rank he knows how to distil only the
less complex potions. Others must wait until he gains
more experience:

Sorcerer'srank  Potions which can be prepared
(with ingredients cost)

6th Dexterity (35C), Occult Acuity
(40C), Strength(35C)

7th above plus Heding (400),
Replenishment (100C), Poison
(120C), Theriac(100C)

8th above plus. Night Vision (35C),
Smoke (50C), Amianthus Dust
(150C)

9th above plus. Control (120C), Truth
(100C), Love (100C), Hesp
(200C)

10th above pluss  Transformation
(200C), Dreams (200C), the Ele-
mental Essences (200C), Eva
porating Potion (200C), Elixir
Vitae (250C), Virus Lunare
(180C)
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It takes twenty-eight days to distil a potion. In a
normal sized laboratory there could be up to ten
potions 'on the boil" at one time. The Sorcerer cannot
leave these bubbling away while he goes off on an
adventure; the alchemical process cals for continual
supervision as various ingredients are mixed and
added, vaporized, condensed and filtered.

There is always a chance that the Sorcerer will do
something wrong or miss out some vital ingredient.
This gets less likely as his experience grows. The
chance that a potion will turn out misbrewed and use-
less is 40% when the Sorcerer is 6th rank, decreasing
by 10% per rank abovethe 6th. Thisroll ismadeby the
GamesMaster; the Sorcerer only finds out whether he
got the formularight when he (or someone else) drinks
it.

Full details of the various potions are given in
Chapter Five.

ARTIFICE

Thisisthe skill involved in constructing magic amul ets,
talismans and rings. It is a very precise science, and
thereisonly avery dight chance (5%) that the item will
turn out flawed or useless. The work of constructing
magic itemsisintensely demanding and ties up most of
the Sorcerer's occult energy over a long period. No
adventuring is possible while making one of these
items. If the Sorcerer has to cast any spells, he must
make sure he keeps back at least 20 Magic Points each
day to fuel his laboratory enchantments. Even break-
ing off the work for one day is enough to undo these
vital enchantments, and the entire procedure must
then start again from scratch. A Sorcerer who is
engaged in making a magic item will not appreciate
any interruptions.

Taismans may be constructed when the Sorcerer
reaches 8th rank. Thework will take seven months and
cost the Sorcerer in the region of 300 Crowns.
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Amulets must wait until the Sorcerer reaches 10th
rnak. Manufacture of one of these items will take a
year and aday, at abasic materials cost of 400 to 500
Crowns,

Only aMaster Sorcerer of 12th rank or aboveisable
to construct a magic ring. Apparatus and miscel-
laneous costs are likely to be in the region of 600
Crowns. The work will take three years; those rings
which have charges will adso require one month per
charge.

It is said that at 15th rank a Sorcerer has such con-
summate understanding of Artifice that he is able to
build mﬁc items of his own devising, rather than
copying the powers and procedures handed down in
the ancient lore. If any player-character should ever
attain this lofty gomnacle It it up to you as Games-
Master to set thefinal ruling on thIS Asageneral rule,
Artifice (and dl other Sorcerous skills) isin a very
muddy state compared to the organized bodies of
knowledge that began to develop by the 16th century.
Dozens of arbitrary and half-true theories circulate.
The medieval culture of our DRAGON WARRIORS
world has not evolved the modern 'scientific method,
so Sorcerers tend to make new discoveries in an
entirely haphazard fashion. Developing an innovation
in the field is quite extraordinary, as it would never
occur to most medieval Sorcerers to go beyond the
tested arcana of centuries past. A Sorcerer who
undertakes something new may be starting on a life-
time's work. Players should understand this.

Minimum Requirements

TobeaMystic, acharacter must have a Psychic Talent
score of at least 9. There is no minimum Intelligence
requirement - Mysticism, unlike Sorcery, is not aca-
demically demanding.

Cagting Spells

The spells are categorized into levels of increasing
power and complexity, and aMystic cannot use spells
of a higher level than his rank. Whenever a Mystic
casts a spell, he must make a check to see whether the
effort 'psychically fatigues him. To avoid psychic
fatigue, the Mystic must roll equal to or less than
13 + hisrank - spdl'sleve

on 1d20. Thisis called the Psychic Fatigue Check. If it
fails, the,Mystic cannot cast any more spellsthat day.
Mysticsautomatically recover frompsychicfatigueat
dawn.

Notethat when making the Psychic Fatigue Check, a
roll of 20 always results in fatigue, whatever the
Mystic's rank or the level of the spell he's casting.
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EXAMPLE

Caedmon Skysoul, a 2nd rank Mystic, casts
Invigorate, which is a level one spell. He therefore
needs to roll 14 or less on d20 to avoid psychic
fatigue. Infact herolls an 18. Caedmon now cannot
cast spells until the following dawn (although this
does not prevent the Invigorate he just cast from
taking effect).

Caging Spdlls Above Ther Leve

For the purpose of penetrating the sorcerous defences
Wall of Magic and Spell Screen, Mystic spells are con-
sidered to have a ‘Magic Point strength’ equa to their
level. Thus (even though Mystics do not use Magic
Points), an Enthrall spell, being of level four, is equi-
valent in strength to a 4 MP Sorcerer spdl such as
Curse.

Sorcerers may put extra Magic Points into a sl to
help it 'punch through' magical defences. Mystics can-
not do that, but they can choose to cast a spell aboveits
normal level. This increases the chance of psychic
fatiguebut givesamorepowerful spell. Asanexample,
consider Shugendo Sai, aMystic who is about to attack
an enemy Sorcerer. Suspecting that his foe has put up
a4 MP Wall of Magic, Shugendo Sai casts his Enthrall
as an eighth level spell. He makes his Psychic Fatigue
Check just as though he had cast alevel eight spell. His
Enthrall - after losng the equivaent of 4 Magic Points
tothe Wall - isreduced to fourthlevel and attacksthe
Sorcerer normally.

Mystics and Armour

Like Sorcerers, Mystics are not really at home in a
heavy suit of armour. Their style of combat is unsuited
to such encumbrance, resulting in combat penalties
(s.eDRAGONWARRIORS 1, Chapter Three).
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Moreover, enchanted armour of any sort serves to
impede the Mystic's link with the universal psychic
flow (the 'Force).

Magical armour bonus Chance of bungled spell
+1 10%
+2  20%
+3 3%

A Mystic who bungles a spell must make his Psychic
Fatigue Check as though he had managed to cast it,
though in fact the spell simply fails to operate.

Terminating a Spdl

A Mystic can cancel out his own durational spells at
any time. Unlike a Sorcerer, the Mystic does not need
to take a Combat Round to do this. He can cause any or
all of hisdurational spellsto lapsejust by not bothering
to sustain them.

If a Mystic is killed or knocked unconscious, any
durational spells he has going at the time will expire
immediately.

Sorcerers rarely leave Spdl Expiry durational
spells going after a combat, as they prefer to recoup
some of their expended Magic Points (see Chapter
Two). A Mystic gains nothing by prematurely termi-
nating a spell, and will usually choose to leave it going
until it expiresnaturally. It is, however, not convenient
for players or the GM to have to make a Spdll Expiry
Rall for every six seconds of game-time when there is
no longer a combat in progress. You may prefer to
make a minute-by-minute roll to see when the spell
wears off. The chance that the spell will still be
operating after one minute is 75% (which is statis-
tically equivalent to ten successive Spell Expiry Ralls).
Thus, the spellcaster rolls d100 for every minute that
elapses after combat is over; on a roll of 01-75, his
spell remains on for another minute before heneed roll

again.
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EXAMPLE

Caedmon increases his strength with a Might spell
while battling a Mummy. The spell has not worn of f
several Rounds later when, with the combat over
and the Mummy defeated, Caedmon'sfellows begin
to discuss which area of the underworld to explore
next.

Caedmon does not wish to cancel his Might spell,
but the GM does not want to disrupt the flow of the
game by having him make a Spell Expiry Roll for
every Sx seconds the characters stand around
talking. Instead, he has Caedmon's player roll on
d100 every minute. He manages to roll under 76
three times in a row, so Caedmon's strength is il
magicaly enhanced three minutes later when
another Mummy chances upon the still-arguing
characters. A battle ensues, and Caedmon resumes
making his Spell Expiry Roll on a Round-by-Round
basis. ..

CHARACTER CREATION SUMMARY - Mydtics

A. Srength, Reflexes, Intelligence, Psychic Talent
and Looks: roll 3d6 for each

(Psychic Talent must be at least 9 if character
is to qualify as a Mystic)

Health Points: roll 1d6 + 5

Basc ATTACK 12, DEFENCE 6

Basc MAGICAL ATTACK 14, MAGICAL
DEFENCE 4

BascEVASION 3

Initially equipped with lantern, flint-&-tinder,
backpack, bow, quiver containing six arrows,
dagger, ring mail armour, 2-20 Florins, sword
or staff.

mm o0Ow
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(See also DRAGON WARRIORS 1, Chapter Two:
Creating aCharacter. Thiswill explain how to modify
the basic scores given above if the Mystic has non-
average characteristics.)

CHARACTER SHEET

Character'sName

‘ | Professon Mystic | Rank

Srength= Health Points ATTACK =
Reflexes = normal score: DEFENCE =
Intelligence = current score:
Psychic Talent = MAGICAL ATTACK
Looks = MAGICAL DEFENCE

Psychic Fatigue Check:
Armour Equipment roll (13 + rank-spell
type worn: level) or lesson d20
Armour Factor: toavoid psychic

fatigue
EVASION =

Cash Wesapons
Gold Crowns:
Silver Flerins:
Copper Pennies:

Each player will require a blank Character Shest.
Permission is granted to make photocopies.

The Spells

These are the spdlls usable by Mystics. Remember that
the Mystic's rank sets the upper limit on the level of

Spells of Level One

Spdlls of Level Two

INVIGORATE DARKSIGHT

MIRAGE DAZZLE

SEE ENCHANTMENT MIGHT

SUSPENDED PURSUIT
ANIMATION

Spells of Level Three
ALLSEEINGEYE

Spells of Leve Four
CLAIRVOYANCE

MIND CLOAK ENTHRALL

NOURISH HIDDEN TARGET

TELEKINESIS TELEPATHY
Spdllsof Level Five Spells of Level Six

FORCE FIELD ASSESSMENT

MYSTIC BLAST PURIFICATION

PASSUNSEEN STEEL CLAW

TRUTHSENSE SURVIVAL
Spdllsof Level Seven Spedllsof Level Eight

DUEL INTANGIBILITY

LEVITATION MINDPOOL

PARALYSIS SWIFTNESS

PROTECTION TRANCE
Spdllsof Level Nine

IMPREGNABLE

SPHERE

PHOENIX

TELEPORT

THUNDERCLAP

Mystic Spdlsof Level One

INVIGORATE

spells he can cast.
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The Mystic converts psychic energy into physica
energy, releasing apowerful restorativeforceinto his
body. He regains two Health Points. The spdll will not
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increase his Health Point score above its normal levd,
of course.

MIRAGE

Range: 10m

Durational - Spell Expiry Roll applies
A visua illuson is created, of anything the caster
wishes so long as it is no bigger than man-sized. The
Mirage can be 'programmed’ to perform a set of
actions (eg, a guard marching up and down outside a
door) or it can be controlled mentally, like a holo-
graphic puppet. There is a 10% chance that the
Mirage will be recognized as such at first glance.

SEE ENCHANTMENT

Durational - Spel Expiry Roll applies

While this spell is in effect, the Mystic is able to see
powerful concentrations of magic energy. Hecouldtell
whether a weapon or talisman were magical, but
would not be able to sense impermanent enchantments
(such as the presence of a Command spell).

SUSPENDED ANIMATION

The Mystic is able to sink into a deep coma, outwardly
resembling death. This comalastsfor any preset dura-
tion up to a year and a day. Even ESP will detect no
thoughts, but in fact the Mystic does remain aware of
his surroundings - except that his mental processes
are dowed by a factor of sixty.
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Mystic Spells of Level Two
DARKSIGHT

Durational - Spdl Expiry Roll applies
The Mystic acquires the ability to seein darkness like
anElf. That is, he can seewith perfect clarity by moon-
light or under a star-filled night sky, and in the pitch
dark of an underworld asthough it were deep twilight.

DAZZLE

This spell produces a flash of brilliant light that will all
but blind any sighted creature within 5m for one full
Combat Round. This gives the Mystic the chance to

e fromhisfoesor make onefree strikewhilethey
are dazzled (and hence - 8 from DEFENCE).

MIGHT

Durational - Spell Expiry Roll applies

A powerful spell for use in combat, this has the effect
of increasing the Mystic's Strength. If his normal
Strength scoreis 15 or less, it temporarily increasesto
16; if normally 16 or more, it increases to 19.

PURSUIT

Durational - lasts one day

This enablesthe Mystic to follow the psychic spoor of a
person or creature whom he knows or has had
described to him. He may thus track his quarry over
terrain of any sort, and in al weathers.
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Mystic Spellsof Level Three
ALLSEEING EYE

Durational - Spel Expiry Roll applies
This extends the Mystic's power of vison beyond the
visble spectrum, enabling him to perceive any invi-
sble object or being within 10m. The Mystic sees the
invisble shapes as featureless silhouettes.

MIND CLOAK

Durational - lasts ten minutes

This spell puts up a psionic shield around the Mystic,
preventing detection by ESP, Scry or similar magical
means. If the caster is being tracked by another Mystic
using the Pursuit spdl, this spdl will cause the latter to
lose his 'scent’'.

NOURISH

This spell ensures the Mystic need never starve when
he has no food or water. A single casting provides him
with refreshment and nourishment for afull day.

TELEKINES S

Range: 25m
Durational - Spell Expiry Roll applies

This is the classic parapsychic ability to move and
manipulate objects a a distance by the power of the
mind. The spell affects a single object of up to 0.5kg
weight. The maximum velocity at which an object can
be moved by Telekinesis is about 15m per Combat
Round, making for arather ineffective missle (SPEED
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8 to dodge, and doing no appreciable damage on
impact anyway). The Mystic may wield a dagger by
Telekinesis, in order to melee an opponent a a dis-
tance; he would do so with half his normal ATTACK
(Telekineticcontrol isquiteclumsy) anddoing 1 HPless
damage for a successful blow (because thereis little
strength in the spdl).

Mystic Spels of Level Four
CLAIRVOYANCE

Durational - Spdl Expiry Roll applies
Thisspell intensifiesthe Mystic'sinherent paranormal
senses, and so confers the ability to see anythin
within 5meventhrough solid objects. A full 360° arco
'vision' isobtained, making it very difficult totakethe
Mystic unawares.

ENTHRALL

Match caster's MAGICAL ATTACK vs target's
MAGICAL DEFENCE

Range:5m

Durational - Spell Expiry Roll applies

If successful, this spell warpsitsvictim's judgement so
that he believes the Mystic to be hisfriend. This delu-
sion does not destroy the victim's loyalty to his real
friends, however, and neither does it make him wdl-
disposed towards the Mystic's companions. He will
believe anything the Mystic tells him and, unless the
Mystic openly attacks him, will trust him completely
until the spell wears off.
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HIDDEN TARGET

Durational - Spell Expiry Roll applies

This spdl enables the Mystic to pick off targets with
arrow, ding or thrown dagger even if blindfolded. He
ignores the usual penalties for poor vishility. Evenin
thick fog, or if thetarget isinvisible, the Mystic shoots
asif he could see him perfectly. He must know thereis
someone to shoot at, though - he cannot just walk into
aroom and lob off afew arrows 'on spec’ in case there
should happen to be an invisible Sorcerer about.

TELEPATHY

Range: 10km
Durational - lasts ten minutes

The Mystic is able to communicate telepathically with
another (who must be known to him) over considerable
distances. Communication is in the form of images as
well as words, so different languages need not prove
an insurmountable obstacle. Note, however, that two
characters from totally different cultures (a medieva
wizard and an Inca priest, for instance) may be simply
unable to think in the same terms.

Mystic Spdlls of Leve Five
FORCE FIELD

Durational - Spel Expiry Roll applies (and see
below)

This spell protects the Mystic with a thin, invisble
force barrier. When a blow is struck against him, the
Force Field absorbs the damage and prevents it from
harming him. Once it has absorbed a total of 15 HP
damage, the Force Field collapses. It gives no protec-
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tion from magical weapons, spells or other forms of
attack (such as flames or poisonous fumes).

MYSTIC BLAST

Match s:g)oel I's SPEED of 16 vstarget'sEVASION
Range: 30m

This takes the form of a psychic force bolt. If it strikes
itstarget, thebolt inflicts 3d6 + 1 HP damage. Thetar-
get may reduce this damage by his Armour Factor, if
any. (A character in chainmail would take only 3d6 - 3
HP, for example.)

PASS UNSEEN

Durational - Spell Expiry Roll applies

The Mystic becomesinvisible... up to apoint. He can
walk right past his enemies and they will not notice
him. Thisis not as good as true Invisibility (the high-
level Sorcerer variety) because he will still reflectina
mirror, and turns visible at once if he tries to attack
anybody or casts another spell. Also, the spell will only
fool beings of 14 to 4th rank/rank-equivalent.

TRUTHSENSE

Durational - Spell Expiry Roll applies

Whilethe spell lasts, the Mystic isableto tell with 85%
accuracy when someone is lying to him. That is, if a
character tells him alie, 1d100 is rolled. On aroll of
01-85, heknowsittobealie. Onaroll of 86-00, heis
not sure one way or the other. The d100 roll is made
secretly by the GamesMaster, for obvious reasons.
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Mystic Spells of Level Six
ASSESSMENT

Range: 10m
By means of this spell, the Mystic can instantaneously
assess all characters within range and determine the
following: their Profession, rank (or rank-equivalent)
and current Health Points. Assessment is blocked by
Mind Cloak, and will not give any information about
characters above 10th rank.

PURIFICATION

This spell cleanses the Mystic's body of al ailments
and poisons, and heals up to 8 Health Points if he is
wounded.

STEEL CLAW

Durational - Spel Expiry Roll applies

The caster's hand is transformed into a rigid talon of
gleaming metal. When he strikes with this in combat,
heusesadl 2 for Armour BypassRollsandinflicts8 HP
damage with each successful blow.

SURVIVAL

Durational - lasts one day

The Mystic is able to endure extremes of heat and cold
such as might be experienced under a blazing desert
sky of in an arctic waste. He is not protected from
direct exposure to fire. Survival also enables the
Mystic to gowithout air for up to anhour after drawing
a single breath.
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Mystic Spdls of Level Seven
DUEL

Durational - (see below)

Tousethisspell, theMystic must closeinmeleewithan
opponent. The spell shifts both the Mystic and his
opponent out of phase with the rest of the universe;
they remainvisibleonly asaflickering, indistinct blur.
Out-of-phase characters are on another plane, and
cannot affect (or be affected by) their surroundings.
Unableto move fromthe spot wherethey ‘phased out’,
the two combatants must continue their battle until
oneisslain. Only then doesthe spell terminate, return-
ing them - aive or dead - to the normal world.

LEVITATION

Durational - Spdl Expiry Roll applies (and see
below)

This spell allows the caster to rise up into the air and
float around. Levitational movement is quite dow -
only 10m per Combat Round (normal walking speed, in
other words). This spell requires concentration to
sustain. If the Mystic wants to enter melee or cast
another spell, he must first cancel the Levitation.

PARALYSIS

Match caster's MAGICAL ATTACK vs target's
| MAGICAL DEFENCE

Range: 15m

Durational - Spell Expiry Roll applies
This spell, if it takes effect, resultsin paralysis of all
the voluntary muscles. It will work only on a living

being. The victim collapses at once, but remains con-
scious. Another Mystic affected by thisspell could till
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cast spdls of his own, since Mystics need only the
power of their psychetowork magic anddonot rely on
the chants and arcane gestures of the Sorcerer.

PROTECTION

Durational - lasts until Dispelled (and see below)

A potent spell which adds 2 points to the caster's
MAGICAL DEFENCEandincreaseshisArmour Factor
by 2. The caster can sustain this indefinitely if he
choosesto, buthemust add + 1 tothedieroll whenever
he makes a Psychic Fatigue Check while the Protection
gpdll isin effect.

Mystic Spdlls of Level Eight
INTANGIBILITY

Durational - Spel Expiry Roll applies

The Mystic, and any items he is wearing or carrying,
become intangible. He can pass through solid objects
as though they were not there. While Intangible, a
magical weapon is required to hit him in combat.
Indirect-attack spells like Firestorm pass harmlessly
through his insubstantial form, though direct-attack
gpells are ill fully effective. The Mystic must take
great carewhenusing thisspell - if it expireswhile he
isinside a solid object, he will die.

MINDPOOL

Range: 3m
Durational - lasts thirty seconds (5 Combat
Rounds)

This spell enables two Mystics to combine their power
66

for a brief time. With multiple castings of the spdl,
more Mystics can be included in theMindpool - up to
fiveindividuals at onetime. Mysticsin aMindpool each
resist hostile direct-attack spells with the total
MAGICAL DEFENCE of the whole group, and each
casts his own spells with the highest MAGICAL
ATTACK of the group.

Example: Two Mystics have reached the main burial
chamber within an ancient barrow. Suddenly they are
aware of thin cloaked shapes loping towards them
from the darkness. Wights! The senior Mystic casts
Mindpool, linking himself with his4th rank companion.
They now add their MAGICAL DEFENCE scorestoge-
ther: 7 + 12 in this case, so each now has an effective
MAGICAL DEFENCE of 19. The4thrank Mysticisstill
only able to cast spells up to level four - but that
includes the direct-attack spell Enthrall, which he can
now cast with hiscompanion'sMAGICAL ATTACK of
21.

SWIFTNESS

Durational - Spell Expiry Roll applies

This accel erates the caster's metabolism and gpeeds
his physical movements. He getstwo actions of hisown
to every one Combat Round experienced by those
around him. The first of these actions must be taken at
thevery start of each CR, and the second at the pointin
the CR (determined by his Reflexes score) when he
would normally get to act. The actions might be two
10m moves, or a move and an attack, or any other
combination of actions. What the Mystic cannot do is
cast two spellsin one CR. Thisis because he continues
to think at the normal rate.
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TRANCE

Durational - lasts ten minutes

The Mystic enters a trance-like state while his psychic
sdlf, or ka, is freed from his body and is able to travel
up to five kilometres away. The ka can see and hear,
but is ethereal and cannot interact with or be seen by
others. However, if it comes into the presence of a
character of equal or higher rank then the latter will
be able to sense it. Another Mystic could then use
Pursuit to trace the ka back to its body.

Mystic Spdlls of Level Nine
IMPREGNABLE SPHERE

Durational - Spdl Expiry Roll applies

The Mystic is surrounded by an invisible force bubble
that blocks all physical attacks: missles, creatures,
indirect-attack spells, etc. Attacks of this type can
pass neither into nor out of the Impregnable Sphere.
Direct-attack spells(ie, thosewhichentall aMAGICAL
ATTACK vs MAGICAL DEFENCE roll) are not impeded.
The Sphere will not move around, so the Mystic must
remain in one spot while the el lasts.

PHOENIX

This spdl alows the Mystic to return from the dead.
He (or, more accurately, his spirit-self) must cast it the
Combat Round after heis dain. The body immediately
begins to smoulder and then burn fiercely; no natural
means can douse this blaze. After 5 Combat Rounds
(thirty seconds), the Mystic arises from his own ashes
like the majestic bird of legend. All his wounds are
healed by the spell, but his Health Point score is per-
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manently reduced by 1 point. The same firethat revivi-
fies him will also destroy any equipment that was or
his body - only certain exceptional magic items may
survive, and this is at the GamesMaster's discretion
This spell cannot be cast more than once a week.

TELEPORT

By using this spdll, the Mystic can vanish and reappear
at another point within 100m. He can only teleport tc
somewhere he has been before, or whichisin hisline-
of-sight when he casts the spdll.

THUNDERCLAP

Match spell's SPEED of 12 vstarget's EVASION
Range: Im

The Mystic can blow a wall down with one shout! In
fact, the shout is afocus for the immense destructive
energy of the psyche. If directed at an opponent who
fails to jump clear, the spdl inflicts 6d6+6 HF
damage. Unenchanted armour gives no protection
from this, and even enchanted armour absorbs only 2
HP. The Thunderclap can be used to smash a 2m wide
hole in stone walls up to half a metre thick.

Other Abilities of a Mystic

Constant training in the use of the mind's power pro-
vides the Mystic with other abilities besides his spells.
The supernormal sensesthat are latent in al of us are
awakenedin him. Although not fully reliable, they are
indispensible aids on any adventurefor, in contrast to
his spells, the Mystic can use them over and over with-
out sufferingpsychicfatigue.

At higher ranks. Mystics acquire the gift of manu-
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facturing enchanted arms and armour. Any item
reflects the man (or woman) who created it, and the
spiritual perfection and enlightenment of the adept
Mystic shows in the wondrous weaponry he makes.
Mystics themselves are rarely known to use magic
armour (we have already seen how it impedes their
spellcasting), but they have no problem with magri]c
weapons. Aswell ascrafting itemsfor hisown use, the
Mystic may choose to make them 'to order' for charac-
ters of other Professions. Strictly speaking, there is
nothing to stop him from setting up shop as an artisan
and churning out one magic weapon after another. He
could obviously turnatidy profit thisway, butitwould
not really be in keeping with the true mystical Way.
Each item that a Mystic makes should be unique,
fashioned with a specific owner in mind (even if that
personisnot the onewho eventualy getstouseit). This
restrictionisnotinherentintheDRAGON WARRIORS
rules; it is left to the player to role-play his Mystic
character accurately.

PREMONITION (or SIXTH SENSE)

Thisisthe ability to sense danger. It must be applied to
a specific object or location within 5m of the Mystic. It
does not give any exact knowledge asto theform of the
danger. (A door which registered as dangerous could
be booby-trapped - or it might have aVampirelurking
on the other sde of it!)

The chance of perceiving danger (if there is any
danger to be perceived) is

35% + 2%/rank
So Caedmon Skysoul, who is 2nd rank, has a Premoni-
tion success rate of 39%.

To use Premonition, the Mystic must first con-
centrate on the place or thing under suspicion. This
takestwo full Combat Roundswhile he clearshismind
of al distractions. In the third CR, the GamesMaster
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rolls d100. If theroll comes up within the Mystic's suc-
cess range, the GM informs him of any danger that is
present. If the percentile roll is outside the required
range, or if thereisinfact no danger, theMystic smply
gets no impression. (Note that the Mystic will not be
able to distinguish between sensing 'no danger' and
not sensing 'danger'.)

Would it not be possible to double check a Premoni-
tion reading by waiting another two Combat Rounds
and trying again? In fact, no. Having got a negative
reading (for whatever reason) the Mystic will continue
to get that same reading on every attempt until the
circumstances actually change in some way (eg, the
brook he's previously checked out as safe is suddenly
poisoned by some Goblins upstream).

ESP (or SEVENTH SENSE)

This is the ability to detect thoughts within a range of
10m. Noindicationisgiven of direction, nor of thenum-
ber of beings - although the Mystic is able to selec-
tively 'tuneout' thethoughts of hiscompanions. He can
tell the difference between intelligent thoughts and
animal thoughts, but he cannot actually read minds.

The success chance of ESPis

05% + 3%/rank

Looking at Caedmon again, we see his ESP ability is
a 11%.

The Mystic must prepare for three Combat Rounds
before attempting to use ESP. Unlike Premonition, this
does not take all his concentration. He could be in the
middle of afight and still use his ESP ability. The per-
centileroll ismade, as before, by the GM.

A Mystic using Mind Cloak will not register on ESP.
Nor will thefollowing: Elves (except if detected by an
Elven Mystic), Ghosts, Gnomes, Goblins, Hobgoblins
and the Undead. Tenebrous and obscure, the thoughts
of these magic folk dip through the Human Mystic's
coarse ESP net.
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A Mystic of 9th rank or higher will always be able to
sense the proximity of another Mystic of 9th rank or
higher (unless the latter has got aMind Cloak spell up).
The Mystic Force is so strong with such individuals
that they activate one another's Seventh Sense
automatically.

ENCHANTMENT OF ARMS & ARMOUR

A 4th rank Mystic is able to produce + 1 magic wea
pons. At 6th rank the ability extends to + 2 items,
and at 9th rank to + 3 items. (See Chapter Five,
ENCHANTED ARMOUR and ENCHANTED WEAPONS
for explanation of these terms.)

Producing an enchanted weapon or suit of armour
entaills more than just stoking up a forge and ham-
mering out the metal. A long period of solitude and fast-
ing, of physical and mental preparation, must come
first. The task may take months or years:

Item Time taken to create

+ 1 arrow or quarrel 25 days
+ 2 arrow or quarrel 125 days
+ 3 arrow or quarrel 375 days

+1 weapon 100 days
+ 2 wegpon 500 days
+ 3 weapon 1500 days
+ 1 armour éany sortg 100 days
+ 2 armour (any sort) 400 days

+ 3 armour (any sort) 900 days

If the Mystic fails to remain in the proper trans-
cendent state throughout, he may produce a flawed
item. Obviously, the chance of this diminishes as the
Mystic becomes more dedicated and more accom-
plished - as he advancesin rank, in other words. The
chance of producing aflawed itemis40% at 4th rank,
30% at 5th, etc. In the case of a Mystic player-
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character, the player himself, not the GM, makes this
roll. A Mystic aways knows when he has made a
flawed item. Flawed items will function normally if
used, but there is a general aura of imperfection and
possibly evil about them. Thiswill detect as dangerous
under Premonition. Eventually, the flawed item will
bring ill-luck to its owner by embroiling him in a
squabble he did not want, slaying someone other than
he intended, or failing to parry akilling blow; armour
might cause himto stumbleinto the path of aFirestorm
spell. Generdly, a Mystic will destroy the item he has
made at onceif he seesit isflawed. Unfortunately, not
al members of the Profession share these scruples.
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Why dse would an adventurer choose the hazardous,
questing life heleads, if not to acquiretreasure? Well,
in fact there could be many reasons for a character to
go adventuring - vengeance upon an old foe, esteem
in the eyes of an adored lady (or lord), the pursuit of
glory and excellencein battle, a general desireto con-
found evil wherever itmay lurk. .. Thesearejust afew
of the hundreds of possible player-character or NPC
motives. That being said, even the most ‘verray parfit
gentil' Knight would probably admit, however grudg-
ingly, to a certain undercurrent of avarice in his
nature.

For the convenience of the GamesMaster, treasure
is divided into nine categories of increasing value:

Treasure Type Cash Gems/Jewellery Magic items
Scant 2-20 copper pieces ~ hone none
1-10 silver pieces
0-3 (1d4-1) gold pes
Meagre 3-30 co 0-3 items worth none
& 3-30 sil\egrq 2-20F each
0-7 gold
Poor 4-48 Slver 0-5 items worth 15% chance
1-10 gold 50F each of 1
Moderate 2-200 slver 0-7 items worth 30% chance
2-24 gold 10-100F each of 1-4
Average 10-1,000 silver 0-9 items worth 45% chance
1100 gold 30-300F each of 1-6
Good 1,000-10000 silver  O-11 itemsworth 60% chance
10-1,000 gold 1004,000F each of 1-8
Bountiful 2,000- 12,000 silver ~ 0-19 itemsworth ~ 75% chance
1,000-8,000 gold 1,000-4,000Feach  of 1-10
Grand 5,000-50,000 silver ~ 3-30 items worth 90% chance
1,000-20,000 gold 1,000-6,000F each  of 1-12
Fabulous 1,000-100,000 silver  5-50 items worth 1-20
5,000-50,000 gold 1,000-8,000F each

The values quoted for copper, silver and gold may
optionally be presentintheform of plates, goblets, etc,
rather than coins. This obviousy makes the treasure
more bulky, and generally has the effect of doubling its
encumbrance.

The monetary system is decimal. (Historians may
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take issue with this, but it is the easest system for
game purposes.)

Onegold piece, or Crown (1C),

eguals ten silver pieces, or Florins (10F),

equals one hundred copper pieces, or Pennies

(100P)

Prices are usually given in Florins, except for the
most expensiveitems. Goldisrarely used ascurrency.

When one or moremagicitemsturnupintreasure, a
further roll is needed:

d100 Item

01-12 Enchanted armour

13-29  Enchanted weapon
30-54 Scrall

55-79 Potion/Magical compound
80-93 Amulet/Talisman

94-97 Ring

98-00 Unique artifact/relic

Further tables (see Chapter Five) are then used to
establish the exact nature of the item.

How is the treasure table used?

The table of treasure types given at the start of this
chapter can be used as a GM's guideline when stock-
ing a dungeon or deciding on an appropriate reward
for an adventure. Also, creatures of many sortshoard
treasure that they have stolen or scavenged. When
creatures are encountered randomly (see Dragon
Warriors1, Chapter Eight), they sometimeshavetrea-
sure - either carried with them, or in their lair or
camp nearby:
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MONSTERS TREASURE HOARDS

Obsidiak

none

Orcs 1 - 3 = average; 4-6 = good

(incitadel)

Python none

Pazuzu 1-4 = poor; 5-6 = moderate

Snow Ape none

The Sufiriad none

Tiger none

Troll none

Volucreth (use NPC Weapons & Equipment
table)

Wild Boar none

Wolf none

Ghoul 1-3 = meagre; 4-6 = poor

Mummy 1-2 = poor; 3-4 = moderate; 5 =
average; 6 = good

Skeleton none

Spectre none

Wight 1-2 = poor; 3-5 = moderate; 6 =
average

Wraith none

Zombie none

Monster Treasure Type (roll d6)

Apeman 1-5 = none, 6 = scant

Basilisk 1-2 = moderate; 3-6 = average
(often petrified)

Bat none

Bear none

Bull none

Crocodile none

Deaths Head 1-4 = moderate; 5-6 = average

Dragon 1 = bountiful; 2 - 3 = grand; 4-6
= fabulous

Dwarves 1-2 = good; 3-5 = bountiful; 6 =

(inlarge grand

stronghold)

Elemental none

Elves 1-3 = average; 4-5 = good; 6 =

(inElf-King'shall bountiful

Gargoyle 1-5 = moderate; 6 = average

Frost Giant 1-5 = meagre; 6 = poor

Giant Scorpion none

Ghost 1-5 = none; 6 = good

Giant Rat none

Giant Spider 1-4 = none; 5 = poor; 6 =
moderate

Gnome none

Goblin 1-3 = meagre; 4 - 6 = poor

Gorgon 1-2 = poor; 3-5 = moderate; 6 =
average

Halflings 1-5 = meagre; 6 = poor

(insizablecommunity)

Hobgoblin 1-3 = meagre; 4 = poor; 5 =
moderate; 6 = average

Horses none

Humans 1 = average; 2-5 = good; 6 =

(inalord'scastle) bountiful

Manticore
Ogre

1-5 = none; 6 = average
1-4 = average; 5-6 = good
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Note that the treasures listed for species which live
communally - Humans, Elves, Dwarves, Halflingsand
Orcs - represent the entire hoard of a large com-
munity. Volucrethsareaspecial case; adventurersare
never likely to encounter an entire society of these
belligerent beings!

The treasure possessed by non-player character
adventurersis determined using the NPC Weapons 8-
Equipment table. Adventurersareunlikely tobefound
with large amounts of gold and silver. They prefer
their wealthinthemoreuseful form of enchanted wea-
ponry and items.
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NPCWeapons& Equipment

Non-Player Characters who have adventured may
have special items of their own. Because of this, a
group of adventurers can be among the most danger-
ous adversaries that the player-characters are ever
likely to face.

When the player-characters encounter a party of
NPC adventurers, atableisused to determinewhether
the latter have specia items such as potions and
scrolls. The table lists, for each Profession, the chance
that the NPC has items of a particular type - and,
where applicable, the number of such items that
he/she has.

Magic Magic

Rank Profession Armour  Weapons Scrolls
Knight 1% 2%; 1 no
1¢ Barbarian 1% 2%:; 1 no
Sorcerer no no 1%; 1-2
Mystic no no no
Knight 3% 5%; 1-2 no
Barbarian 2% 5%; 1-2 no
2nd-3rd Sorcerer no 1%; 1 5%; 1-4
Mystic no 2%:; 1 no
Knight 1% 20%; 1-2 no
4th-5th Barbarian 8% 20%; 1-2 no
Sorcerer 1% 5%; 1-2 25%; 1-4
Mystic no 20%; 1-2 no
Knight 25% 30%; 1-3 no
6th-7th Barbarian 15% 30%; 1-3 no
Sorcerer 5% 15%; 1-2  40%; 1-4
Mystic no 30%; 1-2 no
Knight 55% 60%; 1-4 no
8th-oth Barbarian 40% 60%; 1-4 no
Sorcerer 5% 30%; 1-2  50%; 1-4
Mystic no 70%; 1-2 no
Knight 80% 90%; 1-4 no
10th-up Barbarian 70% 90%; 1-4 no
Sorcerer 5% 40%; 1-3 70%; 1-6
Mystic no 95%; 1-3 no
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Common sense must be applied to these tables. A
Mummy will not be so obliging as to prowl around its
tomb with a sack of gold coins over one shoulder. The
cashandjewellery component of itstreasuremay beir
a burial chamber some distance from where it i:
encountered. Hobgoblins can be quite wealthy, bul
slaying onedoes not lead to automati c inheritance: the
creature's treasure will usually be in its lair, which
more often than not is just a narrow clammy burrow
deep in the ground.

On the other hand, intelligent creatures will alway:
carry useful treasure with them. There is no point ir

Potions Amulets Rings  Typical cash
3%; 1-3 no no

36%11% nd° N0 dlioo Florins
2%:;1-3 no no

15%; 1- 1%; 1-2  1%; 1

15%; 1-3  1%; 1-2 1%; 1 .
20%; 1-4 1%; 1-2 2%; 1 2d100 Florins
15%; 1-3  1%; -2 2%; 1

25%; 1-3  3%; 1-2 3%; 1-3

25%; 1-3  3%; 1-2 3%; 1-3

25%; 1-4 5%; 1-2 5%; 1-3 3d100 Florins
25%; 1-3  4%; 1-2 4%; 1-3

35%; 1-3 6%; 1-2 5%; 1-3

35%; 1-3  6%; 1-2 5%; 1-3

50%; 1-6  9%; 1-2 7%; 1-3 4d100 Florins
35%; 1-3  7%; 1-2 7%; 1-3

60%; 1-4 10%; 1-2 10%; 1-3

60%; 1-4 10%; 1-2 10%; 1-3

90%;1-6 10%; 1-2 15%; 1-3 4d100 FHorins
60%; 1-4 10%; 1-2 15%; 1-3

75%;1-4 12%; 1-2 10%; 1-3

75%;1-4 12%; 1-2 10%; 1-3

95%;1-4 15%; 1-2  15%; 1-3 4d100 Florins
75%;1-6 12%; 1-2 15%; 1-3
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owning a + 2 sword if it'slying in your treasure chest
at home when a bunch of rapacious adventurersjump
out at you. There are a few reasons why a creature
might not be using apowerful item (eg, it'stoo holy for
the vile monster to touch), but these are the exception.

Trading

Players frequently want to try buying magic items (or
conversely, sdling items they have and don't need). A
few words need to be said about this, for there is
actualy not much of a market in magic items.

Sorcerers are solitary and do not like being
bothered. Additionally, they have little use for money,
so even if a Sorcerer of sufficiently high rank can be
found he will not necessarily make anything for the
player-characters. If he does, he may expect payment
inthe form of afavour - perhapsaquest heistoo old
to undertake.

Sdling 'spare’ items is just as difficult. At first it
seems like a good way to make some fast money, but
consider the problems. If you are an adventurer with,
say, a Shielding Charm that you can't use, how areyou
going to go about selling it? The only people who are
likely to want it are other adventurers (a small and du-
sive part of the populace) or rich nobles (who would
probably have one already). The people you offer it to
may not be able to muster anything like its real value.
And you had better be heavily backed up by your
friends, or you might find yourself parting with your
preciousCharmat knife-point! Tosummarize, magical
merchantry can be a risky business, and is not always
especialy lucrative - unlessyou are dealing with folk
such as Elves, who redly prize any enchanted bauble.

But then, trading with the Elves is an adventure in
itself...
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Magical itemsfall into these groups:

Enchanted armour and weapons
Scrolls

Potions and magical compounds
Talismans and amulets

Rings

Unique artifacts and relics

Earlier sections (Chapter Two and Three) have
already described how these items can be created by
Sorcerers and Mystics, given time. But adventurers
tend to beimpatient people. They rarely wish to devote
months or painstaking yearsto constructing a magical
device, and much prefer to acquire these thingsin the
form of plundered treasure.

ENCHANTED ARMOUR

Any item of magical armour has a magic bonus. + 1,
+ 2 or +3. Thisindicateshow magical itis. Themagic
bonus is added on to the regular Armour Factor. + 2
ring mail thus has an AF of 5.

For any item found in treasure, two rolls must be
made. First to determine the armour type:
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d100 Armour

01-10 Hardened |eather
11-50 Ring mail

51-70  Chainmalil

71-00 Plate

and then to find out its magical bonus:
d100 Magic bonus

01-55 +1
56-85 +2
86-00 +3

ENCHANTED WEAPONS

Magical weapons also have a magic bonus. In the case
of anormal melee weapon, the bonus is added to the
user'sATTACK, DEFENCE, Armour BypassRollsand
to the damage inflicted on a successful hit. Using the
notationof DRAGONWARRIORS1, anormal swordis
a (d8, 4 points) weapon. Enchanted to + 2, the same
sword becomes a (d8 + 2, 6 points) weapon - and its
owner gains2 ATTACK and 2 DEFENCE pointswhile
fightingwithit.

In the case of amissile weapon such asan arrow, the
magic bonus is added to the user's ATTACK, Armour
Bypass Roll and (if the arrow strikes home) to the
wounditinflicts.

Where shields are concerned, the magic bonus is
addedtotheuser'sDEFENCE.

Aswith armour, two rolls are made;

d100 Wegpon

01-10  Arrows (quiver of six)
11-20 Battleaxe

21-30 Dagger

31-40 Morning Star

41-45 Quarrels (case of ten)
46-55 Shortsword
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56-60 Spear
61-80, Sword
81-85 Two-handed Sword
86-95 Shidd

96-00 Other (Halberd, Javelin, etc)
And, for the degree of enchantment:
d100 Magic bonus

01-45 +1
46-80 +2
81-00 +3

There is a chance that any enchanted item may be
flawed. This applies to armour as well as weapons
The chanceisvery small - most flawed items are des
troyed by the Mysticwho forged them, and many of the
remainder are shunned as their baneful power:
become known. The chance that an enchanted item i<
flawedis3% fora + 1item, 2% for a +2 and 1% for ¢
+ 3. Mystics may be able to detect the flaw in such ar
item using their Sixth Sense. If they do not, and &
character uses the item, disaster is inevitable.
(See Chapter Three, ENCHANTMENT OF ARMS &
ARMOUR.)

SCROLLS

Scrolls are illuminated parchments on which a spell i
written. By reading the spell aloud, a Sorcerer (not
necessarily the Sorcerer who wrote it) casts the spell
- but he expends no Magic Points, because the energy
for the spell was invested in the scroll when it was
written. Once the scroll is used, it disintegrates.
Scrolls are one-use items.

Scrolls may be of spells up to the ninth level. Scrolls
of first and second level are amost never found
because there is no advantage to be gained in inscrib-
ing them - each scroll written out reduces the calli-
grapher's Magic Point score by 2 until it is used.
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A d100 roll determines the level of the spell written
on any scroll found as treasure:

d100 Level of spell

01-10  third
11-30 fourth
31-55 fifth
56-75 sixth

76-90 seventh
91-96 eighth
97-00 ninth

Then roll randomly (ie, d6) to find the specific spell
withinthelevel. Spellswhich can have avariablenum-
ber of Magic Points inthem will usually have the mini-
mum ;leceﬁsary to cast the spell (eg, 4 MPsfor aWall of
Magic).

If thedicerollsindicate aRune, the scroll is actually
booby-trapped. Instead of being a scroll of the Rune
spell, it is a piece of parchment with a Rune inscribed
on it. The Rune will discharge the spell it contains
(generally something along the lines of Deathlight or
Stasis) as soon asiit isunfurled.

A Sorcerer who has found a scroll does not have to
useitinorder to find out what spell it is. He will recog-
nize any spell that he knows - that is not of a higher
level than his rank - by looking at it. Only when he
reads the scroll aloud is the spdl cast. Inability to
recognize the spell does not prevent him from reciting
it to find out what it does. If Gothique (a 1 rank Sor-
cerer wemet earlier) found aFirestorm scroll hewould
not have a clue what it did, but he could till read it
aloud and so cast the spdll.

POTIONS AND MAGICAL COMPOUNDS

Potions found in treasure will normally be in a flask
containing one dose. There is a 20% chance that the
potion was incorrectly prepared. Usually this means
that it will simply not work, but in a very few cases
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(whenever the GamesMaster fedls like having some
fun) there, will be some unexpected effect. (So amis:
brewed Potion of Occult Acuity might actually take
away thedrinker'sspellcasting ability for atime. Heal-
ing Potion might inflict a wound, etc.)

Therewill not always be alabel on the bottle to say
what the potion is; even if thereis alabel, it might be
Wrong. A Sorcerer will recognize any potion once he
has prepared it in the laboratory, from distinctive
odours and colour. Other than this, the surest way tc
tell what a potion does is to drink it!
| For each potion found, the GM rolls d100:

d100roll Potion

01-12 Potion of Dexterity
13-22 Potion of Occult Acuity
23-34 Potion of Strength
35-42 Healing Potion

43-46 Replenishment Potion
47-48 Amianthus Dust

49 - 60 Potion of Night Vision
61-62 Dust of Transformation
63-64 Elixir Vitae

65-66 Evaporating Potion
67-68 Sands of Slumber
69-76 Via of Smoke

77-78 Aitheron

79-80 Hydon

81-82 Lithon

83-84 Phlogiston

85-86 Potion of Dreams
87-89 Theriac

90-92 Poison

93-94 Potion of Control
95-96 Love Philtre

97-98 Potion of Truth
99-00 Virus Lunare

The effects of these various concoctions are as
follows;
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Potion of Dexterity

Drinking this potion will raise the character's Reflexes
score by 4 points, up to a maximum score of 18. This
enables the character to act earlier than he would nor-
mally in a Combat Round and may increase his
ATTACK, DEFENCE and EVASION scores. The effect
is of course only temporary; a Spell Expiry Roll is
applied to determine its duration.

Potion of Occult Acuity

This adds 4 points to the drinker's Psychic Talent
score, up to a maximum of 18. This may increase his
MAGICAL ATTACK (if any) and MAGICAL DEFENCE
scores. A Spdll Expiry Roll indicates when the effect
wears off.

Potion of Strength

This enhances the character's Strength by 4 points, up
to amaximum of 20. HisATTACK and DEFENCE scores
will be affected and also, possibly, his Armour Bypass
Rolls and meleeweapon damage. Again, a Spell Expiry
Roll sets the duration.

Healing Potion

This potion has a curative effect on any wounds the
drinker has sustained. One full draught is equivalent
to a spell of Greater Healing, but it is also possible to
obtain some benefit from only half a dose (treat as a
Lesser Healing).
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Replenishment Potion

When a Sorcerer drinks this potion he recovers 2-8
(roll 2d4) expended Magic Points. It will not take him
above his normal MP limit. When drunk by a Mystic,
the potion allows him to subtract 1 from his next
Psychic Fatigue Check die roll (if he is not already
psychically fatigued) or give him the ability to cast one
‘free’ spell of up to fourth levd (if heis).

Amianthus Dugt

Sprinkling this heavy black powder over a character
will give him limited protection from the effects of
flame and excessive heat. He becomes completely
immuneto normal fireandtakesonly half damagefrom
supernatural fire (a Dragon's breath, a Firestorm
spell, etc). A Spel Expiry Roll indicateswhentheeffect
wears off.

Potion of Night Vision

Quaffingthis blue-black fluid gives the ability to seein
the darkness of night as though it were day. The utter
blackness of a dungeon will seem like twilight. The
effect lasts for two hours.

Dust of Transformation

This must be hurled to the ground at a character's feet.
In a puff of smoke and a dazzling flash he will be meta-
morphosed into another form. This is like the Trans-
formation spell, except that a Spell Expiry Roll applies.
The form is predetermined when the ingredients are
mixed and 0, unless the container islabelled, the use-
fulness of the dust can only be established by trial -
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the user might find himself turned into a morose toad!
The most common forms 'encoded’ into Dust of Trans-
formation are Wolves, Bears, Pythons, Tigers, Bats
and Giant Spiders. Gorgons are also favoured: the
transformed character does not really acquire 'the
eyesthat fossilize' - but any enemy who mistakeshim
for area Gorgon won't know that! If the character
wishes to resist being changed by the dust's power, he
must roll d20 and score less than or equa to his
MAGICAL DEFENCE.

Elixir Vitae

A prized potion. Poured between the lips of a corpse, it
has the affect of restoring life. The revitalized charac-
ter loses 1d3 Health Points and 1 point from each of his
characteristics (Strength, etc) permanently. The
potion may not work properly if the character hasbeen
dead for more than a month; there is then a 50%
chance that he will be raised as a horrible Ghoul
instead of a living man. After a year and a day, the
Elixir has no chance of working.

Evaporating Potion

Moments after imbibing this rancid brew, a character
will dissolveinto adank sulphurousmist. Thisisno bad
thing, however, for in 'mist form' the character is able
to drift dowly aong at 3m per Combat Round. This
means that he can seep under doors or through ti nP/
cracks. Another advantage is that the character will
not takedamagefromnonmagical weaponsor indirect-
attack spells. A Spell Expiry Roll determineswhenthe
character returnsto hisnormal form. A character who
wishesto resist the potion's subliming effect can do so
byrollinglessthanorequal tohisMAGICAL DEFENCE
on d20.
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Sands of Sumber

This compound is usudly tied up in a flimsy pouch
which can be flung at an intended victim. It is then
treated as a normal hand-hurled missile. The pouch
splits when it strikes the target, scattering the abra-
sive dust over him. It is dso Bossible to fling a loose
handful directly into hisface, but this can only be done
at point-blank range and is not feasible if the target is
weaving about in melee. The target character must, if
hit by the dust, roll less than or equal to his Reflexes to
avoid getting the Sands of Slumber in his eyes. If he
fails this roll he becomes drowsy (treat as a Weaken
spell) and will lapse inexorably into a deep seep
within 2-8 Combat Rounds. The character can only be
aoused from this dreamless repose if another
approaches him with honest intent to kill him. If this
happens he will awaken at once, but otherwise he will
deep for a hundred years.

Vial of Smoke

This volatile mixture isusually stored in afragile clay
bottle or tube of crystal. When the container is
smashed, a dense cloud of white fog formsrapidly, bil-
lowing out to adistance of 5m. Visibility isnil, evenfor
a character using Clairvoyance. A d6 is rolled at the
start of each subsequent Combat Round; onaroll of '6',
thefogdisperses.

TheElemental Essences

These potions summon or create an Elemental, which
may then serve the user for atime. Each looks quite dif-
ferent - Aitheron, which materializes an Air Ele-
mental, is a thick resinous substance which must be
scattered into the air. When poured into water, Hydon
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creates a Water Elemental. Lithon is a moist chalky
deposit which, mixed with soil or pebbles, causes an
Earth Elemental to appear. Phlogiston bursts aight at
the merest spark and a Fire Elemental will coalesce
from the flames. The character must make a special
roll to see if he commands the Elemental: his rank or
less on d12. A failed roll means that the Elementa is
freeto enjoy an orgy of destruction, whichwill usually
beginwithits summoner. The Elemental will fadeafter
half an hour, unless dain before that.

Potion of Dreams

This must beimbibed before going to deep, causingthe
drinker to experience visions of events past, present
and future. The intention is to glean something of
direct bearing on the drinker, but the potion is unreli-
able and may reveal a pageant of irrelevant fantasies.
Nothingiswhat isseemsto beinthemurky realmof the
subconscious. Eventsmay appear insymbolicform;the
GM just informs the player what he has dreamed, and
leaves the latter to interpret it for himself.

Theriac

This is a universal antidote which will neutralize any
poison in the character's bloodstream. It does not heal
any physica damage (lost Health Points) already
inflicted by the poison.

Poison

This covers, asthey say, amultitude of sins. Theingre-
dients cost given earlier isfor anormal strength poison
(roll Strength or lesson 3d6 or die). Weak (2d6) poison
costshalf asmuchto make. Strong poison costsdouble.
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It is aso possble to concoct ‘fancy' poisons - things
that only paralyse, weaken, impair reflexes, etc, if the
requiredroll isnot made. M ost poisons are madeto be
administered orally, but that isnot theonly kind. Some
Sorcerers make venoms that can be smeared onto &
blade or arrow-point. Exposure to air renders the
venom inactive if the weapon is not then used withir
one minute (10 Combat Rounds).

Potion of Control

The character must trick his intended victim intc
drinking this potion - perhaps by claiming that it is
some beneficial substance such as a Healing Potion
Thedrinker will obey thefirst personwhogiveshimar
order. This control lasts for afull day. It can be ter-
minated prematurely with aDispel Magic cast with at
least 9Magic Points, and wearsoff automatically if the
controlled character is ordered to kill himself or €
lovedone.

LovePhiltre

Thisis another potion that the victim must be trickeo
intoimbibing. Unfortunately, unlikePotionof Control
itiscompletely tastel essand canbemixedwithfood or
drink. Thedrinker fallsinlovewiththefirst character
of the opposite sex whom he lays eyes on after taking
the philtre. This can only be broken by keeping the
afflicted character fromhisbelovedfor atleastayear
Force will probably be necessary.

Potion of Truth

The character who drinks this bright golden liquid
must give atruthful answer to any questionthat is put
to him during the three minutesthat follow.
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Virus Lunare

This is an obscene brew which no decent Sorcerer
would ever dream of preparing. Unfortunately, it must
be said that a sizable minority of Sorcerers are hope-
lesdy vile. They make thisleprous distillation between
nights of the full moon. It must be administered to a
person whom the Sorcerer must then day with his own
hands. The potion traps atortured fragment of the vic-
tim's soul within the shdl of his corpse; and when the
Sorcerer casts Reanimate the Dead upon the body it
will arise as a Zombie, bound in unending service to
him until a second 'death’ might give it surcease.

AMULETS& TALISMANS

The words amulet and talisman tend to be used inter-
changeably nowadays. Both are magical devicesworn
around the neck. If there is any functional distinction
to be drawn it isthat talismans (the first six on the list
below) bestow some continual advantage on the user,
whereas the powers of amulets (the last six items on
the list) are restricted in frequency or duration.

d100 Talisman/Amul et

01-05  Periapt

06-12 Blue Scarab

13-30  Abraxus Stone

31-35 Auric Pendulum

36-50 Eye of Foreboding

51-60 Stone of Valiance

61-65 Ankh of Osiris

66-75 Shielding Charm

76-85 Amulet of Sovereignty over Violence
86-89 Key tothe Dark Labyrinth
90-96 Pendant of Alarums
97-00 Amulet of Soul Storing

Only one amulet or talisman can be employed by a
character at any given time. If he tries to wear more,
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their powers will interfere with one another and he
will be unable to make them work.

The powers of these items are as follows.

The Periapt

This is a smple stone with a hole through it, usually
mounted on a leather thong. Worn about the neck, it
af f ordssome protection against Curses and possession
(eg, by the spirit in an Amulet of Soul Storing). The
wearer getsa+4bonustoMAGICAL DEFENCEwhere
such attacks are concerned.

The Blue Scarab

This talisman, in the shape of a faience beetle on a
silver chain, defends the wearer against poison and
discase. Whenever he is exposed to any disease
(natural or sorcerous) or toxin, d100isrolled. Onaroll
of 01-15, the attack is completely neutralized.

The Abraxus Stone

This enhances the wearer's recuperative powers. His
rate of natural recovery fromwoundsis speeded by an
additional 1 Health Point per day. Thisappliesonly to
wounds hetook whilewearing thetalisman. Thisitem
isI ar;]oval of polished white onyx incised with a red
glypn.

The Auric Pendulum

This consists of a bob of grey marble hanging on a
copper rod. When brought within 15m of alarge quan-
tity of gold (at least 500 Crowns or an equivalent
weight), the Auric Pendulum swings towards it.
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The Eye of Foreboding

Thisisasmall globe of rose quartz which glows faintly
when anything triesto sneak up onthewearer with evil
intent. The warning glow isimperceptible in daylight,
but below ground in dungeons, caverns, etc, it will pre-
vent its wearer from being surprised (see Dragon
Warriors1, Chapter Six, Encounters).

The Stone of Valiance

This talisman, a smal sapphire with a triangle
engraved upon it, is said to make its wearer fearless.
Any fright attack against him, whether due to ghostly
manifestation or malevolent sorcery, is halved in
strength.

The Ankh of Osris

Once donned, this amulet cannot be removed until its
power has beenused. It will restorethewearer tolifeif
heor sheiskilled. Thisrevivificationisimmediateand,
apart from the permanent loss of 1 Health Point,
ensuresfull vitality. Havingperformeditsfunction, the
amulet loses all magical power.

The Shidding Charm

This amulet takes the form of a silver pentagram on a
small tabl et of oak. When commanded by thewearer to
protect him, the amulet produces atiny black point in
the air, around which images appear shimmering and
distorted asaboveafire. The effect isaccompanied by
a faint droning sound. The hovering black dot moves
rapidly to intercept any fast-moving object that is
about to strike the wearer. The wearer rolls dé for
each blow that would otherwise hit him; on a roll of
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4-6, the blow is deflected. A Spdl Expiry Roll is used
to determine how long the effect lasts. The amulet will
operate twice in one day, recovering its powers at
midnight.

The Amulet of Sovereignty over Violence

A sparkling diamond on awhite gold chain, thisamul et
imbues the wearer's body with supernatural tough-
ness. Any wounds hetakesare halved (round fractions
up.) A normal sword would thus inflict only a 2 HP
wound instead of the usual 4 HP. The duration of this
effect is set by a Spdl Expiry Roll. This amulet
operates once per day; once used, its powers regen-
erate at midnight.

The Key of the Dark Labyrinth

A tami-gold key wound with lacquered strands of
human, thisamulet is particularly bizarreinits effect.
Any being who wounds the wearer in melee while the
amulet is in use experiences a sorcerous attack.
The effect has a MAGICAL ATTACK of 20, matched
against the being's MAGICAL DEFENCE just like a
spell. If the attack works, the being disappears from
this world and is transported to a confusing other-
dimensional maze. The being must find hig/its way
through this maze in order to return to the real world;
2d4 are rolled every Combat Round, and on aroll of 8
helit reappears. A Spell Expiry Roll applies to the
effect of thisamulet, and onceit isused it will not func-
tion again that day.

(Special note: Theremay come atimewhen aplayer-
character attacks someone using this amulet and suf-
fersitseffect. Rather than havehimmakethe 2d4 rolls
to abstractly represent his plight, you could actually
map out a Ssmple maze and see how long he takesto get
throughit.)
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The Pendant of Alarums

Thisis a small steel bar on a steel chain. It enables the
wearer to set invisible alarm-spells on the back of
doors, the lid of a chest, floors, windows, etc. When
any being passes that way, the amulet produces a soft
chime. To receive the alarm, the owner of the amulet
must be within 250m and wearing his amulet at the
time. Up to nine different alarm-spells can be set with
the amulet, and the warning from each alarm-spell has
its own characteristic pitch. (A problem: Isthe wearer
tone-deaf ?) If the wearer removes the amulet, any
alarm-spells he has set are negated. An alarm-spell is
also negated when it is tripped.

The Amulet of Soul Storing

This can be made to look like any one of the preceding
amulets and talismans. Its function is to contain the
wearer's soul if heis dain. If another person then puts
onthe amulet, the soul can attempt to possesshim. This
is resolved like a direct-attack spell, matching the
MAGICAL ATTACK thatthedead characterhadinlife
against the MAGICAL DEFENCE of the victim. (If the
character did not have a MAGICAL ATTACK score,
his soul attacks with an effective MAGICAL ATTACK
of 2d6 + his MAGICAL DEFENCE.) Even if the first
attempt at possession fails, the soul can try again and
again (once each Combat Round) until the amulet is
removed. Successful possesson means that the soul
takes up residence in the victim's body (acquiring the
appearance, Srength and Reflexes of the host but
retaining the skills and memories of its original self)
while the victim's soul is displaced into the amulet.
(Such an amulet found in treasure will often - 80% of
the time - have a soul trapped within it. Roll 3d4 to
find the soul's rank when alive and d4 for its Profes-
sion; thisyields the appropriate MAGICAL ATTACK
with which to assail whichever unsuspecting player-
character puts the amulet on.)
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RINGS

Any character with aPsychic Talent score of at least 9
can use magic rings. Rings must be worn on the left
hand, and wearing more than three at a time will pre-
vent any of them fromfunctioning. Activatingaringis
an action, taking one Combat Round. Those rings
which have charges will be found with 3d8-3; they
can be recharged up to the maximum capacity of 21
charges by any Sorcerer of 8th rank or higher. The
time required for this is one lunar month per charge.

One problem with rings is finding out what they do.
There are hundreds of different forms a ring might
take: aplain silver band, a coiled serpent in bronze, an
amythest in a gold setting, an intricate filigree. . .
Whatever the maker chose, in fact. Appearanceis no
clueto function. Only a few (perhaps one in ten) bear
any inscription, so often the only way to find out what
theringisistotry it out.

Rings found in treasure:

d100 Type

01-20 Ring of Agonizing Doom
21-27 Ring of the Burning Halo
28-34 Ring of Negation

35-40 Ring of Obedient Parts
41-45 Ring of Psychic Chains
46-66 Ring of Red Ruin

67-87 Ring of Sentinels

88-00 Ring of Teleportation

The Ring of Agonizing Doom

Each charge of this ring generates a bolt of emerald
lightning which forks out towards the nearest 2-8
beings in the direction the ringwearer is pointing. The
bolt has a SPEED of 12 and a maximum range of 20m.
Each being struck takes 2d8 HP damage, reduced by
his/its Armour Factor if any.
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The Ring of the Burning Halo

This surrounds the user with a coruscating circle of
white fire 21/2minradius. Any being attempting to
cross this halo will take 2d6 Health Points damage;
again, armour (or tough skin/scales) protects by
absorbingitsAFfromthisdamage. Eachuseof theri ng?
costs one charge and lasts until terminated by a Spel

ExpiryRoll.

The Ring of Negation

A charge of thisring produces aglittering beam of anti-
magical energy. This beam can be directed at asingle
durational spell within its range of 10m. If the spdll
was cast with 8 Magic Points or less (Mystic spdls:
cast at eighth level or less) it is dispelled at once.

The Ring of Obedient Parts

When this ring is constructed, an outre entity of
unguessable origin and nature is somehow summoned
and trapped within it. Upon command, the entity
within the ring will release one of its constituent
sections. A largeyellow eye, hand or mouth appears in
the air and waits for the ringwearer's telepathic
orders. These parts can float through the air at 10m
per Combat Round (six kilometres an hour, a brisk
walking pace) and are prepared to go any distance to
serve their master. The eye can record visual images
and play them back, in the form of a monochrome
projection on any suitable surface, when it returnsto
its master. The hand can fetch and carry anything that
a man could lift with one arm. It can sense objects
around it, but cannot 'see' clearly and thusisunableto
wieldasword. Thelipswill carry messagesand return
to tell their master what they have heard - unlike the
other two forms, the lips have an acoustic sense; like
the hand, they 'see’ only hazy shapes. All three forms
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hover at a height of no more than 5m above the ground.
When one, form has returned to the ring, the entity
within can be made to send forth another. Thereisno
restriction on the duration or number of uses of this
ring, but only one of the three parts can be manifest at
any giventime.

The Ring of Psychic Chains

Sucker bait left around by sneaky Sorcerers. Thisring
negates a Sorcerer's or Mystic's ability to use spells
the moment he dipsit onto his finger. Mere forceis
insufficient to removethering - this must be accom-
plished with an 8 Magic Point spell of Dispel Magic or,
more drastically, by severing the finger.

The Ring of Red Ruin

At the cost of one charge, this ring emits a beam of
searing light towards a sngle target within 20m. If the
target failsto dodge (the beam has a SPEED of 20), he
suffers1d20 HP damage. Magical armour will reduce
the damage taken by its magic bonus, nonmagical
armour isineffective.




The Ring of Sentinds

With each charge expended, the wearer can bring an
unhuman Knight from another world to fight for him.
These Sentinels have blue-white skin, violet eyes that
pierce even the total dark of an underworld, and wear
gilded armour of quite unearthly design. The stats of a
Sentind are:

ATTACK 16 Two-handed sword (d10, 5 points)
DEFENCE 10 Armour Factor 4

MAGICAL DEFENCEG6 Movement: 10m/
EVASION4 Combat Round

Health Points 1d6 + 10 Rank-equivalent: 4th

For each Sentinel summoned, a Spell Expiry Rall is
used to determine how long it remains on this Plane.
The ringwearer can summon no more than three Sen-
tinelsat atime - hemust thenwait until one of themis
slain or vanishes of its own accord before he can use
the ring again.

The Ring of Teeportation

This enables the ringwearer to teleport up to 150m
instantaneously. He must have some familiarity with
hisintended destinationto besureof arriving safely. A
place counts as 'familiar' in this context if the wearer
has studied it first-hand for at least five minutesinthe
past hour, or ten minutesin the past two hours, and so
on. Any place he has carefully scrutinized for over
thirty minutes on two separate occasions counts as
permanently familiar; he can teleport to it in perfect
safety at any time he is within range. If he teleports
without taking these precautions, to a location he
hardly knows, roll d100. There is a 70% chance the
teleport will work properly, a25% chancethat it will
be to some random location within 150m, and a 5%
chancethat theringwill turnthewearer inside out and
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back to front before gecting him into another dimen
sional continuumwhereheislost forever! Itispossible
to use the Ring of Teleportation to transport someone
dse; the wearer must physically touch the character
heistryingtoteleport, and thelatter may wishtoresist
the effect (match the ring's MAGICAL ATTACK of 2C
vs the character's MAGICAL DEFENCE). Each use of
the ring, whether to teleport the wearer or another
character, uses up one charge.

ARTIFACTS

Magical artifacts are usually unique. Most are the
fruit of alifetime (or more) of work by adedicated (or
crazy) magician. Player characters who attain very
high rank (15th or more) could attempt to devise arti-
facts of their own. Powerful magic, unlike modern
science, is not always reproducible; artifacts con-
structed by two different Sorcerers will always differ
insomeway, evenif they havethe samegeneral effect

Some of the artifacts which could featurein a cam-
paign are given below. GamesMasters should devist
their own additionsto thislist - partly so that the arti-
factsreflect the mood and setting of the campaign, anc
partly so that players cannot cheat and find out what ¢
unique item does by looking it up in this book!

Felgor'sVisor

The warlord Felgor (called 'the Reaver") possessed ¢
helmet with a visor of blue-grey metal fashioned intc
the aspect of a terrible demon. The character whc
wears this helmet can cause it to discharge a bolt of
raging energy to a distance of 10m. The bolt has ¢
SPEED of 12. Useof thispower drainsenergy fromthe
wearer - for each Health Point he expends, the bolt
inflicts1d4 HPdamageonthevictim(who subtractshis
Armour Factor from the total damagerolled).
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The Tempest Horn

When this hornis blown, awind arises from nowhere.
Within aminute (10 Combat Rounds), storm cloudswill
have covered the sky and a localized tempest, 150m
across, will rage around the horn's user. Within the
storm zone, rain driven by the fierce gale reduces vis-
bility to 5m, and the continuous rumble of thunder and
shrieking winds make norma communication impos-
sble. Beings caught in the storm move at half their
normal rate, and flying characters/creatures have a
10% chance each Round of being dashed from the sky.
Thereis also a 5% chance every Combat Round that a
bolt of fork lightning will strike 2-12 beings in the
storm zone, inflicting 6d6 HP damage (the victim can
subtract his AF if he iswearing magic armour). At the
very centre of the zoneis an areaof calm, the eye of the
storm, 3m across; thus, the user of the horn remains
safe from danger. The storm | asts ten minutes and then
dies as suddenly as it appeared. The horn is evidently
usable only outside, and but once per week.

The Sword of Darkness

This thin blade of black metal is said in some folktales
to havebeenforged by the Devil himself, and most war-
riorswould beloath to useit in spite of itsmagic. It con-
fers no bonuses to the wielder's Combat Factors, but
uses a 20-sided dice for Armour Bypass Rolls and
inflicts a 5 HP wound. The sword has a certain sen-
tience (reputedly evil) of its own. It can makeitswishes
and feelings known to its owner by empathy, and has
three spells which it can use once a day: Shadowbolt,
Mantlet and Nova. It casts these at its own whim, not
necessarily when its owner needs them.
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The Crown of Truth

Whoever wears this unadorned circlet of gold has a
75% chance of seeing through any illusion at first
glance. Simply touching the illusion will cause it to
vanish.

St. Goldmund'sL ocker

This is awooden casket of moderate size, bound with
bandsof iron. It countsas 'twoitems' for encumbrance
purposes; but infact up tofifteenitems, each ashig as
a man, can be fitted within! Placing an item in the
locker takes one Combat Round; removing an item
takestwo Combat Rounds.

The Torc of Continual Restoration

This very powerful magical item continually regen-
erates the body of the character who wears it. He or
she heals a the rate of 1 Health Point per Combat
Round. Lost limbs or organs will grow back within an
hour, and even if the character is killed he will rise
from the dead once the Torc restores him to positive
Health Points. The only type of wound not restored by
the Torc is that caused by fire - including natural
flame, spells of Dragonbreath, Nova or Firestorm, the
breath of a Dragon, etc. Once fixed around a charac-
ter's neck, the Torc will clamp shut; it can only be
removed when the character is dead.

Flying Carpets
A number of famous wizards created flying carpets.
The great Sorcerer Norfengu even built aflying palan-

quin! The exact powers of various flying carpets dif-
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fer, but most will bear aload of four or five people at
speeds of up to 75 km/hour. To operate aflying carpet
one must know the command words to make it come,
land, take off, fly straight on, turnleft, turnright, gain
altitude, lose altitude. Sometimes the last two com-
mands are subsumed into theland/take-off commands.
Sometimes the carpet will have awider range of com-
mands. Aktrium the Mage made his flying carpet
respond to the tunes he played on a flute, but was
undonewhen aHobgoblin piper mimicked hisnotes. To
gain maximum manoeuvrability, therenowned Ranul f
Deathgaze created a flying throne that responded to
histhoughts, though with the drawback that heneeded
full concentration to operate the device and could not
cast spells while in flight.

The Sceptre of the North

Thisisashort rod of silvery metal with a glyph-incised
sphere at one end. Pressing a catch on the side
releases a tremendous bolt of force that will demolish
stout doors, blast 20cm into solid rock, or deal 4d10 HP
damagetoabeingwhofailstoevadeit (SPEED 14). The
beam is quite narrow, so it will strike only a single
person, and the range is 5m. The Sceptre operates
three times and then takes 48 hoursto recharge itself.
Thisdevicewasinvented by the Companionsof thelce,
reclusive priests of the nemesis-god Angaril, and it is
rumoured that they constructed at least ten such scep-
tres to further their nefarious goals.

Orric's Sates
Though well-versed in powerful sorcery, Orric was a
gentle priest who loved scholasticism. He made two

slates with the property that whatever is written on
one will appear at the same time on the other, regard-
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less of the distance between them. (Characters may, of
course, come across one without the other - unkind
GMs, takenote!)

TheMirror of the Moon

The owner of this strange device can cause it to create
a soulless, nearly mindless simulacrum of a single
opponent within 5m. The simulacrum has the fighting
skills and other characteristics of the person it
resembles - and also has duplicates of his arms and
armour, though it has not the wit to use any magical
devices he happensto possess. It will attack itsorigina
to the excluson of all else - using only physica
attacks, for it can neither use magic nor be affected by
it. Once it has dain the origind, it fades from exis-
tence. If the original defeats the simulacrum, the
Mirror shatters; otherwise, it can be used once aweek.

The Cloak of Invishility

Whenever this dark red cloak is donned, the wearer
becomes invisible to the eyes of any character below
6th rank. However, the wearer must exert some con-
centration for the Cloak to work properly. If his
concentration is broken (for instance, if heiswounded,
or wishes to attack, or cast a spell) he appears as a
flickering shadowy form to characters of 1¢ to 5th
rank, though he retains full invisibility where normal
mortals (ie, unranked characters not belonging to an
adventuring Profession) are concerned.

Wristband of Extreme Luck

This faceted jade vambrace enhances the wearer's
luck in dire emergencies. In game-terms, its powers
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apply whenever a dice rall is being made and only one
specific number will be of benefit to the wearer. In
these cases, 1 is added to or subtracted from the rall,
as needed. For example, if the wearer were trying to
strike an opponent whose DEFENCE ishigher than his
own ATTACK, he would normally hit only on a " on
d20. The Wristband subtracts 1 from the die rall,
meaning that hehitsona 1 ora2.

RELICS

A relicisatooth, bone, lock of hair, or other fragment
of a saint's mortal remains. Such fragments may be
stored within areliquary - often a crucifix or sword-
pommel - and have power against unholy beings.

The exact powers of relics vary. All give the owner
some chance of sensing great evil when it is present in
an object, place or person. Other powers should
ideally be at the discretion of the GamesMaster, who
may or may not wish to follow these guidelines.

First roll d10 for the quality of the rdlic:

dl0 quality powers

1-2 holy 1% chance of sensing evil; one
additional power - roll 2d6-I
and consult the list below.

3-7 saintly  20% chance of sensing evil; two

additional powers - roll 2d6
for each on table below.

8-9 perfect 40% chance of sensing evil; three

additional powers - roll
2d6+1 for each on table
below.

godly 80% chance of sensing evil; three
additional powers - roll
2d6+3 for each on table
below.
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Then roll for additional powers as indicated:

dice roll
1
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power

+ 1 DEFENCE when fighting Goblins
Hobgoblins or Trolls

+1 MAGICAL DEFENCE vs Hobgoblir
sorcery

+1 DEFENCE when fighting Undead

+1 ATTACK when fighting Goblins
Hobgoblins or Trolls

+1 ATTACK when fighting Undead

+1 MAGICAL DEFENCE vs Elven magic

+1 MAGICAL DEFENCE vs Undead
magic

+1 MAGICAL DEFENCE vsadl sorcery

+2 DEFENCE vs Undead, Goblins, Hok
goblins & Trolls

+2 ATTACK vs Undead, Goblins, Hob
goblins& Trolls

+2 MAGICAL DEFENCE vs Undead and
Hobgoblin magic

immunity to fright attack and Vampire
mesmerism




13 power to exorcize Ghosts

14 inflict twice normal damage in combat
with Undead

15 power to drive away Undead (takes
three Combat Rounds)

GamesMasters may wish to restrict the use of relics
to devout characters. Sorcerers are not evil, but the
power they use is intrinsicaly pagan and they are
consequently unable to benefit from arelic.

Abbeys prize these items because ownership of a
relic confers status on an abbey. If arelic is taken to
the monks then they may pay well for it. However, if
they see any excuse for deeming the owner unworthy
(andif heisnot of too high rank!), they will smply con-
fiscate the relic and throw the character out!

The following scenarios, A Shadow On The Mist and
Hunter's Moon, are intended for aparty of about four
characters of 1st-3rd rank.

A SHADOW ON THE MIST

General note: A short scenario, best suited to a
party with a high proportion of Sor-
cerers and Mystics.

Overviewof The characters are summoned to the

the adventure:  manor house of the village in which
they'restaying. They meet Sir Beorn,
steward of the loca lord, who dis-
patches them on a misson to a
strange, shunned, fog-shrouded hol-
low. This is the abode of an evil
Wight, twisted revenant of the high
king buried here in ancient times.
The characters must enter the mists
of the hollow and return with the
items Beorn needs.

GM: Throughout the scenario, sectionswhich may be
paraphrased or read out wholesale to the players are
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in italics. Other sections concern monster statistics,
unobvious, or hidden details, and other information;
these are for your eyes only.

|. Theadventurebegins

Itis dawn. As the sun rises over thefields around
Axbridge, you are already out on the village
green, exercising and practicing your combat
drill. You are surprised to see Notker, a short
ruddy-cheeked fellow who serves as the lord's
bailiff, running along the street towards you. He
stopsfor afew moments to catch his breath, then
callsout, "Comewith meto themanor. Sr Beorn,
steward to the baron, is here. He wishes to speak
with you!"

GM: A brief word about the socid order is perhaps
appropriate here. The estates of the baron, whose
castle lies several days ride to the east, are widely
scattered. He cannot personally supervise them al, so
he has a steward to take care of this. Sir Beorn spends
much of his time overseeing the various villages of the
fief. In his absence, responsibility for the manor house
resdes with the bailiff, who is himsalf of peasant
stock.

Most of the villagers would be suspicious of
adventurers - though they are always ready to feed
and shelter anyone who pays good money. The bailiff,
Notker, would rarely speak to them; heisanhonest and
pious man who distrusts those who live by their wits.
For the steward, a gruff old Knight and veteran of the
Crusades, to summon common adventurers into the
manor house is truly remarkable. The players should
realize that something of great importance must be in
the offing.

Notker ushers you into thelong hall of the manor
house. The steward, Beorn, waitsimpatiently. He
is a broad-shouldered man with a fierce stern
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face, and he wastes no time on pleasantries.

"Upin hills by Norham Wood thereis a hollow
that thelocals call Hob's Dell. They believeit to be
amagic place, and won't go near it. | need some
people who aren't afraid of churls fireside
tales." He hurls a fat bag of coins down onto the
table. "A hundred and fifty silver Florins. You get
fifty now, and the rest after you've done the job.
There may be treasure along the way, and you
can keep one tenth of any that you find.
Inter ested?"

GM: Beornis most definitely not a man to haggle. If
the characters try to strike a better bargain, he will
curtly motionthemto leave. If they changetheir minds
then, they will find the fee has dropped by thirty
Florins!

Assuming that they accept, Beorn goesonto explain:

"The baron's tax collector passed through
Norham from here two days ago, heading for the
castle. He had the taxes of four manors in his
saddlebags. A few hours later, his horse limped
back into Norham without him. The taxes were
missing also, and afine sword | was sending asa
gift for my brother. The horse must have thrown
him up by Norham Wood - perhaps a Goblin
frightenedit, pah.' Hisneck can be brokenfor all |
care, but | want that sword back. And if the taxes
aren't recovered, the peasants will have to pay
twice this year. Not a pleasant thought, with
winter coming on."

His scowl tells you it is not the peasants' wel-
fare that concerns him.

GM: Much of what Beorn hastold themistrue, but he
has omitted some salient details. As the characters
leave, they may begin to see holes in Beorn's story.
Why does he assume the tax collector was up near
Hob's Dell? Why is he so anxious to recover the lost
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sword? (Naturally, they are asking for trouble if they
make any,such doubts known to Beorn!)

The facts. Beorn and two of his men met up with the
tax collector (whose namewas Harald) afew daysago,
in the small village of Hesard's Ford. Beorn gave him
the sword and asked him to deliver it into the hand of
Beorn's brother when he reached the castle. In fact,
the sword itself was of no importance - but concealed
within its pommel was a message from Beorn which
incriminates him in a plot on the baron's life. Harald
heard Beorn talking with his men, realized what was
afoot, and departed at once. They soon discovered his
absence and set out in pursuit - Beorn coming west to
Axbridge while his men covered the northern road.

Harald was indeed heading north, and the men
caught up with him just beyond Norham. Hefled from
the road up into the hills, but his horse threw him at
Hob's Ddll (see later). His pursuers found the horse,
took the taxes in its saddlebags for their pains, and
slapped the beast back into Norham. Finding no sign of
Harald or the sword, they rode straight here and
reported to Beorn.

Beorn is all but certain that the sword is lost within
the boundary of the Ddll and neither it nor the message
will ever be found. He would like to make absolutely
certain, but heis not prepared to risk his own skin and
his men will certainly not undertake such a mission.
Hence he is employing the player-charactersto get the
sword back. If they fail to return, he will seek out other
adventurers and offer them the same deal. Heisvery
keen to make sure that the loss of the sword does not
becomewidely known. If hisfellow plottersgot to hear
of it, they might decide he was a careless liability and
finish him off along with the baron!

I1.Gettingthere

GM: If they leave a once, the characters should
reach Norham by noon the following day. They will
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probably choose to stop overnight at Igham. Farmer
Gormand there is an obliging fellow who will et them
deep on hisfloor for three pennies apiece.

You are advised not to bother with random encoun-
ters on the road. This adventure is tough enough!

A day and a half's journey east brings you to
Norham. The road is a treacherous muddy track
at this time of year (late auturmn), and as you pass
the village pond you begin to savour thoughts of a
hot bath. Perhaps one of the good people of
Norham will take you in. They are stout-hearted
folk, proud of their freedom and theliving they eke
out in this tiny farming community. You have
heard that they always help wayfarers out of the
kindness of their hearts, and never accept
payment.

You must have heard wrong. Three men stroll-
ing in from the fields glower at you coldly before
disappearing into a wide building of stone and
timber.

You make your way inside. The air is smoky
from thefirein the middle of the building. A cow
has been saughtered and is slowly roasting over
the hearth. There are several people here, and
among them you quickly pick out the men you saw
outside.

"We cannot welcome vagabonds,” declares
one, stepping up toyou. "Theseareleantimesand
we are honest working folk. Toil is the most
respected virtue in Norham; idle mendicants are
given short shrift.”

Everyone in the room has fallen silent. They
watch you with sullen expressions.

GM: The man they are talking to is Hyple, the head
man of thevillage. If they areto get welcomehere, heis
the one they must convince of their honest intentions.
An offer of money - someten silver pieces would suf-
fice - will certainly help. Conversely, if the char-
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acters resort to threats they may be able to cow the
villagers for a time, but they will never get any co-
operation. Such co-operation is vital to the adventure.

If they can befriend Hyple, he takes them over by the
fire and tries to answer their questions. If he cannot
remember some detail personally, he will yell out the
question and someone in the room will pipe up with the
answer.

"The tax collector rode through Norham just
before dawn a few days ago, as though Old Nick
himself wereright behind. Only a short timelater,
two men on frothing chargers came pounding
through. They must soon have caught up with the
first man. Some time later, the tax collector's
horse came limping back into the village."

Will the smith ambles over with a mug of alein
his hand and takes up the story: "I caught the
poor beast's reins myself. It was stumbling about
and rolling its eyes - shivering like it'd been
ridden hard all night. Its saddlebags had been dlit
with a knife, cleaned out but for a few copper
pieces.”

"The other two men rode back just after that,"
says Hyple. "They paid none of us any heed, just
bantered with one another in the nervous manner
of men who've done an evil deed. They glanced at
the horse as they rode by, and one of themgrinned
at the other and patted his saddlebag, but they
didn't stop."

GM:  If questioned as to what they suppose happened
to Harald, Hyple and the others are of one mind:

"There can be no doubt he strayed near Hob's
Ddl. Either the two men overtook him and
butchered him there, or he hid from them in the
Ddl and Gardener Jack got him. He'll not be seen
in this world again.”
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GM: The characters will surely have a dozen ques-
tionson their lips. What and whereisthe Dell? Who is
'‘Gardener Jack'? Y ou should paraphrase the villagers
answersfromthefollowing folklore:

Hob'sDdl isahollow upinlow hillsnorth of Norham
Wood. It is enclosed by a fence of sharp iron palings
that Saint Ambrosiusis said to have put up one Twelfth
Night long ago, to keep the evil of the hollow forever
trapped inside. The place is permanently shrouded in
fog, so that beyond the black railings of the fence one
can usually see only a blanket of whiteness. Even on
the hottest days of summer the fog maintainsitsgrip on
the place - it rolls back from the fence, but is never
gone entirely. On such days, the tangled 'garden’
within the hollow lies revedled: a clammy, weed-
choked place where wisps of sickly white mist move
through the long grass like snakes.

‘Gardener Jack' is the local name for the monster
that lives within the Déell. The villagers speak of him
with such conviction that it may be some time before
the characters realize that he has not in fact ever been
seen by anyone here. There are plenty of stories about
how someone's grandfather once caught a glimpse of
him at dusk, etc, but no first-hand testimony. Everyone
inthe village has their own vivid idea of what Jack is -
some say he's a wizened dwarf with a giant's head,
others that he's a ragged wolf-mawed serpent, or a
hairy ogre with a necklace of skulls. (Who can
where such legends come from? The truth, we shall
shortly see, is rather different.)

Lastly, likemost folklore, the stories about Gardener
Jack are rife with inconsistency. He is said to wander
the hills in the guise of a man in white robes, and lure
travellersinto the mistsof the Dell. But theironfenceis
believed to keep himtrapped within the Dell, sothereis
a conundrum here. Furthermore, though the villagers
refer to Jack as 'evil' and 'afiend', they clearly have a
sort of affection for him. Though they fear him, he has
never brought any of them harm; and he is, after al,
their own local bugbear!
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I11. The adventure at Hob's D€l

You remain in Norham overnight and set out for
Hob's Dell early the next morning. One of the
village boys takes youinto the hills and points you
on your way before scurrying back towards
Norham. Following the signs he described to you,
you pass a lightning-split oak and wend your way
beside a gurgling brook, andin about an hour you
reach Hob's Dell.

A sea of freezing fog hangs here, filling the air
with a damp animal reek. You find afence ofiron
railings higher than your heads, sturdy despiteits
rust. Followingthisa.littleway, you seeafewgaps
where the railings are broken or rusted away,
though none large enough for a man to squeeze
through.

Soon you arrive at the gatein thisfence. Close
by you notice a possible clue to the tax collector's
fate: a bloodied tatter of cloth hangs from one of
the fence's sharp spikes.

The gate isfastened shut with a heavy chain on
which hangs a large black crucifix. Beyond the
railings you see only the impenetrable blanket of
themist. . .

The chain on the gate is in fact the single all-important
link in the boundary spell that shackles the evil of the
Déell. Under a Mystic's See Enchantment power it will
thusregister as strongly magical. Actually, thefenceis
not entirely whole; there are some points where it ha
rusted through, despite the magic invoked when it was
erected. But as long as the chain is not removed
Tuannon (the Wight whose abode thisis - seelater) is
unable to escape from the Dell.

The crucifix is tarnished silver. It is quite large -
more than forty centimetres - and could conceivably
be wielded in combat, like a club. After asingle battle
it would be | eft battered and unusable, of course, so the
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characters may dismiss the idea of usng it as a
weapon. Because it is solid silver, it could prove effec-
tive against the Wight. Melted down, it would yield
silver to the value of some 200 Florins. (All this pre-
supposes, of course, that the characters check it out
and discover that it is silver. In its tarnished state it
looks morelikelead.)

Getting into the Dell will not beaproblem, evenif the
characters decide againgt unfastening the gate. The
climb over the fence has adifficulty factor of 6. (Only 5,
if another character can provide aleg up.) Thismeans
that any character with a Reflexes score of 6 or higher
has no problem scaling it. Others must roll under their
Reflexes on 1d20; a failed roll means the character
dips (20% chance of impaling himsalf on the railings
- treat this like a dagger blow) and must try again.

General notes about the Dell:

(8) Theentire region within the Dell is shrouded in
thick fog. The characters' visibility will beno more
than 30m - and beyond 10m, objectsappear only as
shadows on the mist. The Wight's vision is not
impeded by thisfog.

(b) Characters can move at normal speed on the
path. That is, 10m per Combat Round normally, and
up to 40m/CR when running. If they stray from the
path onto the uneven, muddy terrain of the inner
Déell, movement rates are halved. Any character
running on the rough has a 20% chance each Round
of catching his foot in a hole and falling.

(¢) The characters will not get lost if they stick to
the path. If they lose sight of the path, thereisthena
20% chance each minute (ten Combat Rounds) of
getting lost. Y ou should not tell them that they are
logt - just let them say where they think they're
heading, then secretly roll d8 to determine the
actua direction. (1 = north, 2 = north-east, 3 =
eadt, etc.)
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(d) Locations of particular interest are numbered.
This numbering will not necessarily be the order in
which the characters come to each location, of
course.

1. A monk at peace?

Among the tangled weeds bordering the Dell you
see a cracked stone slab. The resemblance to a
sarcophagus is unmistakable. Some words are
carved into the face of the slab, so badly wea-
thered that you can hardly make them out:
QUIESCO MANEO CUSTODIO

Doyou want to openit. . .?

The task of lifting the lid has a difficulty factor of 35.
This means that severa characters whose combined
Strength totals at least 35 canlift it. Each must deduct
1 Hesdlth Point for the exertion.

If they open it, they can see immediately that it is
indeed a sarcophagus. Little remains of the occupant
now: just a clutch of mouldered bones. They have no
way of knowing that these are the mortal remains of
the saintly Ambrosius (seelater). Hefell ill aswork on
the fence was nearing completion. His last instruction
to hisfollowers was to inter him here, so that his spirit
might keep watch and see that Tuannon Dur never
escaped from his imprisonment.

If any of the players express the opinion that thisis
the grave of agood or holy person, take them aside for
amoment. Tell them that they feel in their hearts that
they are truly gazing upon the bones of a saint. (Whe-
ther or not they wish to pass on this revelation to the
others is up to them.) If any of the player-characters
who receive this revelation are Knights, remind them
that it isthe custom for Knightsin this medieval world
to keep saintly relics. The tooth or finger-bone of a
saint, stored within the pommel of the Knight's sword,
is highly prized for the luck it brings its owner. Any
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character who takes a relic of Ambrosius now and
storesitinthe pommel of hissword will get a + 1 bonus
to both DEFENCE and MAGICAL DEFENCE whenever
he is under attack from undead beings.

2. A trail of blood

A rust coloured smear lies across the stones of
thepath. Itislevel with the blood-soaked scrap of
cloth you noticed on the fence. It seems that the-
tax collector - ifitwashe - was badly wounded
and crawled across the path into the interior of
the Dell.

The player-characters will never learn exactly what
happened to Harald, but the true facts are these.
Harald saw that Beorn's men were gaming on him. A
Knight of considerable prowess, he felt that he might
stand his ground and defeat them both. Ordinarily he
would have done so, but not with hislord's life in the
balance. At dl costs he had to reach the castle, so he
turned off the road just beyond Norham and tried to
shake off his pursuers in the wooded hills.

He found a misty nook by the mysteriousiron fence
of Hob's Ddll. Behind and below, his pursuers angry
curses drifted through the pre-dawn. He had lost them.

Suddenly afigure stepped out of thefogrightinfront
of him: adruid with alook of wild madnessin his eyes.
Harald's horse, sensing evil magic, reared back in
terror. Harald himself wasthrown back over thefence
into Hob's Dell, gashing his arm to the bone on a sharp
paing and landing heavily on his back. The two men
had heard the horse's terrified whinney and were
drawing near. With a broken collarbone and terrible
wound, Harald could not hope to stand against them;
he could not even climb the fence out of the Dell.
Enraged at his helplessness, he crawled painfully
away fromthefence, into thethick enshroudingfog.. .
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3. Therestlessdead

You are walking on afirm path of sharpflints, but
the ground to either side is a coarse heath of
puddles and snaggled roots. Suddenly a patch of
earth beside the path shudders. The turf splits
and soil is pushed back as a ghastly livid-hued
figure risesfromits shallow grave. It watches you
for a moment with empty, unblinking eyes. Thenit
hefts its spear and lurches towards you. . .

This was a traveller who wandered too near to Hob's
Ddll. It isnow one of several Zombiesthat Tuannon has
planted at points around his 'garden'.

FirstZOMBIE

ATTACK 10 Spear (2d4 + |, 5 points)
DEFENCE4 Armour Factor O

MAGICAL DEFENCE 1 Movement: 5m/CR
EVASION 1 Reflexes 3

Health Points 15

The characters could eesly escgpe from the
Zombie. If they do, you will have to keep track of its
position; it will shuffle along after them and return to
its grave after completing one circuit of the Ddll. All
the other Zombiesinthe scenario behavelikethis, soif
the player-characters make a habit of running away
they could end up with quite a band of the monsters out
looking for them.

Remember to note down any Zombies that the char-
acters 'kill'. If they later enter the barrow, the Wight
will summon any surviving Zombies to protect him.

4. A burnished blade

(T h;]s)is vigble only from the southern branch of the
path:
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A naked sword lies in the moist grass just off the
path. Its blade points away from you, untar-
nished; itshiltiswound with gold wire. Theunder-
growth where it lies seems somehow wholesome
- theweeds and sickly fungi of therest of the Dell
shun this sword.

Itisa +1 enchanted sword.
It isincidentally pointing in the direction of the sun-

dial (see 13).

5. Ancother zombie

In a shower of pebbles and earth, a grisly Zombie
pushes its way up from the ground just behind
you. Your footsteps have rousedit fromits dream-
less dleep. It swings its mold-clumped axe at the
rear-most character in the party.

Since this Zombie is attacking from behind, give it 3
chances in 6 of achieving surprise on the characters.

Second ZOMBIE

ATTACK 10 Axe(d8+ 1, 7 paints)
DEFENCE 4 Armour Factor 1

MAGICAL DEFENCE 1 Movement: 5m/CR
EVASION 1 Reflexes 6

Health Points 17

6. Anecrieide

Afoul stench reaches your nostrils. Afew metres
further on, you discover its source - the mists
part to reveal a slime-covered stagnant pond. In
the middle of the pond you can see a small island
where trees grow in twisted forms and trail their
roots in the mucky water.
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Suddenly a flight of huge bats pour from the
gnarled branches and soar towards you like
phantoms through the mist.

These are ordinary Bats. Any character bitten by one
has a chance (01-05 on d100) of contracting a
degenerative illness that will cause him to lose 1-4
Reflexes points permanently, unless he receives a Cure
Disease spel within one month.

BATS

ATTACK 11 Bite(d3, 1 point)
DEFENCE 9  Armour Factor O

MAGICAL DEFENCE 2

EVASION 6
Health Points:
Firs Baa 1HP SeventhBat 1 HP
Second Bat 1 HP EighthBat 1 HP
ThirdBat 1 HP NinthBat 1 HP
FourthBat 1 HP TenthBa 1HP

FifthBat 1HP EleventhBat 1 HP
SixthBat 1HP TwelfthBat 1 HP

7. Theriver

A river flows down from the north. Presumably it
leads into Norham Wood and eventually joins the
Hern River some miles to the east. A few thin ten-
drils of mist drift above the rushing water; thefar
bank seems clear.

This river forms part of Ambrosius boundary spel,
whichiswhy the fog comesto such an abrupt end here.
8. A gridy find

A high pole looms out of the mist. Fromits cross-
bar hangs a stark corpse, swinging in chains and
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shackles. Hewearsthelivery of the baron, torn at
the shoulder to reveal a gaping blood-caked
wound. Thereis no other mark of injury on him.

One arm is twisted up behind him, its white
fingers still clamped around a fine sword he had
slung on his back. It seems he died before he had
timeto drawit. Youfind it strange that he did not
reach for the other sword he wears - scab-
barded at his belt, it would have been more
accessible.

This is, of course, Harald the tax collector. He encoun-
tered the Wight (see later) and could do nothing to
defend himsdlf from its enervating grip. After draining
Harald of his strength, the Wight hung him on the gib-
bet to die, intending later to transform him into a
Zombie. Alone, wracked with pain and knowing that
his last hours were upon him, Harald mustered al his
will and forced hisnumb fingers to close on the sword-
hilt. Thus, even in death, he may reveal Beorn's
treachery.

The hilt of the sword can be unscrewed. Within is a
smal parchment that reads: ‘Alcuin - The old wolf's
daysarenumbered! Grisaille and Montombre arewith
us. | shal bevisitingUlric. Ensurethe castleisguarded
by our own men on the day of the hunt. Y our brother,
Beorn.' This concerns the murder of the baron,
planned for two weeks hence. If it came to light, this
document would be enough to put Beorn's head on the
chopping-block, along with his co-conspirators.

Haral d's money-pouch contains 20 silver Florins.

9. An Elfin maid

You are hailed from the far bank of theriver. A
slender girl all ingreen standsthere, a bowonher
back and an elegant sword at her thigh. Her fine
Eﬁatures and pointed ears mark her clearly as an
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"Do you know that you wander in Tuannon's
garden?" she callsout. "l would not recommend
it. He is apt to sow your bodies in the cold
ground.”

TheElf isTaliriana, a2nd rank Sorceress. Sheknowsa
little of the history of the Ddl (see later), and may
relate some of this to the player-characters.

Tdliriana, while not truly malicious, has a heartless
sense of humour. She will try to entice the characters
towalk north along the bank and crosstheriver viathe
stepping stones (see 10)...

10. Stones across the water

Seven large flat stepping stones lead across the
river. Beyond, high up on the far bank, stands a
stone cross atop a tall column.

Roll d100. On arall of 01 -10 the characterswill notice
something strange about the stones - they do not
throw up spray from the flowing river, the swirls of
mist do not eddy around them, etc. Thisisbecausethey
are Images cast by Taliriana (see 9).

If anyone tries to cross, the stepping stone will
vanish as soon as he lands on it and he will plunge into
the river. He must roll under his Reflexes score on d20
to scramble back to the bank. A character who is not
wearing any armour gets four attempts at this before
the current buffets him under; a character in leather
armour gets two attempts, a character wearing ring
mail, chainmail or plate gets one roll and then, if heis
not out, gets swept under. Once submerged, the
character may dill struggle desperately to get to the
bank. If unarmoured, hemust roll under hisReflexeson
1d20; if inleather, he must maketheroll on 3d20; if in
heavier armour, the required roll is made on 6d20!
Once submerged, the character can survive for a
number of Combat Rounds egual to his Strength. He
may wish to get out of his armour; this takes ten
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Combat Rounds - and means, of course, that the
character loses his armour at the bottom of the river.

While dl this is going on, Talirianas musica
laughter will ring out as she disappears among the
trees across the river.

11. Sone cross

This monument reinforces the boundary spell aong
the entire river bank. Even if the fence warding is
breached (by the remova of the slver chain), the
Wight will not be able to ford the river.

12. A rugting glaive

An iron shod halberd lies on the ground some
distance from the path. Tendrils of dead ivy are
wound about it, and it is pock-marked with rust.

A curse has been laid on this abominable weapon. Any
character who lifts it from the ground is assailed by
the curse with a MAGICAL ATTACK of 20. The effect
of the curse is to cause the character to dissolve into
the pal of fog covering Hob's Ddl. This curse is
repeated every round until the character drops the
halberd.

The blade of the haberd is pointing directly away
from the sundia at 13.

13. A sundial

You approach a curious stone plinth. Pulling
away the net of ivy that covers it, you discover
that itisan ancient sundial. Under agreenfilmof
lichen, the carved numeralsglint withinlaid gold.
Thegnomonisof bronze; theend of it waspossibly
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scul pted to represent on animal'shead, butitisso
badly corroded that you cannot tell what animal
this was.

If thelichen is scraped off the dial, afaint inscriptionis
revedled: DECUSET TUTAMEN

The gnomon can be removed from the dia. A small
cavity lies beneath, in which rests a jewel: a sparkling
ydlow gem encircled by aband of gold. Cryptic words
are engraven upon this. 'Sunlight, banish. Sky-jewel,
sear.’

Make sure you know who is holding this jewel at al
times. If the character with the jewel recites the
inscription on it, one of two things happens:

Daytime - The mist rolls back to a distance of 20m

rom the jewel. Sunlight streams down. If the

Wight is nearby when this happens, he will flee
back to his barrow in terror.

Nighttime (or withinthebarrow) - Thejewel bursts
into a brilliant flare of light. Any undead within
20m will be stunned (unable to attack or defend)
for 1-6 Combat Rounds.

The magic of the jewel works only once, and then it
crumbles into fine ash. It was left by Ambrosius, and
its powers do not function outside the Dell.

The carved numerals of the dial are indeed inlaid
with gold, but not deeply. By chiselling assiduously
with aknife, a character might get ten Florins worth.

14. Y et another zombie

You are approaching a point where four paths
come together. A pebble rolls across the path
ahead of you. A twitching hand, covered with
bloodless sores, emergesfromtheground. Before
you canreact, asnaggle-toothedZombiehasrisen
up to attack you.

132

This Zombie is another of those (see 3 and 5) that the
Wight of Hob's Dell uses as his sentries.
Third ZOMBIE

ATTACK 10 Morning Star (d6 + 1, 6 points)
DEFENCE 4  Armour Factor O

MAGICAL DEFENCE 1 Movement: 5m/CR
EVASION 1 Reflexes 2
Health Points 17

15. Thelast zombie

Two pathsjoininto oneleading east. Evil isstrong
in the very air here. You shudder at a horrible
moan that seems to come from out of the ground
nearby. You turn to behold a hulking Zombie
clawing out of itsgrave. It wears a few scraps of
rusting armour and wields a massive halberd.

Tuannon has kept the most powerful of the Zombiesto
guard the approach to his barrow.

FourthZOMBIE
ATTACK 10 Halberd (d10+ 1, 6 points)
DEFENCE 4 Armour Factor 2

MAGICAL DEFENCE 1 Movement: 5m/CR
EVASION 1 Reflexes 2

Health Points 24

16. The Wight's barrow

Alarge tumulus, surely one of the burial mounds
of agespadt, lies ahead of you. Inits steep, grass-
clad sides, roueg?hly hewn dabs of rock frame the
entrance tunnel. It seems like a gaping black
mouth, seeping noxiousvapoursintotheair ofthe
Dell.
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Five blue-stained skulls have been placed
nearby - one atop the entrance and two to either
side. Asyou draw near, their jaws open and they
begin to chatter and shriek!

The skulls are those of Tuannon's five thanes who
elected to remain here with their king's body (see
below). Their terrible clamouring alerts himthat intru-
ders are close at hand, and he will begin to make his
way here from the burial chamber. (Exception: if
the characters broke Ambrosius boundary spel,
Tuannon would have sensed this at once. In this case
he will be already waiting for them.) The characters
will be able to hear the skulls' shrieking even within
the barrow, and it will cease only when Tuannon is
dead - or when they are.

Who is, or was, Tuannon? The player-characters
may never learn the story, unless Taliriana told them
part of it. You might like to have some of the rest
related to them by a Non-Player Character in a subse-
guent adventure.

Interlude: The higory of Hob's Ddll

They cal him 'Gardener Jack' now, abugbear that the
women of Norham use to frighten their disobedient
children. But he was a king in this land a thousand
years ago - the grim Tuannon Dur, warlord of five
thousand men. Whenthelegions came, Tuannon put on
woad and led his army in one bl battle after
another. He piled the skulls of dain legionnaries high
at the foot of histhrone. Finally the crack VIthlegion
came against him, with thelegendary Flavius Venturo
at its head. His army was outmanoeuvred and broken,
but Tuannon himsalf escaped with his druids and a
handful of veterans, and carried on the unrelenting
'guerillawar' against the invaders for many years.
When Tuannon finally died, his druids and loyal
warriors carried him up to a secluded hollow in the
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wooded hills and laid his body to rest in a secret
barrow. Five of the men, grown old with their king,
chose to remain there with him.

Tuannon had died, but some part of himwould not lie
buried while outsiders dwelt in the land of his birth.
Perhaps mystical forces worked upon him, perhaps it
was only his implacable warrior ways that could not
allow himtorest - by whatever reason, he arose from
his barrow as a Wight and haunted the region there-
abouts for many years. Even after the legions had
departed, recalled to defend their crumbling empire,
therewere other invadersfrom other lands. Travellers
learned to shun the vicinity of Norham Wood, and
many fireside tales were whispered of the blesk-
visaged Wight that roamed the misty hills.

Four hundred years ago, a holy man was lodging at
the village now called Hesard's Ford and heard these
tales. Ambrosius determined to put an end to the evil.
Calling hisfollowerstogether, hetook themupintothe
hills. Thefog, it is said, drew back from the hills and
the Wight hid in his barrow like an old wolf in its den.
Wise Ambrosius knew he could never drive out
Tuannon's presence entirely, for the Wight was one
with the mists and stones of the land. Instead, he pent
in the evil with aniron fence, and set aholy seal upon
the gate.

Sincethat day, the Wight has chafed at hisimprison-
ment. He yearns for vengeance on al living things. He
cannot leave the Ddll, but he can cast his spdls alittle
way beyond it. (It was his Mirage that scared Harald's
steed.) Norham Wood has remained a place of ill
repute.

17. Entrancetunnd
The interior of the barrow is unlit and thick with mist.

Even when their lanterns and/or torches are lit, the
characters will be able to see no further than 5m.
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18. TheL ong Chamber

Though it is possible the characters will have already
run into Tuannon (if they removed the chain from the
gate - see 16), they are most likely to encounter him
here.

He seemsto glide forward, atall figure against the
mist. A large dlver clasp bearing a horned, pagan
symbol fastens hisheavy red cloak at the shoulder. He
isthinand grey, witheyeslikeice. Onhisdead brow he
wears a crown of holly.

TUANNONDUR, theWight of Hob'sDell

ATTACK 17 Two-handed Sword (d10, 5
DEFENCE 10  points)
Javelin (d6, 4 points)
MAGICAL ATTACK 20
MAGICAL DEFENCE 10 Armour Factor O
(but with partial
immunity to non-
magi cal weapons)
EVASION 3
Health Points 20

The Wight has the powers of a 5th rank Mystic, and
aso four special spellsthat heis ableto use once each
day: Apparitions, Mephitic Breath, Portal and Raise
Fog. See DRAGON WARRIORS Book One for full
details of these spells.

Hisweaponry consistsof hissword andtwojavelins.

If the charactersflee from him, he will pursuethem
to the edge of the Ddl - and beyond, if they broke the
boundary spell.

Slaying Tuannon in this form will not get rid of him
forever. Eventually, within weeks or months, he will
return as a Ghogst. Years later he will have become a
Wraith. This has no direct bearing on the characters
- they will be long gone by then - but is the reason
why it is best never to break the boundary spell. As
longas there are invaders in his homeland, Tuannon
willremain...
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19. - 23. Side chambers

A headless skeleton lies on a large shield in each of
these rooms. These are the five thanes whose skulls
stand watch outside the barrow.

They will not rise up to attack the characters. These
are skeletons of the properly dead and inactive
variety.

24. M ain burial chamber

Behind the long stone dab on which his body was laid
to rest are strewn Tuannon's mortuary treasures:

Item Worth

an electrum torc 250 Florins

two silver wristbands 35 Horinseach

agoldring 30 Florins

an emerald set in a copper 170Florins
diadem

Besides this, there was the silver clasp on his cloak.
That has a value of some 30 Horins.

V. Wrapping up

Weary after your adventure, you begin to trudge
down towards Norham. After a short distance
youhear voicesahead. Peeringaroundatree, you
see Beorn and two other men waiting in the Jane.

The characters must think fast. The easiest and safest
course is to hand Beorn the sword he wants (if they
have it). He will destroy the document, pay them the
remainder of their fee, and that will be the end of the
matter.

If they try to turn the tables on Beorn, they must be
more careful. Any attempt to hide the document and
then blackmail him will probably result in a lingering
death. Beorn's reasoning is that if they are dead they

138

cannot testify against him, and any testimony isworth
lessif they cannot produce the document.

Intheevent of afight hereinthelane, thetwo hench-
men will fight on foot. Beorn, having awarhorse, will
fight from the saddle - at the same time characters
aremeleeinghim, hishorsewill beabletokick andbite
them.

ATTACK 13
DEFENCE 7

MAGICAL DEFENCE 3 Health Points 11
EVASION 4

MAGICAL DEFENCE 3 Health Points 10
EVASION 4

MAGICAL DEFENCE 5 Health Points 14
EVASION 4

First HENCHMAN:
(1st rank Knight)

SecondHENCHMAN ATTACK 13
(st rank Knight) DEFENCE 7
BEORN ATTACK 15
(3rd rank Knight) DEFENCE 9

All are armed with sword and shield and wear chainmail armour.

ATTACK 17 MAGICAL DEFENCE 3 Health Points 20
DEFENCE 4 EVASION 4 Armour Factor 0
Kick (d8, 6

points)

Beorn'sWARHORSE

If thecharactersevadethem, Beornand hismen will
rideontoKarickbridgeandlieinwait there. Thechar-
acters, anticipating such a strategy, could leave the
road and travel cross-country. They would then have
to pass either through the marshes around Fenring
Forest or themenacing Jewel spider Wood. By thetime
they reach the castle, Beorn and his henchmen will
have returned. The characters will need some inge:
nious plan to reach the baron and place the incrim-
inating document into his hands.

To summarize: the characters may hand the docu-
ment to Beorn, inwhich casethey get their remaining
100 Florinsand haveto relinquish 90% of any treasure
they brought out of the Déell. Or they can somehow get
the document to the baron. This entails great perils
but they should be richly rewarded - at least 10C
Florins each, and the opportunity to become his
retainers if they wish.

Suggested experience awards. 5 experience points
per character for completing the adventurein Hob's
Ddl, plus any appropriate experience for defeating
opponents. If they discover thedocument inthesworc
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and successfully get it to the baron, each character
should get an additional 3 experience points.

HUNTER'S MOON

(Co-written by Robert Dale)

Generd notee Anadventurewhich canberunasa
follow-up to A Shadow On the Mist.

Overview of The characters are travelling north

the adventure:  with the baron when his ship is
forced to shelter in a cove to effect
repairs. A ruined citadel stands
nearby, and the characters are sent
to ensure no dangers reside there
which might threaten the baron and
his retinue.

|. Background

GM: This adventure is designed to follow A Shadow
On The Migt as part of an ongoing campaign. It can be
made to dovetail with the earlier adventure in one of
twoways:

(i) If the player-characters uncovered Beorn's trea-
chery and reveadled it to the baron, they will be
rewarded. The baron has invited them to join his
retinue on the trip to Port Beltayn, and is considering
bestowing the honour of being his permanent retainers
if they perform well on this mission.

(i) If Beorn's plot was not reveaed, he will still be
alive. Inthis case, it is he who has brought the player-
characters along on the journey. Somehow he hopesto
sabotage the mission - perhaps even day the baron, if
the opportunity presents itself. He will either try to
bring the player-charactersinto the conspiracy or else
engineer events so that they take the blame for any-
thing that goes awry.
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1. Thebeginning

None but the bravest or most desperate of men
would risk a passage north to Port Beltaynin mid-
winter. Storms make the rocky islands of the
White Coast still more dangerous thanusual, and
there is no truly secure anchorage between
Oyster - where you embarked - and Beltayn.
Yet you find yourselves in the retinue of Baron
Aldred, riding out a snarling gale off Cape
Caiegon at a time when you would much prefer to
befeasting in his Great Hall and celebrating the
turn of the year.

This is a mission of crucial importance to the
baron. Duke Carnasse, with whom he hopes to
strike an alliance against hisfoes to the south, is
spending the winter in Beltayn. Thus, though the
journey isperilous,it must be made.

Eventually the stormabates, but the Linden has
lost her mast and is taking on water. The crew
man the oars and take her in to shore. Baron
Aldred consults with the captain. They look
towards a line of fir trees along the coadt,
obvioudly intending to beach nearby and gather
timber to rig a jurymast for the last leg to Port
Beltayn.

As the Linden finds a sheltered bay, you are
startled to sight a ruined citadel, half flooded by
thetide, along the coast. As the ship makes shore,
the baron callsyou to him.

"There may be brigands or goblinsin yonder
citadel," he says. "We would not wish to be
ambushed while making our repairs. Investigate
the citadel. Slay whatever dangerous creatures
lurk there, but return and report to me if you
encounter men or overwhelming force. Salvage
anything of value."

hus, hearts high with the thought of gold and
adventure and the hope of your lord's bounty, you
setout. . .
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[11.Thecitadd

An hour's brisk march through the dense snow-
clad woodland brings you to the walls of the
ancient citadel. Built of monolithic blocks of lime-
stone, the place is of a strange architecture you
find utterly alien.

Sepping between the broken timbers of the
gate, your awe and fear grow ever stronger. This
is truly a place of death. Srewn about the
entrance and across the plaza are countless
mouldered bones, rusting weapons and armour.

In the shadow of thearch sitsan old man cladin
rags. His thin hair waves in the icy breeze, his
blind eyes star e out beyond you, across theforest-
ed land.

GM: As the characters approach, the old man will
inform them that he keeps the gate of this citadel of
Karvala until the return of its lord. If questioned
further, he will tell the following tale:

"Centuries ago, Lord Karvala and his ninety sons
were driven by evil sorcery fromtheir homeland, and a
gess placed upon them that they wander the waste
until they could raise a hal not on the earth nor in the
seg, not in fire nor in air. After years of journeying,
Lord Karvala saw a child building a castle of sand on
this strand and, thanking the great gods for their sign,
built hishall on land that was neither of the earth nor
of the sea. At the last he surrounded the hall with a
high wall to keep back the sea. Here he dwelt with his
0ns, and the sons of his sons.

"From across the seathere came anew people, with
new laws and new gods. Karvala took himsdf to his
tower and shut himself within, saying that he must pon-
der how to punish these sea-pests. But the invaders
bewitched him so that he fell into a deep deep and
could not aid his people. And they st wards about his
tower, and locks of magic upon its doors, and dew his
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people so that none might freehim. Thenthey ruled this
land many scores of years.

"But the gods were enraged that the one they had
chosen to rule should be thus set aside. They sent fire
and plague and earthquaketo trouble the citadel, until
the mighty wallsthat Karvala had built fell at last, and
the sea and the goblins swept in. Still Karvala did not
wake, and in honour of him it was decreed that none
should dwell in his citadel till he comes again to choose
those most worthy."”

The old man will not try to stop the characters enter-
ing the city. If they reach for their weapons or threaten
him, he will disappear. They will then see, some dis-
tance of f, ablack dog leaping through the ruins away
from them.

If they pass without causing him to vanish, he has
one thing moreto say: "Begone. Thisis a cursed place.
Death lies in wait here for those who love not
Karvala."

Passing the gate into the citadel, you walk into a
long processional avenue lined with the broken
ruins of mighty buildings. Rubble partially blocks
the wide carriageway, and there are signs of
widespread burning. More bones arescatteredin
the wreckage, but these may or may not be
human.

The citadel is full of shadows in the weak
winter sunlight, and high clouds threaten more
snow. The wind makes a constant keening as it
rushes between the fallen columns. A large sea-
gull flaps away, alarmed by your approach. Your
unease builds as you near the main square.

A black obelisk twelve paces broad at the base
dominates the square. Its surfaceis covered with
geometrical patterns, entwined glyphs, and a
script whose like you have never seen. The air is
tense with the watchful calm that presages
danger. If this obelisk is the tower of Karvala to
which the gatekeeper referred, you can find no
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sign of any doorway.

About, the square stand more buildings rav-
aged by fire and decay, all of the samemonolithic
construction. Two structures strike you as espe-
cially interesting. Thefirst is a small hexagonal
edifice with a domed roof, set atop a large square
plinth. The other is a fortress with four massive
square towers.

Your eyes catch a movement. Someone was
standing at a high window of the fortress, and
ducked back as you looked up!

I1V. Thefortress

The wreckage of wide wooden gates block the
entrance to thefortress. Clambering through the
broken timber, you come into a courtyard sur-
rounded by scorched walls and choked with bat-
tered masonry upon which may be seen long
fronds of dried seaweed. A few stagnant pools
add to the air of desolation.

The block surrounding the courtyard is
reduced to a gutted shell, but thefour towersare
marginally more intact. You approach the
entrance to the nothernmost tower, where you
saw signs of life. Or thought you did.

The entrance tunnel islow, and the stairwell of
the tower damp - and dark, despite gaping holes
in thewalls and roof. A decayed staircase sweeps
up to thefirst floor balcony. A woman in a white
gown stands there watching you.

GM: The woman is in fact a Spectre, though the
translucence of her form is not apparent in the semi-
darkness. She says nothing, and if the characters cdl
up to her she merely turns and moves away.

Her intention is to lure them onto the stairs, which
areunsafe and will collapse under their weight. When
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thishappens, the charactersonthestairswill plummet
1-6 metres. The Spectre will then scream horribly and
leap to attack. It isat this point that you should roll for
itsfright attack and chance of surprising them as they
struggle free of the rubble.

SPECTRE

ATTACK 19 Touch(dl 2, 5 points)
DEFENCE 12 Armour Factor O (but unaffected

by nonmagic weapons)
MAGICAL DEFENCE 11 Movement: 12m/CR
EVASION 4 Reflexes. 15

Health Points 8

Any character who climbs up to the bal cony istaking
arisk - thereis a40% chancethat it, like the stairs,
will give way and cause him to drop 6m into the stair-
wel below. Hidden in an acove off the balcony is the
Spectre's treasure: a silver-chased black wood drum
and a pewter cup with gems &t dl around the rim.

These areboth magical items. If thedrumistakento
a place on the coast and someone starts to pound it, it
will summon an eldritch longboat manned by silent
oarsmen with long seaweed-matted beards and skins
blue with cold. The longboat arrives within fifteen
minutes of beginning the drumbeat, and will then con-
vey the drummer and up to six companions to any-
where they wish to go. The oarsmen row tirelessly and
(as the superstitious will surely guess) are not truly
aive.

Eight gems are set around the rim of the cup. Seven
are adull red, but the last glows brightly. If the cup is
turned, the glow moves on to another of the gems. With
experimentation, the characterswill discover that itis
aways the gem facing to the north that glows. This cup
could thus function as a crude compass, and could be
0ld as such for up to 4000 Florins.

The rest of the fortress is structurally unsafe, and
the characters will soon readlize there is nothing to be
gained from lingering here.
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V. The Temple of the Moon

Across the main square, north-east of the black
obelisk, stands a hexagonal pavillion atop a flat
pyramidal base. There must once have been a
huge statue above the pavilion, for the rubble
scattered about this edifice has been carefully
worked.

Ascending the worn steps, you see the broken
feet of this statue still flank thepavilion. The door
ahead of you is decorated with a grinning skull
above a crescent moon. /

To either side of the door stands the white !
marble statue of a large hound. The hounds sit 77 ¥
upright on their haunches higher than a man's b
shoulder, and their stone gums are bared to dis- '

lay wicked fangs. s
play g ff? /ﬁ{‘ ,

GM: The statues are Moon Dogs, magical guardians e, . i
that will come to life and attack anyone who tries to ¥ ,
pass them and enter the Temple. They will attack only
that character (or characters) and will ignore attacks
made on them by any others. The Moon Dogs will fight
until dain, or until their victim(s} is dead, unconscious
or driven from the Temple steps - whereupon they
will lope back to their positions beside the door and
revert to stone.

MOON DOGS
ATTACK 18 Bite(d8+1, 5 points)
DEFENCE 4 Armour Factor 6

MAGICAL DEFENCE 10 Movement: 12m/CR
EVASION 4 running: 25/CR
Reflexes: both 14

Health Points both 23 HP* Rank-equivalent: 6th

(*They automatically heal back up to norma HP
every time they revert to their stone form.)
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Assuming that the charactersfind someway to pass
the Moon Dogs and enter the Temple:

You enter alarge hexagonal chamber, theroof of
which is domed and glass-like. Thefloor is elab-
orately incised with spiral patterns enclosing cir-
cles of coloured stone. In the centre of theroom, a
large slab istilted up revealing a staircase which
winds downwards.

Beside the slab are three skeletal corpses. One
wears scraps of ceremonial vestments and
clutches an ebony-and-silver daff in its fingers.

Noticing score-marks on the floor, you infer
that heavy fitments were ransacked from this
chamber.

GM: Any character who touches the staff will suffer
aCursewithaMAGICAL ATTACK of 25.

The newd staircase leads down to the underworld
section of the Temple - the priestly quarters and the
cult's inner chambers. Looters have penetrated even
here; the characters will discover smashed pottery,
splintered wood and a scattering of slver coins as they
descend the steps.

1. The foot of the stairs

You descend to the bottom of the newel staircase.
Old bonesandriven armour lietangledhere. Pick-
ing your way across the debris, you find your-
selves at the intersection of two 3m wide
corridors.

Looking north, you see a wide flight of steps
leading down to a heavy mahogany portal. There
are no doors along the east and west branches of
the corridor that you can see, but when you shine
your lantern south it falls upon two doors only a
few metres from where you are standing.
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GM: If they chooseto explorethe rooms of the under-
world, they might of course do so in any order. Brief
notes are given for you to create adescription.

2. Living quarters

The door stands ajar. Within you find the rotted
remnants of clothing and furniture. A largeiron-
bound chest stands in one corner of the room.

GM: The chest was booby-trapped, being st to
release a poisonous snake as soon as anyone touched
the hasp. The mechanism of the trap is long since
rusted, the snake long dead. Whatever items were
stored inside the chest have been consumed by mould
and the centuries...

3. Storeroom

This room contains the remains of spades,
buckets and other tools. In the midst of the debris
lies a skeleton with a corroded spear beneath its
fingers.

4. Living quarters

GM: Thisroom is smilar to 2, but there is no chest.

5. Robes and ritual artifacts

Broken demon-masks and ceremonial staves and
adjuncts are strewn across thefloor here. There
are further signs of looting, and the bones of
defenders and despoilers lie intertwined. One
skeleton wears fragments of a silvered head-
dress, and on its finger is a white gold ring in
which is set a chip of jade.
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GM: Thering is a Ring of Agonizing Doom with six
charges. The other artifactsin the room include some
dlver chdices and bowls worth a total of 500 Florins.
They feel evil to the touch, and will not fetch such a
price until purified by a cleric.

6. Thecdls

The corridors you traverse are wide and well-
paved even though the floors are cracked in
places by an ancient earthquake. Carvingsinlow
relief adorn all the walls, showing life within the
citadel in its heyday, full of life and vigour. Wars
against barbarian tribes are depicted in detail,
and the spoilsof victory are seen being carried by
many captives.

This corridor ends with four barred cells,
within which you see the mouldering remains of
many chained captives. They must have starved
to death centuries ago - a terrible punishment
for who knows what crimes? It is a dismal place,
and you swiftly return northwards.

7. Dormitory

This room shows signs of having been the livin
guartersof several men. The damp rotted wood o
eight palets are arranged aong the room.

8. Dormitory

GM: Thisissimilar to the room opposite, except that
a tapestry hangs aong the southern wall. This has
remained curiously untouched by the passage of the
years. It is embroidered with ghastly scenes of human
sacrifice, necromancy and sill more obscene prac-
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tices. These rites are being conducted beneath a gib-
bousmoon, fromwhi ch a pale-skinned demon has come
down. The demon has the body of an androgynous
humanoid, but from its neck and wrists grow writhing
hooded snakes.

So horrible and heavy with evil is this noxious tape-
stry that any who attemPt to destroy it are subject toa
MAGICAL ATTACK of 15which, If successful, drives
the victim insane with terror. The insanity can be
cured withDispel Magic, but even then the character
will always be beset by qualmy unease whenever he
beholds the moon in the sky. ..

9. Library

The decayed shelves of this room once held
carved stone plaques. These are now just splin-
tered fragments underfoot. Looking more closely
at alarge piece of one of the plaques, you see that
it was once covered with small carved script that
you have no hope nor wish to read.

10. Devotional room

GM: Thissmall chamber isbare of adornment except
for aslver crescent-moon motif on the western wall. It
was where the priests came for solitary prayer to the
less bloodthirsty aspect of their many-natured deity.

11. Secondary cult room

You reach alarge mahogany portal at the end of
thepassageand swingit open. Beyondliesalarge
vaulted chamber full of ritual paraphernalia -
sceptres, masks, bells, drums, rotted vestments.
In the crumbling racks that once lined the walls
you find a few scroll-cases.
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GM: The scrolls are worm-eaten and unreadable.
Other items in the room include some vessels of pre-
cious metals and gems which could be sold for up to
100 Horins, once purified of their 'evil' taint.

12. Main cult room

You enter a widepillared chamber. Ninewarrior
Skeletons stand waiting to greet you, with
silvered scimitars in their bony hands and wide
deathly grins on their fleshlessfaces. Each wears
asilver tore aboutitsneck and a ser pentinewrist-
band of silver coiled about its left arm.

GM: The Skeletonswill not attack at once. They point
with their scimitars towards the door through which
the characters have just entered. If the characters
turn around, the Skeletons escort them to the steps
down to the charnel-house (see 13). Otherwise, they
close and attack.

SKELETONS

ATTACK 11 Scimitars (d8, 4 points.)
DEFENCE5 Armour Factor O (but 2vs

stabbing weapons)
MAGICAL DEFENCE 3 ~ Movement: 10m/CR
EVASION 3 Reflexes: al 12

HealthPoints:
Firss SKELETON 2HP
Second SKELETON 2HP
Third SKELETON 3HP
Fourth SKELETON 3HP
Fifth SKELETON 4HP
Sixth SKELETON 4HP
Seventh SKELETON 5HP
Eighth SKELETON 5HP
Ninth SKELETON 7HP

When each Skdeton is destroyed, the snake-band
around its wrist will grow and become a real snake
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that waits coiled over the fallen remains, hissing at any
who approach. These are in fact merely illusions, and
can do no harm to the characters. The silver tores are
worth 60 Florins each.

Once they have destroyed all the Skeletons:

You look around the room these undead crea-
tures were guarding. On the floor beside a pat-
tern of painted designs and small brass censers
lietwolong-dead bodiesinrottedrobes. Theyhold
ritual staves, and appear to have been dainin the
middle of some ceremony.

GM:  The priests had summoned a demonic entity just
before the reavers burst in and dew them. The demon
has remained pent within the confines of the painted
designsever since. If any character entersthepattern
he will break the binding spell, releasing the demon.
Immediately there will be a rush of wind and darkness,
accompanied by an unholy shriek of glee. Everyone
within the room at this time suffers afright attack of
2d6 intengity. The demon then returns to its own plane
of existence, taking with it the unfortunate souls of any
dain by its fright attack.

The soulless bodies left behind will arise as Ghouls
within three days if not cremated or buried on conse-
crated ground before then.

The ritua equipment within the room is worth about
200 Florins, though once again it requires purification
before this value can be realized.

One of the staves is smilar to the one in the hexa
gona chamber above, with identical effect if touched.
The other is of silver birchwood, and can be used by a
Sorcerer to cast Illusion and Phantasm dls at half
the normal Magic Point cost. B

=
g

13. Ossuary

You begin to make your way down a flight of
cracked and rubble-choked steps towards alarge
black door. Niches in the walls contain skeletal
remains, and you realise you arepassing through
the charnel-house of the temple.

Reaching the door, you find it to be twisted
within its frame and stained by sea water at the
bottom. Water must seep through here at the
spring tide.

A heavy bar of black stone secures the door in
place. You cannot read thefearsome sigilsinlaid
Insilver alongit, but they seemto be warning you
to turn back -

GM: And well they might! The bar is atrap, and if
characters do not search they will activatethisasthey
lift the bar. A massive block of stone falls from the
ceiling (SPEED 12 to dodge). A character who failsto
evade thiswill be crushed to a pulp.

For those that survive the falling dab:

Beyond the door all ispitch black.
Lantern light seems absorbed by the dlick black-
ness of the walls.

Will you goon. . .?

If they do:

A short corridor bringsyou to asteep newel stair-
case that winds up inexorably without door or
window. The air is stifling, and your footfalls echo
in an eerie quiet.

You clamber up and up. Long after you should
have reached the surface, you are still climbing
the shadowy twisting newel.

GM: Thereisno turning back now. Magic has trans-
ported them within the black obelisk - Karvala's
Tower. Their destiny isto meet a demi-god.
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V1. Karvala's Tower

Your legs ache with the climb, and your breaths
come in tortured gasps. Reaching the last of your
strength, you push through a wall of darkness
that seems as thick as swamp mud. Suddenly you
areinaclear circular room. Moonlight streamsin
through wide windows. You feel disorientated;
you cannot be sure how long it was since you
walked through the ossuary and drew open the
black door. . .

Ringing the room are twelve chairs whose high
carved backs are etched with symbols of the
moon in its various phases. A pattern of lines and
symbols covers thefloor, asif some arcane game
is to be played here. Wooden playing pieces that
represent men and beasts, cities and forests,
occupy seemingly random positions across the
pattern.

GM: The chairs will undoubtedly hold a fatal
(possibly fatal) fascination for the characters, and at
least one of them is likely to be seated. Should this be
50, the character will appear grey and insubstantial to
his companions, as he becomes a participant in the
Game of Karvala. He will remain in the chair until his
part in the Game is done.

You must divide the player-characters into two
groups - those who have sat in the chairs and those
who remained standing.

To any seated character(s):

You store at the patterns and playing-pieces on
thefloor, but the sense of it eludes you. Glancing
up, you find no sign of your companions!
Through a window opposite you can see the
snow-shrouded city bathed in moonlight. Your
eyes water without reason, and as you blink a
gaunt figure seems to shimmer from the silver
beams. He steps towards you, aregal manin pale
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robes, ghostly greyin the half-light.
"Welcome,” he whispers, "to Karvala's
Game. . ."

GM: While, to the eyes of any characterswho have
not been so rash asto sit:

A change comes over your comrade. An awful
grey in the moonlight, heis as insubstantial as a
ghost. You back hastily away and cross your-
selves. Your comradepays no attention toyou; he
stares with rapt attention at the mysterious
pattern on thefloor, white knuckles grasping the
arms of the chair.

You sense a presence behind you. A tall figure
inpalerobes standsthere. Death comeson apale
horse, they say, and thismanisasgrey and ghast
as that dread rider. Hisface is thin and aristo-
cratic, and framed by the lunar crescent of his
cloak's silver collar.

Hegestures at the chair. "What will you giveto
freeyour friend?"

GM: Karvalawill carry on two simultaneous conver-
sations now, and you must keep the two groups of
players separate until events have played their course.
The seated character(s) is enmeshed in Karvalas
strange Game. He will soon find that the pieces move
on the pattern in response to his thoughts, though he
has no inkling of what his moves mean. Gradually, as
hewatchesthe movesthat Karvalamakes, he beginsto
glean fragments of the befuddling rules of play.
Throughout al this, Karvalawill speak to the charac-
ter - itisobvious that he expects a protracted game,
and is happy to pepper it with urbane conversation. If
the character gets the feeling that he could be playing
the Game for centuries, he is right! To represent the
abstract intellectual struggle, the player rolls 3dI2
and must score equal to or lessthan hisIntelligence. If
he succeeds, he gets to attempt the same roll again -
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heisgaining a small advantage in the Game. If he fails
the rall, he suffers a setback in the face of Karvala's
superior tactics and spends another day playing on
before he gets to attempt the 3dI2 roll again. If and
when he manages to succeed in this difficult roll ten
times in succession, he has beaten Karvalaand isfree
to depart.

This, of course, might take years of game-time! But
there is another way for the characters to gain their
freedom. Those who have not joined the Game can
strike a bargain with Karvala. If he accepts, he will
release the seated character(s) from the Game and
transport al of them to the citadel gates.

What kind of bargain might be struck? There are
many - itisuptotheplayerstothink of something that
tempts Karvala. He Is an immortal, the nearly divine
shaman-king of the people who once lived here. He
cares naught for earthly pleasures - ashe will demon-
strate by fashioning moonbeamsinto a stream of gold
and precious stonesthat vanish asthey touch thefloor.
Neither will threats move him, for within his Tower his
abilities and powers are aimost without limit. How-
ever, trapped within his Tower in self-imposed exile
fromtheworld, heyearnsfor new things. If the charac-
ters offer some wild new experience that they can
bringto him, heislikely to accept. Whatever bargainis
mademust befollowedtotheletter by Karvalaand the
characters; hewill givethem each atoretowear about
their necks. These tores cannot be removed, and in a
year and a day will bring the characters back to the
Tower to fulfil their agreement.




If your players are not experienced gamers, they
may find therole-playing this situation demandsto be
beyond them. In this case, have Karvala himself pro-
pose the bargain: that they go forth and bring to him,
within the space of ayear and aday, the sword from
the tomb of Elvaron the EIf, a mighty sorcerer of
ancient times. If they agree, he will give each a torc
and thentel eport them out of hisTower. If yougoonto
use the adventures in Dragon Warriors 3: The Elven
Crystals, they will indeed find that their fate is to
journey to Elvaron's tomb!

VI1.Returningtotheship
GM: It takes two days to render the Linden sea

worthy. If the characters have not returned by then,
the baron will have no choice but to s sail without

them. He cannot adlow anything to jeopardize his
mission.

If they return safely, they will be required to hand
over any treasurethey havefound. Thebaronwill then
return what he thinks fitting as gifts; these will be
items representing half the value of the treasure.

If the characters are wearing Karvala's tores, they
will not of course be able to relinquish these (however
muchthey may wishto!) They will not losefavour for
this, because it will be clear to the baron that strange
sorcery is a work. However, if the characters are
asked about their adventures, they will be unable to
speak of the Tower or write down any account of it.
Karvala protects his secretswall.
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CHARACTER SHEET

Character's Name

Strength =

 Reflexes =

Intelligence =
Psychic Talent =

Looks =

Armour
type worn;
Armour Factor:

Cash

Gold Crowns;
Silver Florins:
Copper Pennies:

Profession Mystic Rank

Health Points

nermal score:
current scors:

Equipment

14

ATTACK =
DEFENCE =

. MAGICAL ATTACK =

MAGICAL DEFENCE =

Psychic Fatigue Check:”

roll (13 + rank-gpell
level) or less on
d20 to avoid
peychic fatigue

EVASION =

Weapons

CHARACTER SHEET -

Character's Name

Strength = Health Points
Reflexes = normal score:
Intelligence = current scors;
Psychic Talent =

Looks = .

Armour Equipment
type worn:

Armour Factor:

Cash

Gold Crowns:
Silver Florins:
Copper Pennies:
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Prefession Sorcerer Rank -~

ATTACK =
DEFENCE =

MAGICAL ATTACK =
MAGICAL DEFENCE =

Magic Points
normal score:
current score:

EVASION = a

Weapons "y






